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Ideation Overview: 
After careful consideration, I have decided my UEFN level will be a fixed camera, 
survival-action experience. Inspired by the gameplay-style of classic Resident Evil, my 
level will be designed around slow, but tense enemy encounters. Climaxing with an 
escape sequence, that leads to backtracking through previous areas. To ensure scope is 
small, the duration of the level from start-to-finish should last around 5 minutes. With 
these constraints and level design objectives outlined, now I can finalise my research 
into solid ideas. 

  

What’s the goal of your experience? 
The goal is to give players a tense survival-action experience. This should be achieved 
by having enemies be placed in tight spaces, with lots of health and are slow. 
Furthermore, giving players limited ammo, feeds directly into the survival aspect of the 
experience because players have to be more considerate with the resources they use 
when navigating the level. Finally with an escape sequence, this intensifies the action 
because players need to rush back though the level to escape before the timer ends.  

  

What is your mechanic focus? 
• Resource management 
• Fixed camera framing 
• Timer with scripted events 

 

What is your structure and flow like? 
The level follows a mixture of non-linear and linear design. While there will be multiple 
paths, they all lead to the same target location. Upon players activating the bomb, the 
level follows a linear structure because certain paths will be blocked off, for dramatic 
effect. Thus, creating a golden linear path for player to follow. In terms of level design 
flow, there will be an abundance of tight spaces and corridors. These types of spaces 
follow architectural design principles like leading lines to subtly guide the player 
forward.  

  



Core pillars: 

 
 

MoSCoW analysis: 

 

 

 

 



Level Design theory applications: 

 

 



Gameplay testing viability:  

 

 

Design layout review 1: 
 



 

 

 

Design layout review 2: 
 



 

 

By using square paper, I have been able to get a better sense of scale of the level. 
However, I think the middle area (4) and Lab corridors are too large. Plus I need to add a 
key to identify the most important elements of the level. 

Design layout review 3: 
 



 

Scale has been reduced in the middle area and lab corridor. Thus, theoretically 
achieving my level design goal of having tight spacing. The layout also contains a key, to 
break down some of the most important elements that persist within the level. Plus, a 
better breakdown of the beats/pacing of the level through the lens of enemy and item 
placement. 

  

Now I just need to digitise this layout and then I can move onto completing a blockout in 
UEFN editor. 

 



 

 

UEFN Mechanic led design & MDA: 
This week I applied Mechanic design principles onto my UEFN level and created an MDA 
diagram to visualise the interactions between the mechanics in the level.  

 

Mechanics in my UEFN level: 
• High impact shooting 

• Moderate locomotion 

• Key collectible 

High impact shooting and moderate locomotion are primary mechanics the player will 
use throughout the level. To some extent these mechanics resonate and interact with 
each other. If an enemy is moving towards the player, the player will likely shoot the 



enemy. Alternatively, if the player can move and shoot an enemy if they feel the enemy 
poses immediate danger to them. However, the interactions are fairly limited because it 
is unlikely for the player to shoot without the presence of an enemy. A secondary 
mechanic is obtaining a key collectible. Whie this mechanic doesn’t necessarily 
resonate and interact with the other primary mechanics. It serves as the main objective 
for players. Once they obtain this item, it sets off the final sequence of events. 

  

These mechanics are not multiplicative in nature because there are conditions that 
likely need to be met (e.g. an enemy appears) before they interact with each other. Plus 
to some extent the player may be disadvantaged for utilising both primary mechanics 
because aiming may be reduced whilst moving. 

  

Adhering to gameplay conventions: 
  

Adhering to locomotion: The player has slow movement, to heighten suspense and 
threat of enemies. The level's spacing would adhere to this slower walking speed by 
using tight spacing, to ensure players are still enticed. For example, in the level there is 
a section with bookshelves in a corridor that has tight spacing. This immediately adds 
suspense to the gameplay experience because players feel trapped.        

  

Adhering to shooting- Gameplay has adhered to shooting by making enemies have 
high HP values and low ammo counts. This results in shooting being more tense and 
impactful gameplay experience. 



 

 

Level Layout Structure: 

 

 



 

 

Does it fit and encourage the style of gameplay you are aiming to achieve? 

This level structure compliments the fixed camera survival action gameplay well. It uses 
corridors, to make the player feel claustrophobic, whilst also guiding them forward. 
Thanks to its parallel level structure, the level affords multiple paths, creating a more 
engaging space for the player to navigate.   

 

Agency and experience: 
 

Does your level encourage player agency? 

My level encourages player agency through its varied corridor layouts. For example, 
when players start, they are presented with multiple paths. Cleverly tricking the player 
into thinking they have agency over how they navigate the level. However, the level is 
designed to guide the player to a target location, no matter which path they take. 
Furthermore, though the use of tight corridors, results in the player slowing down 
because there is less space to navigate through. Players may be more alert because the 
threat of an enemy is heightened. Since there is physically less space to run away from 
an enemy or give the player more time to attack. 



  

Do you encourage or discourage certain behaviours through the structure or 
placement of content itself? 

Whilst the level does contain a linear objective, the non-linear paths the player can take, 
does encourage certain behaviours like exploration. Including collecting ammo or 
finding a new weapon. With enemy placement serving as structural breadcrumbs, to 
subtly guide the player towards the intended path 

 


