
Level Design in Genres



Adventure Games
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Colossal Cave Adventure – 1976

Features:
1. Puzzles
2. Collecting
3. Story and setting
4. Dialogs
5. Goals, successes



What is the level?

• What logical elements can we extract?
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Puzzles

• Blocking content

• Depend on player’s ability

• Easy way to brake narrative 

• Can age badly
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Collecting

• Interactive objects are important

• No way to understand if all are collected

• Re-watch

• Pixel-hunt

• Separate Genre
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Using Items

• Item can wait for its turn

• Brute-force is boring.

• Use not by main purpose but by properties.
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Grim Fandango: balloons
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Trader makes animals 
from balloons

We can make dog, 
worm or horse

Worm is just an empty 
balloon



Analyses
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Worm is a balloon 
Balloon is made from rubber => Elastic – can be used in slingshots
Balloon is a vessel for liquids and gases => Can hold water

Basic usage: Party!
Logical Usage: as a rubber, as a vessel, by color.
Illogical usage: ignore properties

Objects can have shared properties!



Story and setting

• Story similar to literature

• Linearity is not a problem

• Amnesia is a problem
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Dialogs
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Goals, successes

• Main goals is in the plot

• Limited secondary goals

• Easy achievements
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Really good for achievements
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Puzzles

Show problem -> Find Solution

2 categories:

• Independent 

• With key
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Independent puzzles

1. Interactive

2. Mini-games

3. Riddles
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Interactive

• Easy solutions/actions (Door is active!)

• Difficulty depends on your game
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Mini-games

• Series of actions

• Popular

• Change the pace
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Riddles

• Classics

• Set of Answers is limited (Brute-force) 

17



Pros and Cons

• All you need is here

• Many unique situations

• Not connected to other parts of the game
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Puzzles with keys

• Puzzles with inventory

• Puzzles with template

• Puzzles with extra dependencies
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Puzzles with inventory



Puzzles with template

• Some info is missing

• Only character can solve 

(or not)

• If not, player can remember
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Puzzles with extra dependencies

• There is a proper state of the game to solve it

• Detective-like mechanics

• Puzzle can use elements of different types
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Puzzle Dependency Charts

• Ron Gilbert

PDC – list of puzzles and dependencies
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Do PDCs! 

• www.christophersacchi.com/unpoint-unclick/#

27

http://www.christophersacchi.com/unpoint-unclick/


Platformers
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1. Well-designed controls
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2. Hints!
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3. Information should be easy to 
read!
• Information should be easy to read! 

• No time for reading!
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4. CD for the players
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5. Control the jump

• Double Jump/Dash

• Jump after the fall
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6. Animation control

• Controls > Animations

• Any states
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7. Collectables

• Replay

• Difficulty
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8. AI and Difficulty
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HP Speed Jump Attack

0 – 1 Hits 0 – Doesn’t move 0 – No 0 - no

1 – 2 Hits 1 – Slow 1 – Low 1 – close range

2 – 3 Hits 2 – Meduim 2 – Medium 2 – medium range

3 – Fast 3 – Hi 3 - shoots

4 – Changes Speed 4 – Hi, by conditions



9. Setting and Story

• Mechanics + Story
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Designing a level: mechanics
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Goal
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Obstacles
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More!
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Two Goals
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Vertical
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Extra objects
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Safe fall
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Interactive objects
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Playtest!
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Add enemies
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Sources

https://www.gamasutra.com/view/feature/131736/beginning
_level_design_part_1.php

http://www.gamasutra.com/blogs/TomPugh/20181022/3290
44/Level_Design_Tips_and_Tricks.php
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http://devmag.org.za/2011/01/18/11-tips-for-making-a-fun-
platformer/

https://www.gamedev.net/articles/game-design/game-
design-and-theory/crafting-a-platformer-game-r3171/
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