Level Concept – Level 1 – The « Final » Encounter
1 Notes

1/18/2013 – Created document (MG)
3/9/2013 – Added level diagram (MG)
2 Location

Use this section to outline where the level will take place, for example: 

2.1 Geographic Location

· Dean’s office atop a cliff
2.2 Time of Day

· Night
2.3 Current Weather

· Clear skies outside
 2.4 Architecture or Terrain Style

· Medium-sized indoor arena
· High ceiling

· Windows let natural light in, and show the time of day

2.5 Visual Reference

3 Player

This section describes information about the player in the level:

3.1 Player Start Location

· In the middle of the arena, in front of the Dean’s desk
3.2 Player Inventory

· Assault Rifle
· Shotgun
3.3 Briefing/Starting Information

· Player is told they have arrived at the Dean’s office to demand their degree.
· A cutscene will show the Dean refusing (through text, not speech) then jumping on board his little train the circles the room
3.4 Reasons For Being There

· The player wants their 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

· Attempt to defeat the Dean
4.2 Secondary Objectives

4.3 Bonus Objectives

4.4 Hidden Objectives

5 Challenge Highlights

What are the key challenges and encounters that will happen in the level?

5.1 Combat Encounters

5.2 Stealth Encounters

5.3 Puzzles

5.4 Conversations

5.5 Boss Battles

· One on one battle with the Dean

6 Wow Factor 

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

6.1 Dean’s eccentric train
· The player will fight the Dean, who travels around the level on top of his tiny train engine. 
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.

Essentially the level is a medium-sized arena. Think of it as the throne room of a castle, only instead of a throne the center of the room has the Dean’s desk, and the art style is Cyberpunk. The ceiling is high, playing into the sense of scale theme the game has. The rear half of the level will have thin windows (player cannot fit out them) along with one large window. The perimeter of the room has a track for the Dean’s little train to traverse. It is a closed environment and the player cannot escape.

The Dean will be mounted to the top of his train. The Dean will constantly face the player has he travels around the room (done with Kismet). After the Dean loses 50% of his health, a cutscene will trigger showing him escaping out the large window at the rear of the level. Another cutscene will trigger showing the player following the Dean out the window, and the player will be transported to level two. 
8 Assets and Requirements

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

8.1 Models
· Train (get from BlendSwap)

· Tracks (get from BlendSwap, or create)

· Windows

· Desk

· Carpet
8.2 Textures

· Floor
· Walls
· Carpet
8.3 Sounds
· Yuugo Kanno

8.4 Lighting

· Attach spotlight to front of train
· Neon lights to help illuminate the room

· General day light that will creep in through the windows
8.5 Effects

Sketches and Additional Reference
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