


































































































Level Design as Jungle Gym































































EG – Readability
• Entrances, exits, alternate paths/flanking options need to 

be clear to the player. 

• The players also needs to recognize where the enemies 

are

• It needs to be clear what can be used as cover

• This needs to be done in conjunction with 

vis/envart/lighting Ex : Light attracts players











Optimizing use of environment

• Multi staged encounter

• Routes lead player efficiently through environment

• Provide opportunities for flanking

• Keep multiple paths within the same area

• Create variety in heights
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