


Who Am I?

-

Creative Director at Freesphere Entertainment Ltd an independent studio based in
Warrington.

10 years plus video game industry experience.
4 years working in the written press for Inside Mac Games & Mac Gamer HQ.
7 plus years as a designer on 6 released titles.

Started working on Necropolis Suite in March 2021 and have since grown the products
visibility and the team to support it.

WAGaomes host, The Level Design Lobby contributor & speaker in education.
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Import a scaled correctly test
character in the editor.

Use this a point of reference for
scaling your world and its content
correctly.

Learn to work in METERS.

EREGH
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Showing landmarks can be used as
foreshadowing for an
objective/quest.

These are usually locations in your
world that stand out visually.

Can help orientate the player in the
world.

Froming is important when showing
a landmark as you can hint to the
path.
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BROADCASTING ALARM
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The use of symmetryis a
great tool to help the
player understond a space
very easily by making it
quick to read.

Can be used to draw
attention to a goal.

Using too much symmetry
can get the player(s) lost -
mazes!




Signage placed
throughout your game
world is a great way to
quide a player to their
objective.

Using real world signage
Is a good way to
communicate with the
player.
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We don't always have to tell
the player what is going on
in the world. We can use
environmental storytelling
to do this for us.

Can be used to
communicate with the
player on a subliminal level.

Contextual to the narrative
and theme of your level.
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Research! Research! Research!




Paper Design

- Quickest way to mapping out
an area.

- Easiest way for your team to
visually understand
progression through a map.

=> Quick iteration.

= It's only a guide, level design is
an iterative process.
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After paper designs comes blocking
out in 3D using basic shapes.

Speed

Quick iterations

‘Feel

Scope

Setting up interesting scenarios
for the mechanics of your gome.

N2 20 20

All techniques explained in previous
slides could be used here.
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lterative Life Cycle

Create experimental/brief
version of Blueprint,
Gameplay, or Narrative.

Creative discussion of ideas
and findings.

ITERATIVE

| BASED |

Test anything and everything. APPROA(H g Group discussion via
D
, &

Skype or Slack.

Implement changes and additions to
design, map, code etc.




ONEDOES IlﬂT SIMPLY;

Thank you for reading, if you have

any questions you can reach me at
@markgregory_ on Twitter &
Instagram.
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https://twitter.com/markgregory_

