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Level Design



Level?

• Depends on your perspective[1]

– an environment or location where game play 
occurs

– to break up physical space based on a specific 
gameplay experience

– a unit of counting the player’s progression

– the rank of a player



Level?



Maybe Another Name?

• Levels could be:

– Rounds

– Waves

– Stages

– Acts/ chapters

– Maps 

– Worlds



Waves, worlds, acts, stages, etc.



Why Level?

• Dungeons and Dragons

– Levels (floors) in a dungeon

• Early on, players referred to levels as worlds 
(Fire world, Ice world, Underground world, 
etc.)



Xanathar’s Guild Hideout [2]



Starting a Level

• Know the context of your game

– Levels should support your telling of the story

– Levels live in your game world

• Choose a theme for your level

– As in space, dungeon, fire, etc.

• Choose a place for your level

– A top down map of the game helps



Starting a Level

• Choose a good name

– Names should set the mood and expectations

• Choose a goal

– escape or survive, explore, educate, moral, etc. [1]

• Choose the layout 

– Linear –built to help players reach the goal

– Open space – encourages exploration



Create a Map

• All good levels need a map
– Top down or side on

• Map contents
– Player starting position

– Enemy positions

– Doors

– Traps and puzzles

– Landmarks

– Treasure and power ups



Make It Interesting!

• Alternate means of travel/ skills used

– Walking is not a game [1]

• Add side passages and secrets

– Every path should be rewarding in some way



But Not Confusing!

• Multiple paths lead to decisions

– Breadcrumbs guide the player to the goal

– Landmarks for navigation

• Choice is usually stressful



Pacing

• Alternate the type of encounters

– Big moments and smaller ones

• Also, you can alternate by means of player 
emotion



Case Study 1 – Action Games

• Super Mario Bros. (1985, NES), World 1-1

– How to do a tutorial level without tutorial 
behavior



Case Study 1



Case Study 2 – RPGs

• Each room is an encounter

– Combat component

– Narrative component

– Puzzle component

– Reward component

• Good rooms should have at least 3 of the 4 (to 
some extent)

• Getting to the level is important



The Delian Tomb, Matthew Colville



Welcome to Summoner’s Rift!



Welcome to Summoner’s Rift!
(2014)



Welcome to Summoner’s Rift!
(2024)



Case Study 3 - MOBA

• LoL – Summoner’s Rift

– 2 teams

– 5 heroes per team

– 3 lanes

• 3 towers on each lane

– Jungle camps

– Player roles derived from map design

– 3 (or 4, or 2) epic monsters in the river



Welcome to the Twisted Treeline!



Welcome to the Twisted Treeline!



Twisted Treeline

• LoL – Twisted Treeline
– 2 teams
– 3 heroes per team
– 2 lanes

• 3 turrets per lane 

– 2 altars located on both sides of the jungle (extra 
speed and health regen)

– Ghost Relic, (health pick-up) in the center of the 
battlefield

– Jungle camps
– 1 epic monster on the top of the top lane - Vilemaw.



Welcome to Summoner’s Rift!
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