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Context and Scale Reference 
This document lists all assets the Level Design team needs from the Level Art team. All dimensions use Unity units (1 unit = 1 meter). The player 
character (Tomo) is modeled as a capsule occupying approximately 1 x 2 x 1 units in the engine. All scale references below use this as baseline. 

District transitions are handled through road axes or tunnels: when the player enters the transition zone, the current level unloads and the next one loads 
seamlessly. 

 

Buildings 

Asset Scale (L x H x W) Wall 
Run Variants Unity Preview 

Small Skyscraper 16 x 11 x 12 m (5x char. 
height) Yes Min. 1, ideally 

2+ 

 

Medium Skyscraper 16 x 21 x 12 m (10x char. 
height) Yes Min. 1, ideally 

2+ 

 

Large Skyscraper 18 x 30 x 12 m (16x char. 
height) Yes Min. 1, ideally 

2+ 

 

Large Skyscraper + 18 x 45 x 17 m Yes Min. 1, ideally 
2+ 
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Asset Scale (L x H x W) Wall 
Run Variants Unity Preview 

Large Skyscraper ++ 18 x 65 x 15 m Yes Min. 1, ideally 
2+ 

 

Large Skyscraper +++ 25 x 125 x 40 m Yes Min. 1, ideally 
2+ 

 

Small Residential 20 x 10 x 22 m (5x char. 
height) No Min. 1, ideally 

2+ 

 

Medium Residential 30 x 21 x 22 m (10x char. 
height) Yes Min. 1, ideally 

2+ 

 

Large Residential 40 x 30 x 22 m (15x char. 
height) Yes Min. 1, ideally 

2+ 
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Street and Decoration Elements 
Sidewalks naturally adapt to the road mesh. Road length can be resized freely along the spline. 

 

Asset Scale (L x H x W) Notes Unity Preview 

Wide Road Road: 25x1x20 m / Sidewalk: 
25x0.35x3 m Follows a spline. Sidewalk on interior side of the road. 

 

Medium Road Road: 25x1x15 m / Sidewalk: 
25x0.35x3 m Follows a spline. Sidewalk on interior side of the road. 

 

Narrow Road Road: 25x1x10 m / Sidewalk: 
25x0.35x3 m Follows a spline. Sidewalk on interior side of the road. 

 

Billboard Poster 
(Vertical A) 5 x 7 x 0.05 m Tall vertical format. Holds illustrations: graffiti, paper ads, 

etc. 

 

Billboard Poster 
(Vertical B) 7.5 x 11 x 0.05 m Taller vertical format. Same purpose as Vertical A. 

 

Street Lamp H: 5 m, Dia: 0.25 m Multiple variants desirable. 
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Asset Scale (L x H x W) Notes Unity Preview 

Trash Can 3.1 x 2.15 x 1.7 m Multiple variants desirable. 

 
 

  



TomoTomo  |  Level Art Brief Wilson Xhaflaire 

6 

Interactive Elements 
Asset Scale (L x H x W) Notes Unity Preview 

Street Barrier 0.3 x 0.6 x 0.3 m Preferably follows a spline. 

 

Straight Pipeline 1.5 x 3 x 1.5 m Resizable in length. Preferably follows a spline. 

 

Curved Pipeline 1.5 x 3 x 1.5 m Preferably follows a spline. 

 

Floating Platform (with 
propeller) 5 x 0.5 x 5 m Standard floating platform. 

 

Temporary Floating 
Platform 3 x 0.5 x 5 m Collapses under Tomo after a configurable delay, then 

respawns after a configurable cooldown. 

 

Grid Platform (w/ and 
w/o propeller) Dynamic size Both propeller and no-propeller variants needed. 
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Asset Scale (L x H x W) Notes Unity Preview 

Medium Billboard Panel 12 x 5 x 0.6 m Inner image is swappable. Fixed frame size across all 
placements. 

 

Large Billboard Panel 29 x 12 x 0.6 m Inner image is swappable. Fixed frame size across all 
placements. 

 

Curved Interior 
Billboard Panel 29 x 12 x 0.6 m Resizable in length and width. 
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Collectibles 
Asset Scale (L x H x D) Unity Preview 

RAM Strip 0.35 x 0.9 x 0.05 m 

 

Battery Dia: 0.75 m, H: 1.2 m 

 
 

Enemies 
Asset Scale (L x H x D) Variants Notes Unity Preview 

Ground Enemy 1.7 x 1.7 x 1.7 m 4 (red, green, head 
spike, body spike) 

Enemy must fit within this 
bounding cube. 
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Asset Scale (L x H x D) Variants Notes Unity Preview 

Aerial Enemy Dia: 2.4 m, H: 1 m 3 (red, green, turret)  

 

Ground Turret 1.7 x 1.7 x 1.7 m 1 Must fit within bounding cube. 
Visual design left to the artists. 
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Rooftop Platform Elements 
Asset Scale (L x H x D) Variants Notes Unity Preview 

Window Cleaner Platform 2.5 x 0.2 x 7 m 1  

 

Solar Panel Panel: 8x0.1x4 m / Pillar: 
0.2x(dynamic)x0.2 m 1 

Panel and pillars are separate 
meshes to allow independent 
rotation. Pillar height is dynamic. 

 

Ventilation Cube Fully dynamic (L, H, W all 
adjustable) 1 Simple cube. Size configured per 

placement. 
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Asset Scale (L x H x D) Variants Notes Unity Preview 

Rooftop Exit Ramp 10 x 4 x 4 m 1  
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