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Form
Question . Follows Fun

Choose the S Design spaces so
correct questions & . 4h, W that players may
to ask, and let th a S ys intuit

answers inform to find the
the solutions t S s of fun.
the task at hand.

DESIGN ETHEA




Tell stories, hold emotions,
inform, and inspire via
environmental storytelling.
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DESIGN GOALS

Support game mechanics
with interactive puzzles to
(}9 promote player engagement.
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DESIGN PILLARS
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Multiple entries to provide players
with many approaches, ensuring
accessiblility and traversability.

Hub & spokes level structure,
allowing the player to intuit points
of interest and get there fast.
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Q)|®  water-focused features throughout
? 0O ? the hub, partitioning districts and

@D% reinforcing the theme.

EpCSe

O Consistent mood and asset
language, allowing players to
O/ assess their location immediateluy.




CONTEXT
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What is
the goal?

A central hub that
serves as the first
large settlement
iNntroduced to the
olayer after the
tutorial, complete
with shops, NPCs,
facilities, and a
stage for a future

ooss fight.
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What tools
are used?

Maya
Unreal Engine 4
[llustrator
Various assets
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What are
must-haves?

L i 4 Captain’s Quarters
Events Plaza
Tavern
Workshop
Market
3x Entrances
Waterfront (Boss)
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Dictate concrete PLAYER HEIGHT <2M
measurement g [LAYER JUMP  2SM
standards for | HAaLF Cover M
core tfacets of FulLl COVER M

gameplay. Doorway e X 3IM _
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Scale
ENGCAGEMENT DISTANCES

N SMALL ScALE <I|OM
Decide size ana ~ | MID RANGE <SOM

feel of a space | LowNe RANGE >0
Nn relation 1o

|
the gameplay.

NORMAL SIZE ROOM SEMETERS

HEIGHTS )M M
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COMBAT

Current Co

o, Level
VeV EpEEIC DU S




13v4(d

1N0XJ0 14




BLOCKOU [
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Current Context -

M Level
Vern_Map_Encounters
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BREAK RECTILINEAR

BLOCKOU [

Current Context -
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this does
not mean the level

s finished.

implement the
level into the

Document and
game;
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hting &

Art Pass

Lig

polish and refine
polayer progression
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Scripting

implement basic
interactions to

Define and
playtesting.
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