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〉 Introduction: 

Age of Aether is an Online RPG which focuses on player interactions in a dynamic 

open world based on Celtic and Norse Mythology. 

〉 Story: 

The story will be a primary aspect of the game, with players exploring and 

developing the surface of Earth some 1000 years after the apocalyptic events of 

Ragnarök. With Magic now enabled by the Godsʼ fighting leaving behind artefacts and a 

heavenly compound called Mana, the surviving descendants of humanity are rebuilding 

societies and technologies through its usage. The player is one such descendent, a 

Milesian.   

 

〉 Environment: 

The surface of Earth has been changed beyond any semblance of modern-day 

geography, leaving behind a world centred around an island to begin with. Players will 

start randomly in one of 4 starting towns and be offered similar questlines no matter 



the town to get started in the game world (See World Design Section for more). 

 

》 Art Style: 

The game will focus around a simplistic low poly art style reminiscent of games such 

as The Legend of Zelda: Wind Waker (2003) paired with the visual fidelity (lighting 

effects, texture, grass) of games such as The Legend of Zelda: Breath of the Wild (2017) 

or Genshin Impact (2020).  

Items in a playerʼs inventory will be rendered using a pixel-art representation (See 

Inventory System section for more information).  

 

》 World Design: 

This version of Earth is unrecognisable from modern day, with new landmasses and 

cities using a Norse/Celtic architecture style, with these peoples being the ones who 

barely survived the events of Ragnarok. The amount of technology and public amenities 

will be roughly equivalent to the 1700ʼs with electricity being the latest new technology, 

seen through public lamps in the largest of cities. Magic-based technology is also 

prevalent, having predated electrical-based technology by a few centuries, so magical 

appliances are commonplace. 



Drawing on games such as The Legend of Zelda: Breath of the Wild, the world itself 

will be massive, with additional areas able to be opened up through game updates. At 

the start it will feature plains, mountains, forests, and an inland desert, along with 

tundra and artic areas in the north.  

 

》 Dungeon Design: 

 The first instance in the start where the gameʼs antagonist force is found, the 

Aether is responsible for sealing off an old ruin and creating creatures which now inhabit 

it. Dungeons will be randomly generated, each instance unique, as the effects of the 

Aether distort time and space. This distortion is also the basis for the wide range of 

environments that players could find within a dungeon, from random lakes, deserts, sci-

fi technology or even real-life Earth areas. At the end of this generated dungeon would 

be an other-planar being, like an eldritch horror, Lovecraftian monster, or even beings 

from other mythos which the aether has spawned into existence and through which 

fights the players. Successful defeat of the being will create a hole in the Aether to 

escape and grant the players with rewards.  



 

》 Player Design: 

The player will be customisable from a wide range of models, skin tones, body 

shapes, and features. The customisation options will not be separated out by gender, 

allowing any player to choose any option (see below for those options).  

》 Body Customisation Options 

 



〉 Gameplay Systems: 

 The following section is for gameplay systems, relating to things people can do 

within the game, aside from the aforementioned dungeons. 

》 Inventory: 

 

》 Combat: 

 



》 Character Proficiency: 

 

》 Character Leveling: 

 

〉 UI: 

 



 

〉 Sound: 

 Diegetic sound effects will be used for all activities, such as attacking (sword 

swings, hits), blocking (sound of metal on metal, or metal hitting wood), climbing (rocks 

falling, grabbing), herbalism (snipping), etc. At the same time, world sounds will be 

incorporated into the overall soundscape, helping to make the world feel livelier even if 



the sounds themselves are non-diegetic. Examples of these sounds would be bird 

chirping (non-diegetic if thereʼs no birds), water gurgling near rivers, air rushing near 

caves or on hills, and similar sounds.  

 

》 Music: 

 The kind of music the player hears depends entirely on where they are in the 

world and what is happening in the moment. For example, a player in a battle will hear 

more intense music while a player in a seaside town will hear calm music.  

 

〉 Distribution: 

 The distribution of the game will be done via early access on either Steam or 

Itch.io for Windows and Linux to begin with, to get player feedback and to help fund 

the scope of such an indie production. Following early access, the game will release to 

a wider audience on PC and Linux, with the possibility for a Mac port. I would not foresee 

such a game being feasible on console but if there is demand for it by the time release 

happens then work on a console port would start after release.  

 



》 Exhibition: 

 Showcasing the game in a COVID-wrecked world is infeasible outside of online 

campaigns, so there would be a twitter account dedicated to development and news, 

along with the visibility that having a game on Steam or Itch.io gives once the game is 

in early access.  
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