Level Concept – Level 3: Graduation Ceremony
1 Change Log
1/18/2013 – Created document (MG)
3/9/2013   – Updated the navigation formatting (MG)
4/25/2013 _ Made changes to: (2.3)(2.4)(2.5) 
2 Location

2.1 Geographic Location

· Indoors
2.2 Time of Day

· Night
2.3 Current Weather

· Clear with slight cloud cover
2.4 Architecture or Terrain Style

· Large arena, mostly open space with bright lights
· Large plaza littered with oil refinery debris
· Maybe have a balcony around the edge of the level

· Used for “Students” to watch the epic final battle
2.5 Visual Reference
2.5.1 Arena Entrance
[image: image1.emf]
(Player looking up to the night sky prior to activating elevator switch)
2.5.2 The Plaza

[image: image2.emf]
(Player peering off into the distance, marveling at the size of the arena)

2.5.3 The Robot

[image: image3.emf]
(A big effin' robot)
3 Player

This section describes information about the player in the level:
3.1 Player Start Location

· Entrance to the Dean's arena
3.2 Player Inventory

· Assault Rifle
3.3 Briefing/Starting Information

· Player starts in a tunnel
· Player must activate a switch to be lifted into the arena via elevator
· Player must navigate to the top of the robot's head
3.4 Reasons For Being There

· Take down the Dean and earn your degree!
4 Objectives

This section contains the vital information about that the player needs to do to win the mission or finish the level successfully.
4.1 Main/Primary Objectives

· Defeat the Dean
4.2 Secondary Objectives

· Get on top of the giant robot the Dean is riding to defeat him
5 Challenge Highlights

What are the key challenges and encounters that will happen in the level?
5.1 Combat Encounters
· The Dean tactically avoids the player and chases
5.2 Stealth Encounters
5.3 Puzzles
· Player must traverse a series of elevators to reach the top of the robot
5.5 Boss Battles

· The level is centered around the player’s battle with the Dean.
· As the Dean loses health, his AI will change
6 Wow Factor 

What are the memorable moments (not represented in the section above) that will stick with the player?

The Dean is riding around on a giant robot that moves around the arena. It is like having a boss battle on top of one of the colossi from Shadow of the Colossus (2005).
7 Map Description

This section allows you to verbally describe key areas of the level, explain complicated sections and generally provide other team members with an vision of the environment.
8 Assets and Requirements

List here anything that you know the level will require in terms of external assets

8.1 Models

· General blocks to piece together to make the giant robot
· Rails to keep the player from falling off the robot once the player reaches the Dean standing on top of the robot

· Cover pieces for center of arena
8.2 Textures

· Textures to cover the meshes
8.3 Sounds
· Background music
8.4 Lighting

· Neon Lighting to illuminate a dark arena
8.5 Effects

Sketches and Additional Reference

