"Level Design is Where the Rubber Hits the Road."

by Jay Wilbur (id Software, Epic):


The LD binds everyone else’s hard work into a cohesive package, using resources created by artists and programmers or asking them to create custom work, deciding where and when to place hostile AI and other interactive elements which often are still under development. But a Level Designer is not just an "architecture monkey" or a guy who throws "cool stuff" around. The LD needs the ability to judge what is fun, what gameplay elements work or fail to motivate players and are also cohesive with the rest of the game.


Good level design strives to bring out the best gameplay, provide an immersive experience  with art and sound, and sometimes advance a storyline. General Factors:

· Consider how the level can build off the specific game setting. What level elements are implied by a game in a forest, underwater, or in a shopping mall?

· Lay out the larger map design (hills, rooms, tunnels for players and enemies to move around) before focusing on any one room. For non-linear games, consider creating multiple entrances/exits for every room/space.
· Specify certain regions where specific activities or behaviors occur (resource harvesting, base building, traps and aletrnate-interaction spaces such as water, etc) 

· Specify other entities in the map (monster spawn points, stairs, ammo and health, weapons) and design the path that non-player characters take as they walk around.

· Specify which part of levels move, locations of doors, keys/buttons and associated locked doors, teleporters, and hidden passageways.
· Specify the start and exit locations for one or more players.
· Add realism and rich detail by filling in with details such as level-specific graphic textures, sounds, animation, lighting and music.
In a First Person Shooter, the "best gameplay" typically demands a balanced level 

1. Use Corridors and Nodes to control player movement, but be sure to avoid very narrow, straight and long corridors in a FPS, which make kills too easy/one-sided.
2. Have resources evenly placed around entire level, typically in nodes. Make more powerful resources both harder to reach and findable from many areas of the map.
3. Consider how to balance resources available near each spawn point, so that no spawn point has a game-unbalancing advantage.
4. Provide multiple opportunities for cover in wide open areas.
Other Considerations:

Pacing: Constant scares dull the senses. Players need places they can rest and take stock.
Risk Incentive: Inspire player decisions by making good things risky to achieve/acquire.
Revisiting: Create chances to see the same area from multiple angles: above, below, etc.
Supply/Demand: The gamer should be concerned about ammo/health, but not deprived.
Scene Composition: Your level is a work of art. Every area should interest the eye. Experiment with juxtaposing varied, contrasting elements to create pleasing visuals.
Controlled Freedom: if players have total freedom to go anywhere and do anything then they will soon get lost and frustrated. For more fun, consider some amount of linearity, giving the illusion of multiple paths one has the freedom to choose.
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