Design Goal-Oriented

Motivation

This work began in the hopes of creating a
process to enable designers to build better
levels that combine a game’s mechanics and
narrative smoothly.

After designing and building multiple levels
without a formal process, it became clear
that there must be a better way to construct
the framework of a level before building
begins.

We decided the best plan was to generate our
own process and attempt to formalize as much
of it as possible.

Background

We have used Cardboard Semiotics in the
past to design and build levels. This area of
research was familiar to us, but we wondered
how we could expand on it to better formalize
some parts of the process.

We looked into some way of formalizing specific
situations or actions in script-writing or design.
We found the 36 Dramatic Situations by George
Polti. We hoped to create a similar list for
Gameplay Situations.

After exploring the use of Cardboard Semiotics
for Level Design, we discovered that pace
would be a very important part of a level's
construction.

Goals

Our main goal with this work was to combine a level's gameplay and narrative

design in one document that was easy to read and retains enough information to be
useful. With this document we wanted it to enable very rapid overarching level
design that is easily reconfigurable. From that overarching design, the initial sketch
of a level becomes very easy to conceptualize.

Level Design

Results

One of the most significant tools that
we generated as a part of this process
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Is the Pace Digraph. What this graph
llustrates is a series of nodes that will
compose a level of a game. Each

logical node is one chunk of a level
where something of significance
can happen. Each one of these nodes

can be illustrated by using our
Gameplay Situations construct.
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The Gameplay Situations that we have
derived are Traversal and Defense.

A traversal node Is a situation in which
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Goal

the player’'s objective is to move either
their avatar or some controlled asset
from one point in the game’s space to
another.

A defense node is any time that a player has to use
game mechanics in order to defend themselves. This
can include traditional combat, or more abstractly,
careful positioning on a game board in a game like
chess.
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Another strong utility that we created from this process is the rapid
sketch prototype of a level. By using the node-based structure of the
pace digraph, we can break the level down into logical sections based
around each node. For a theoretical survival horror game this process
works very well when we make each node into its own room.

We can see on the sketch that the reconfigurable set of nodes has
allowed us to very rapidly draft a design of a whole level without
having to agonize over the juxtaposition of gameplay elements in the
environment. This process also streamlines the introduction of
narrative and environmental storytelling events by including them as
data in the nodes on the digraph.

By combining all of these formalized design processes into one set of
documents we have effectively made a rapid, effective way to design
a level for a game.

as a foundation for a more formalized and explicit process. The work we

have done stands well on its own, but there are many areas it can be expanded. By fleshing
out the Gameplay Situations, designers will have a tool box of proven ways to engage
players. A key area that can be easily expanded upon is the pace digraph. If it were

game-long scope rather than just a single level, we could to see more value.



