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What we will talk about...
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Constraints and Caveats

● Focus on action combat games
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Constraints and Caveats

● Spoilers!
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Constraints and Caveats

● Collaboration!
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My Transition onto HLD
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Design Test
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Design Test
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Design Test
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Design Test
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My Fears
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My Fears

● Thinking in z-
space
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My Fears

● Thinking in z-
space

● Mitigating 
awareness
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My Fears

● Thinking in z-
space

● Mitigating 
awareness

● Reliance on 
verticality
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Processes and Principles 
that DID Transfer
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1. Initial Construction Process
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Initial Construction Process
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Metrics as Initial Constraints
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Metrics as Initial Constraints
● Min corridor width for 

enemies
● Min corridor width for 

player
● Jump heights/distances
● etc...
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Example: Sunset Overdrive
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Example: Hyper Light Drifter

My very first task:
● Huge room
● Multiple paths
● Introduces [x] enemy
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Link to GIF



Processes and Principles that DID Transfer

1.Initial Construction Process
a.Using established metrics as constraints
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2. Player Defense Shapes the Level
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Drew Murray

“Defensive capability of 
the player in shooters 
is more important to 
level design than 
offensive power”
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Appealing to Survival Instincts

“Emotional Level 
Design through 
Survival Instincts”
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Prospect and Refuge Space

Refuge

Prospect

Refuge Refuge

Prospect
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Example: Resistance 3
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Example: Hyper Light Drifter
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Danger!

Danger!

Safe
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Processes and Principles that DID Transfer

1.Initial Construction Process
a.Using established metrics as constraints

2.Player Defense Shapes the Level
a.Prospect and Refuge Space
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3. Using Space to Control Combat 
Pacing
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Isolating Combat Moments
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Example: Sunset Overdrive
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Example: Hyper Light Drifter
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Horizontal 
Camera Lock
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Denying Refuge Space for Tension
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Denying Refuge Space for Tension
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Denying Refuge Space for Tension
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Processes and Principles that DID Transfer

1.Initial Construction Process
a.Using established metrics as constraints

2.Player Defense Shapes the Level
a.Prospect and Refuge Space

3.Using Space to Control Combat Pacing
a.Isolating Combat/Denying Refuge Space

@Wertle



Other Carry-overs
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Walkthrough Example

@Wertle



@Wertle



Link to GIF
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Team Goals

● Spaces for North 
Enemies

● Experiment with 
combinations of enemies

● Tightly focused room 
(only a few screens)
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Initial Construction
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Prospect and Refuge space
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Prospect and Refuge space
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Prospect and Refuge space
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Using Space for Pacing
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Isolating Combat

@Wertle



Denying Refuge Space
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Using Space for Pacing
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Using Space for Pacing
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Conclusion
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Conclusion

● Fears: not an issue
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Processes and Principles that DID Transfer

1.Initial Construction Process
a.Using established metrics as constraints

2.Player Defense Shapes the Level
a.Prospect and Refuge Space

3.Using Space to Control Combat Pacing
a.Isolating Combat/Denying Refuge Space
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Other Carry-overs
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Conclusion

● Your skills ARE 
transferable!
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Thank you

Lisa Brown
@Wertle
www.wertle.com
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