
Level Design Document



References & Moodboards



Police Station

https://app.milanote.com/1JlXHh10Z9JFbK



Hotel

https://app.milanote.com/1JlY3510Z9JFbZ



Town

https://app.milanote.com/1JlYCo10Z9JFcA



Hut (Forest)

https://app.milanote.com/1JlYg010Z9JFc9



Bunker

https://app.milanote.com/1JlYn410Z9JFcj



Forest

https://app.milanote.com/1JlYHQ10Z9JFcH



Concepts



Meta Map

https://app.milanote.com/1JlXq310Z9JFbd



Tension Overview



Mechanics Overview

Mechanics

Area
Town Forest

Police 
Station

Town 
(General) Hotel

Forest 
(General) Hut Bunker

Basic Movement Learning Practice Practice Master Master Master

Jumping Learning Learning Practice Master Master

Crouching Learning Practice Master

Interaction Ladder Learning Practice

Interaction Notes Tutorial

Interaction (door) lock Tutorial

Inventory Tutorial

Flashlight & Batteries Tutorial

Glowstick Tutorial

Night Vision Camera Tutorial



Police Station - Ground Floor

https://app.milanote.com/1JlXbh10Z9Iz0r



Police Station - First Floor

https://app.milanote.com/1JlXbh10Z9Iz0r



Town

https://app.milanote.com/1JlXbJ10Z9Iz0t



Hotel - Ground Floor

https://app.milanote.com/1JlXbq10Z9Iz0s



Hotel - First Floor

https://app.milanote.com/1JlXbq10Z9Iz0s



Forest - General Overview

https://app.milanote.com/1JlXc410Z9Iz0u



Forest - Effects and Content

https://app.milanote.com/1JlXc410Z9Iz0u



Forest - Height Map

https://app.milanote.com/1JlXc410Z9Iz0u



Hut - Ground floor

https://app.milanote.com/1JlXcF10Z9Iz0w



Hut - First floor

https://app.milanote.com/1JlXcF10Z9Iz0w



Bunker - Entrance

https://app.milanote.com/1JlXcb10Z9Iz0v



Bunker - Ground Floor

https://app.milanote.com/1JlXcb10Z9Iz0v



Bunker - Ground Floor

https://app.milanote.com/1JlXcb10Z9Iz0v



Color Coding (Blockouts)



Color Coding - Ground

Name: “WorldGridMaterial_Base”
Color: grey
Usage: 

● basic ground tiles
● floor tiles
● streets and forest floor



Color Coding - Building

Name: “WorldGridMaterial_White”
Color: white
Usage: 

● basic building tiles
● walls



Color Coding - Building

Name: “He_RampMaterial”
Color: white (without checker)
Usage: 

● special building tiles
● all kind of stairs



Color Coding - Objects

Name: “He_RampMaterial_Blue”
Color: blue (without checker)
Usage: 

● objects
● blocking objects
● room content



Color Coding - Interactables

Name: “WorldGridMaterial_Orange”
Color: orange
Usage: 

● interactables*
● items*

* if color changing is available; some assets need to be 
used with the final art version


