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Career Objective
● Long Term Goal: Secure a Level Designer position at a AAA game company



Application Rejections



Upon Reflection...

Missing Design & 
Technical Skills

Lacking Portfolio of 
Level Design Work



Course Objective
● Long Term Goal: Secure a Level Designer position at a AAA game company

● Short Term Goal: Learn and practice level design skills by creating 
portfolio-piece game levels based on existing AAA franchises.



Job Requirements
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Job Requirements
1) Plan and model simplified geometry environmental layouts.

= Ability to create evocative shapes, eye for art composition.

= Knowledge of 3D packages and level editors, such as Maya, 3dsMax.

2) Script basic gameplay mechanics and trigger events.

= Knowledge of simple programming concepts and scripting languages (C#).

3) Perform level play-testing, reviews, and iteration.

= Ability to document bug lists, and implement design changes to the level.



Course Syllabus
To explore, practice, and develop a vertical slice of the level design processes, 
focusing on the design patterns and conventions of AAA action adventure titles.

Course Content:

1) Level Brief & Research
2) Blockmesh
3) Gameplay Mechanics & Metrics
4) Scripted Events
5) Playtests & Iteration



The Last of Us
Pittsburgh Incline



Pittsburgh Incline: Level Brief



Pittsburgh Incline: Google Maps



Pittsburgh Incline: Level Sketch



Pittsburgh Incline: Blockmesh



Pittsburgh Incline: Fiction vs. Real



Pittsburgh Incline: Video

http://www.youtube.com/watch?v=UjjAqREvuAc


The Last of Us
Combat Spaces



Yacht Dockyards: Reference Images



Yacht Dockyards: Level Sketch



Hotel Atrium: Reference Images



Hotel Atrium: Level Sketch



Hotel Atrium: Video

http://www.youtube.com/watch?v=KFEWCiGos-g


Rise of the Tomb Raider
Salt Mine



Salt Mine: Reference Images



Salt Mine: Level Timeline



Salt Mine: Act 1 (Mine Camp)



Salt Mine: Act 2 (Storage Chamber)



Salt Mine: Act 3 (Kinga’s Chapel)



Nave: Blockmesh Pass



Nave: Refining Pass



Nave: Gameplay & Lighting Pass



Main Chapel: Blockmesh Pass



Main Chapel: Refining Pass



Main Chapel: Gameplay & Lighting Pass



Act 3: Video

http://www.youtube.com/watch?v=Tgq7snFgiYo


7 Key Learnings
1) Borrow existing systems from the Asset store !
2) Borrow design patterns and conventions from existing franchises !
3) Invest in making planning materials (Level brief, sketches, timeline, etc.) !
4) Be cautious about scope! A simple level can become an entire city map !
5) Be articulate and freeform with level geometry !
6) Level design has multiple levels of passes itself !
7) Use level editors with built-in scripting features and assets !



Update: Application Status



Useful Level Design Resources
- ONLINE COURSES
- Level Design for Games by Emilia Schatz (https://www.cgmasteracademy.com/courses/46-level-design-for-games)

- BOOKS
- An Architectural Approach to Level Design by Christopher Totten 

(https://www.amazon.com/Architectural-Approach-Level-Design/dp/1466585412/ref=sr_1_1?ie=UTF8&qid=1543968440&sr=8-1&keywords=
architectural+approach+to+level+design+christopher+totten

- Preproduction Blueprint: How to Plan Game Environments and Level Designs by Alex Galuzin 
(https://www.amazon.com/Preproduction-Blueprint-Environments-Level-Designs-ebook/dp/B01N8PKSMM/ref=sr_1_1?ie=UTF8&qid=15439
68447&sr=8-1&keywords=preproduction+blueprint

- BLOGS, ARTICLES, TALKS
- World of Level Design Articles (https://www.worldofleveldesign.com/categories/cat-level-design.php)
- GDC Vault Talks (https://www.gdcvault.com/)
- Gamasutra Blogs (http://www.gamasutra.com/blogs/)
- Mapcore Articles (https://www.mapcore.org/articles/)
- Steam Workshop Community Maps (https://steamcommunity.com/workshop/)

https://www.cgmasteracademy.com/courses/46-level-design-for-games
https://www.amazon.com/Architectural-Approach-Level-Design/dp/1466585412/ref=sr_1_1?ie=UTF8&qid=1543968440&sr=8-1&keywords=architectural+approach+to+level+design+christopher+totten
https://www.amazon.com/Architectural-Approach-Level-Design/dp/1466585412/ref=sr_1_1?ie=UTF8&qid=1543968440&sr=8-1&keywords=architectural+approach+to+level+design+christopher+totten
https://www.amazon.com/Preproduction-Blueprint-Environments-Level-Designs-ebook/dp/B01N8PKSMM/ref=sr_1_1?ie=UTF8&qid=1543968447&sr=8-1&keywords=preproduction+blueprint
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https://steamcommunity.com/workshop/


Any Questions?
Howard’s Vault of Game and Level Design:

https://docs.google.com/spreadsheets/d/16-vCB0vDKIBEjc2z6S3t__v69c_cF05BSulCYcv0bhY/edit?usp=sharing

https://docs.google.com/spreadsheets/d/16-vCB0vDKIBEjc2z6S3t__v69c_cF05BSulCYcv0bhY/edit?usp=sharing


Hotel Atrium: Blockmesh



Last of Us: Pittsburgh Incline



Last of Us: Pittsburgh Incline



Last of Us: Pittsburgh Incline



Last of Us: Pittsburgh Incline



Last of Us: Speed Combat Level Design



Last of Us: Speed Combat Level Design

http://www.youtube.com/watch?v=_8YeQsqznp4


Salt Mine: Act 4



Portal 2: Community Maps



Portal 2: Community Maps

http://www.youtube.com/watch?v=XwwGgdO1_xY


Portal 2: Community Maps



Portal 2: Community Maps


