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Nomai found text sample 
Text map: 
 
1 — 2 — 3 
| 
4 
 

1. RAMIE: Note: This door will need to remain closed for some time! Pye and I are running an 
experiment based on the extraordinary findings from the White Hole Station. 

 
2. PYE: Ramie and I will be running this experiment until one of us (specifically, me) can prove the 

other wrong, so although it’s inconvenient, the lab currently can only be accessed by the path 
from the Sunless City. 
 

3. RAMIE: Inviting sand inside would disrupt our setup and could have enormous consequences. 
(We realize this is an intriguing prospect, but the door must remain closed nonetheless!) 
 

4. RAMIE: An update: The High Energy Lab is now being used to design the Ash Twin Project! If 
you’re here to help (or even just to observe), be sure to use the Sunless City path to the lab. 
 

NOTE: Bolded text represents text that appears as a different color in-game to indicate a location the  
player can visit. 

 

 

Content breakdown 
 
Nomai found text was written to meet highly specific narrative and design needs. Each piece of text 

1. sets up an important piece of world lore, 
2. builds on themes and characterization, and 
3. (most importantly) communicates a clue. 

 
Because the narrative’s delivery is nonlinear, a piece of found text needed to not only impart important 
story information and tell the player where to go next, but also direct the player to what came before 
the text he or she is currently reading. 

 
On the next page is the same piece of found text as before, color-coded per the clue diagram above. 
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1 — 2 — 3 
| 
4 
 
 
 

1. RAMIE: Note: This door will need to remain closed for some time! Pye and I are running an 
experiment based on the extraordinary findings from the White Hole Station. 

 
- Teaches players who are first encountering this storyline how to trace it back toward its beginnings. 
- The Nomai love puns — the second meaning of “time” in this line hints at the nature of the 

experiment being run. 
- Pye is a character connected to the Ash Twin Project, one of the game’s central mysteries. Her 

appearance in this piece of text signals this thread is connected to that topic. 

 
 

2. PYE: Ramie and I will be running this experiment until one of us (specifically, me) can prove the 
other wrong, so although it’s inconvenient, the lab currently can only be accessed by the path 
from the Sunless City. 

 
- Builds on Pye and Ramie’s friendly rivalry. 
- Teaches the player how to progress forward along this storyline. 

 
 

3. RAMIE: Inviting sand inside would disrupt our setup and could have enormous consequences. 
(We realize this is an intriguing prospect, but the door must remain closed nonetheless!) 

 
- Emphasizes the Nomai’s curious and scientific, if occasionally risky, behavior. 

 
 

4. RAMIE: An update: The High Energy Lab is now being used to design the Ash Twin Project! If 
you’re here to help (or even just to observe), be sure to use the Sunless City path to the lab. 

 
- Reiterates how to progress forward along this storyline, which is the most important information in 

this particular clue. 
o At least one endpoint in a piece of found text contains the clue the player needs to move 

forward; usually, this is the endpoint of the longest “arm” of the text (though not in this 
piece of text’s case). 

- Confirms the link between the High Energy Lab and the Ash Twin Project. 
 

 

In-game placement 
 
Designing Outer Wilds’s narrative provided some interesting challenges, as we weren’t in full control of 
how the player experiences the narrative. For instance, we couldn’t predict what piece of Nomai text 
the player will find first — but we could influence it. 
 
There are roughly three types of found text in Outer Wilds: surface level, mid-level, and hidden text. 

Story thread 

Previously      Next 
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Surface level text is the easiest to encounter, and is often literally on the surface of planets, moons, and 
other celestial bodies. This text is always a good entry point to a its particular storyline, and its primary 
goal is to make the player curious so he or she wants to pursue the thread and learn more. The example 
you see above is surface-level text. 
 
Mid-level text is usually found by following clues, but it is possible for players to find it accidentally, 
especially players who explore more thoroughly. It’s okay if this happens; it won’t ruin the story or world 
mysteries. Mid-level text continues to develop or explain a mystery, furthering that story thread and 
teaching the player where to learn more (in either chronological direction). 
 
Hidden text is extremely unlikely to find by accident — it never happened in playtesting. Players need to 
follow clues to reach this point, as this text is in a difficult-to-reach location that players either need 
specific information to reach or might not realize exist without a mid-level text clue’s prompting. Hidden 
text is the payoff for a player following a storyline to its conclusion; answers to the game’s major 
mysteries are always at this level. 


