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A level design project based on the “RIFTS”
IP, creating a third-person stealth adventure

level about escaping a mist-filled landscape
and its supernatural threats.



Player Experience Goals
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{* Following Stories™
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Mist Mechanics
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Mist Transparency Issue







Overview

Environment




Overview

Enemy

Goal Oriented
Action Planning

Environment



Goal Oriented Action Planning

- World State -

Current world state:

Player alive
Player visible

X Player far from me




Goal Oriented Action Planning

- Goal -

Goal: turn world state

Player alive
|

X Player dead




Goal Oriented Action Planning

- Action -

Action: Attack player

Aequirement: Player close to me

Outcome: x Player dead




Goal Oriented Action Planning
- Action -

Action: Chase player

Requirement: Player visible
Outcome: Player close to me

Action: Attack player

Requirement: Player close to me
Outcome: x Player dead




Goal Oriented Action Planning

- Plan -

Action: Chase player

Action: Attack player




Goal Oriented Action Planning

Action: Attack player




Goal Oriented Action Planning




Goal Oriented Action Planning

- Plan -

Action: Remove mist

Action: Attack player

Elite Enemy




Goal Oriented Action Planning

- Plan -

Action: Remove mist

Action: Chase player

Action: Attack player
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Shadow Guard

Perceptual Instability

Art - Enemies

Stone Lantern
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Ontological Erosion

The Forgotten Arbiter

Hierarchical Collapse



: | Art - Player




TR Art - Player




Art - Player

Posture & Silhouette



Art - Player

Scale & Proportion



Art - Player

Position
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Art - Environment
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Playtest Feedbacks




Playtest Feedbacks

@ Third-person (Far away)

@ Third-person (Close-up)
Third-person (Over-the-shoulder)

@ First-person

@ Not sure




Playtest Feedbacks

FMOD Studio Debug
CPU: dsp = 0.1%, studio = 0.1%
MEMORY: cur = 7MB, max = 7MB

CHANNELS: real = 0, total = 0
VOLUME: RMS = -80.00db




Timeline

Materials
researched

Ideas pitched
and decided

Level design
drafted

1/4s

Production
design drafted

Map design
drafted

Playtest night

Production
design
finished

Design
questions
drafted




Timeline

Week 10

Gray box FEWES First half of
prototype for the level
the first half Map design polished
of the level revised for

first half of Grey box

Design the level prototype for
document the latter half
drafted of the level



Timeline

Week 10

Halves First half of Softs

the level
Map design polished Entire level
revised for polished and
first half of Grey box ready

the level prototype for
the latter half
of the level



Our Goal:

Create a third-person stealth adventure
level based on the “RIFTS” IP, where
\ player tries to escape from a mist-filled

5 landscape and its supernatural threats.
\

Player Experience Goals:
Questweavers , V- =P
ystery
* Tension
* Mastery
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