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What is Level Design?



Level Design

is to ,arrange the architecture, props, and challenges
in a game in ways that are fun and interesting”

Schell, Jesse (2008). The Art of Game Design. Elsevier. p. 343



Level Design

e Level Design = Gameplay Design
e Realization of your game idea in a playable scenario

e Coherent and self-enclosed section in your game



Gameplay Fun

»~Create interesting gameplay situations”

Lee, Steve (26.08.2024). Every game designer should understand Orthogonal Design. YouTube. https://
youtu.be/hW5s5Wb5vo4?si=tCybW9Rx48vy7iLi
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Gameplay Loop
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Level design should always support the core mechanics

With goals & challenges = gameplay loop






Pacing & Flow

Pacing
 General order and rhythm of activities in your level

e Level of intensity



Beats and Variation

Rhytmic Stress

fast paced / slow paced?

Anticipation Example © Max Bredlau




Pacing & Flow

Gameplay Flow

o ,Autotelic” (internally enriching and enjoyable regardless of
external rewards)

* Neither over- nor under-challenging
e Complete involvement in the game plot
e sense of control & distortion of time

e Immersion

Csikszentmihalyi, Mihaly. (1990). Flow: The Psychology of Optimal Experience. Journal of Leisure Research,
24(1), 93-94



Pacing & Flow

Flow
channel

0
@
o)
-
Q
©
c
O

Boredom

(High) o
Skills

Schell, Jesse (2008): The' Art of Game Design. Elsevier. S. 121




Pacing & Flow

Flow
channel

Challenges

Tension vs. Relaxation

Boredom

Schell, Jesse (2008): The' Art of Game Design. Elsevier. S. 121



Pacing & Flow

| ]
Clear goals and Clear feedback
subgoals

Clear action Fit between

patterns challenge and skills

Rheinberg, F., & Engeser, S. (2018). Intrinsic Motivation and Flow. In J. Heckhausen & H. Heckhausen (Eds.),
Motivation and Action (pp. 579-622). Springer






Level Arc

Gameplay
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Level Dramaturgy



AKT3.. A
HOHEPUNKT (PERIPETIE)

Die Handlung erreicht ihren Hohepunkt (Klimax).

AKT 2 AKT 4

Steigende Handlung - mit erregendem Moment
(Katastase) Die Situation verscharft sich. M o M E N I

Fallende Handlung mit hinhaltenden Momenten.

Die Handlung verlangsamt sich, um in einer Phase der hochsten
Spannung auf die bevorstehende Katastrophe hinzuarbeiten.

AKT 1 AKT 5

EXPOSITION KATASTROPHE

: ] . Es kommt zur Katastrophe.
Die handelnden Personen werden eingefiihrt,

der dramatische Konflikt kiindigt sich an.

Wikipedia (2020): Regeldrama. https://de.wikipedia.org/wiki/Regeldrama (30.5.22)



>
(0)
-
-
i)
©
£
(0
-
a

5. Resolution

4. Peripeteia

ion

t

ising ac

3.R

1. Onboarding 2. Exposition

12. Ending

9. PRE FINAL
10. Intermezzo

6. BONUS

3. INTRO

Quest

2

1. Start

7. MID 2 (harder)

4. TryOut (easy)
5. MID 1 (moderate)

11. FINAL (hard)

8. Intermezzo

Kawaida's Journey images © Cultural Games UG (haftungsbeschrankt) , Tiled” Map Editor by Thorbjern Lindeijer



Tension

Pacing

11. FINAL (hard)

9. PRE FINAL (harder)

7. MID 2 (harder)

5. MID 1 (moderate)

4. TryOut (easy) 6. BONUS scene

3. INTRO new mech / topic

1. Start item & 2. Quest (no danger)

Level Progress

8. Intermezzo item

10. Intermezzo item

12. Auslauf & end dialogue
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Interesting challenges
e encounters with obstacles
e choices with meaningful consequences

* in relation to the world geometry or
story narrativ
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Watch me

design a level



https://www.youtube.com/watch?v=0FSssDWEFLc

FOALS - what am I trying to do, why, and how
Make a Half Life 2 level

Make something that anyone could make as a portfolio piece
Show textbook LD skills, like 3D layout design, gameplay ideas and implementation, scripting, light narrative and puzzles, etc etc

Short level (3 minutes? 5 at most?!)
THEME: Escape (the Combine)

ELEMENTS

Combine metropolice and soldiers etc
Headcrabs and zombies

Al civilians (rescue, fight alongside, heal the player, etc)
Explosive barrel

Combine forcefields

Vehicles (Car, hovercraft)

Combine helicopter?

Strider?

Alyx NPC

Gravity

Crossbow

Shotgun, SMG etc

GAMEPLAY BEATS

Sneakyness w/ nearby guards (watching, being quiet, finding clever routes, etc)
Starting with just a melee weapon

Gets a proper weapon (pistol, shotgun)
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Galuzin, A. (Nov 21, 2016). How:to Plan Level Designs and Game Environments in 11 Steps. World of Level Design


https://www.worldofleveldesign.com/categories/level_design_tutorials/how-to-plan-level-designs-game-environments-workflow.php

Level Outline
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Jump & plant core loop:

hoch hinaus, erreichbar durch planten,
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& Plant Tutor
->: help us,

K: 1 like Trees ad notes
-> plant 12 magic seeds

Level Outline, own presentation




