
INFR 1335 – 7

Level Design & Personas



Weekly Learning Journal

o Reflective learning journal

o One dated entry per week (10 total)

o Not just a list of “we did this and we did that”

o Write about

• Key activities

• What worked well and what didn’t, why?

• What you have learned by doing it

• What you would do differently next time

o Marks will be allocated to evidence of active critical engagement not the 
“correctness” or quantity of the notes

o Can be written in your blog, but submit as one PDF file 
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Questions?
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Agenda 4

o Level Design

• Constraints

• Brainstorming & Structure

• Bubble Diagrams

• Rough Maps

• Polish

o Persona



Level Design 5

This will make 
sense later…

Constraints
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Understanding 

Constraints

Adapted from: http://gamedevelopment.tutsplus.com/tutorials/a-
beginners-guide-to-designing-video-game-levels--cms-25662

http://gamedevelopment.tutsplus.com/tutorials/a-beginners-guide-to-designing-video-game-levels--cms-25662


General Constraints

o How long should this level be?
o Are we trying to show off any new tech, art, audio, or 

similar?
o How much time do I have to design it? 
o If someone is paying for this game, what are their 

requirements?
o What Platform is it on? 
o Where does this level fit into the level progression? 
o Who is the audience?

7



Most Critical Constraints

o What is required by the level's story, theme, 
and plot?

o What are my set-pieces?

o What metrics am I constrained by?

o What does the game's "Macro design" require 
from this level?
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Most Critical Constraints

o What is required by the level's story, theme, 
and plot?

• The goal of the example level is to rescue a VIP 
who is trapped in a military facility, then leave the 
area in a helicopter.
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Most Critical Constraints

o What are my set-pieces?

• Dark hallways and stairwells show our lighting off to 
good effect. Employ surprise to prompt weapon 
firing, which will cast cool shadows.

• Fight a huge monster in a destroyed barracks near 
the middle.

• A Control Tower where the VIP is located.
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Most Critical Constraints

o What metrics am I constrained by?

• Each area that you design needs to take into 
account things like the player's movement speed, 
the size of the player, the size of the monsters, jump 
heights, and so on.

• Each of these informs how large your corridors and 
spaces need to be, and what heights and lengths 
are available to be used as jumps.
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Most Critical Constraints

o What does the game's "Macro design" 
require from this level?

• https://www.youtube.com/watch?v=QOAW9ioWA
vE – Mark Cerny @ DICE 2002 on Marco Designs
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https://www.youtube.com/watch?v=QOAW9ioWAvE


Most Critical Constraints

o UBISOFT SCOPE POSTERS
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Most Critical Constraints

o What does the game's "Macro design" require from this level?
• First: this is a simple first-person combat game. No puzzles, and simple 

combat with four enemy types:
• Ranged: An enemy that stands still and shoots at the player.
• Melee: An enemy that runs up close and attacks the player with a weapon.
• Swarmer: A small, close-range enemy with a single hit point. Good in swarms.
• Heavy: A large enemy that stands still, takes lots of hits to kill, does lots of 

damage, and has both a ranged attack and a melee attack.

• Second: once the player has rescued the VIP, there needs to be a 
shortcut back to the start of the level, so the player doesn't have to re-
traverse the whole thing.

• Third: the VIP is located in the final combat room. She is being held 
prisoner by elite soldiers.
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Brainstorming & 

Structure

Adapted from: http://www.chaoticstupid.com/trinity-7-ramps-
part-2/

http://www.chaoticstupid.com/trinity-7-ramps-part-2/


Coming up with ideas

o We want a lot of interiors, so I decide this will be an underground 
base.

o Helicopters get into the base via a long vertical shaft, so I'll start 
the level at the bottom of one of these.

o The bad guys wrecked the place coming in, so the place is torn up. 
Several of the areas should be wrecked.

o I want to do combats with enemies at differing heights, so I want 
to have at least one really long stairwell fight sequence. 

o This is not a real level design, so I'm going to make it absolutely 
linear so my examples in the article are as clear as possible.

o And so on...
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Narrow it down to areas

o Break work down into manageable chunks

• Areas

• Arbitrary size, shape, location
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Create Archetypes

A. Swarmer (Small, dies in a 
single hit, best in large 
groups)

B. Ranged Enemy (Stands 
in one place and shoots 
at you)

C. Terrain Gaps (You can fall 
in and enemies can 
shoot over it)
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Use Archetypes 19

Area 2: A | B | AB | REST | C | AC | BC | REST | ABC

Area 1:



Use Archetypes 20



Use Archetypes 21

http://www.chaoticstupid.com/the-rule-of-seven/

http://www.chaoticstupid.com/the-rule-of-seven/


Back to our example

1. Helicopter Landing Pad: Start of level; safe—no enemies.
2. Computer Room: One combat encounter with two Ranged enemies; the path 

behind you closes off somehow (one way).
3. Tight Corridors: Four combat encounters; introduce the Melee and Swarmer 

enemies.
4. Destroyed Barracks: One combat encounter; introduce the Heavy Enemy; tight 

quarters.
5. Barracks 2: The path behind you closes off somehow; one encounter with 

Melee, Ranged, and Heavy enemies.
6. Corridors 2: One encounter with Melee and Ranged enemies.
7. Large Stairwell: Vertical fight against enemies; three encounters using all four 

enemy types.
8. Damaged Control Tower Room: One encounter with two Heavies and some 

Swarmers as a final fight; we need a one-way exit back to the start; the VIP itself 
is located between this room and the shortcut to the start.
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Bubble Diagrams 

& Rough Maps

Adapted from: http://www.chaoticstupid.com/trinity-8-
paths/

http://www.chaoticstupid.com/trinity-8-paths/


Common Path Types 24



Linear

o Linear Paths are one 
contiguous series of 
Ramps and areas 
(perhaps with small 
offshoots for non-
Critical Path bonuses). 
One Ramp leads to 
another until the level is 
done.
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Ratchet and Clank: Going Commando, The 
Flying Lab on planet Aranos



Forked

o Two or more Linear Paths joined 
by a “hub” area.

o The player starts at the orange 
star and has a choice of two Paths 
to go down (A and B). Each loops 
back to the start hub when it is 
done, and each one is linear.

o Path C is grafted onto the end of 
Path B, and when you finish it you 
can shortcut back to the hub area.
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Ratchet and Clank: Going Commando



Spiderwebs

o In the Deus Ex franchise, for example, there are often 
three or more ways to solve a problem:

o Combat
• You versus enemies

o Stealth/Hacking
• Avoid and find shortcuts

o Special ability (super-jump, punch through walls, etc)
• The player has many context-sensitive abilities such as 

punching through walls. Often problems will allow the use of 
one of these abilities as a solution.
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Back to our example

1. Helicopter Landing Pad
2. Computer Room
3. Tight Corridors
4. Destroyed Barracks
5. Barracks 2
6. Corridors 2
7. Large Stairwell
8. Damaged Control Tower 

Room
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Flesh out each bubble 29

3:



Flesh out each bubble

1. Player comes south and fights 3 Swarmers. After player 
rounds the corner, four more Swarmers run out from an 
alcove.

2. After rounding the second corner, the player is face-to-face 
with a Melee enemy. This enemy will need to close distance 
before attacking, so having it around the corner isn't cheap.

3. Rounding the third corner, the player fights a horde of 
Swarmers, along with a single Melee enemy that runs from 
behind cover to attack. The Swarmers come from inside the 
alcove close to the player, and from around the next corner.

4. The player passes the fourth corner and turns the fifth 
corner to be confronted by three Ranged enemies, each 
using the wall as cover, while five Swarmers run at the 
player.

5. Rounding the last corner, the player proceeds to the area in 
Bubble 4.
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Polish



Connect Areas Together 32



Polish

o Ramp intensity up

• http://www.chaoticstupid.com/trinity-6-intensity-
ramps/

o Modify and combine enemy types

• http://www.chaoticstupid.com/trinity-5-setups/
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http://www.chaoticstupid.com/trinity-6-intensity-ramps/
http://www.chaoticstupid.com/trinity-5-setups/


Questions?
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Personas



What is?

o A persona is 
depicted as a 
specific person but 
is not a real 
individual; rather, 
it is synthesized 
from observations 
of many people
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What does it look like? 37



How do you use it? 38



Do they work? 39

An excerpt from Frank Long’s study of the effectiveness of personas. Designs 

created by students who used personas and scenarios (pink and blue) scored 

higher than the designs of those who used neither (gray) in a type of usability 

test called a heuristic analysis



Questions?
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https://tinyurl.com/1335LAB7
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https://tinyurl.com/1335LAB7


Things you should be doing

o News
• http://www.gamesindustry.biz/
• http://www.gamasutra.com/
• http://www.theesa.com/facts/pdfs/ESA_EF_2014.pdf

o Portfolio
• http://www.wix.com/
• https://about.me/

o Designing, Drawing, Developing… and communicating it
• https://wordpress.com/
• http://www.deviantart.com/
• https://github.com/

http://www.gamesindustry.biz/
http://www.gamasutra.com/
http://www.theesa.com/facts/pdfs/ESA_EF_2014.pdf
http://www.wix.com/
https://about.me/
https://wordpress.com/
http://www.deviantart.com/
https://github.com/

