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What is Level Design?



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

Level Design

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

 Playtesting & iterations



• Level Design = Gameplay Design 
• Realization of your game idea in a playable scenario 
• Coherent and self-enclosed section in your game

Level Design



„Create interesting gameplay situations“

Gameplay Fun

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



Gameplay Loop

Level design should always support the core mechanics 
With goals & challenges = gameplay loop
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Run

Core 
Loop



Pacing & Flow



Pacing 
• General order and rhythm of activities in your level 
• Level of intensity

Pacing & Flow



Title

© Max Bredlau

fast paced / slow paced?



Gameplay Flow 
• „Autotelic“ (internally enriching and enjoyable regardless of 

external rewards) 
• Neither over- nor under-challenging 
• Complete involvement in the game plot 
• sense of control & distortion of time 
• Immersion

Pacing & Flow

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



Pacing & Flow

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



Pacing & Flow

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

Tension vs. Relaxation



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

Pacing & Flow

Fit between 
challenge and skills

Flow

Clear feedback
Clear goals and 

subgoals

Clear action 
patterns



Dramaturgy



Level Arc

Level Dramaturgy

Dramaturgy
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Gameplay



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



Kawaida’s Journey images © Cultural Games UG (haftungsbeschränkt) „Tiled“ Map Editor by Thorbjørn Lindeijer 

1. Onboarding 2. Exposition 3. Rising action 4. Peripeteia 5. Resolution

1. Start 2. Quest

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

10. Intermezzo
9. PRE FINAL

8. Intermezzo
7. MID 2 (harder)
6. BONUS

11. FINAL (hard)

12. Ending

Climax!

Dramaturgy



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

10. Intermezzo item

9. PRE FINAL (harder)

8. Intermezzo item

7. MID 2 (harder)

6. BONUS scene

5. MID 1 (moderate)

4. TryOut (easy)

3. INTRO new mech / topic

11. FINAL (hard)

12. Auslauf & end dialogue

Level Progress
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Dramaturgy

Pacing



Composition



Composition
Architecture / world geometry 
• support the gameplay mechanics 
• evoke interesting experiences (large spaces, narrow passages)



Interesting challenges 
• encounters with obstacles 
• choices with meaningful consequences 
• in relation to the world geometry or 

story narrativ

Composition



Let’s design



Text sheet method

Lee, Steve (21.06.2022). How I design levels in text first, and why (HL2 level Part 1). YouTube. https://
youtu.be/0FSssDWEFLc?si=p47nx9VyMP_bW9a6

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


Text sheet method

Lee, Steve (21.06.2022). How I design levels in text first, and why (HL2 level Part 1). YouTube. https://
youtu.be/0FSssDWEFLc?si=p47nx9VyMP_bW9a6

Write down all 
A) Elements 
B) Decisions / Challenges



Text sheet method

Write down 
-> What makes the first 2 min 
of gameplay catchy?



Bubble diagram

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, own presentation

Level Outline
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