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- I had been given a game design from DreamWorks, so I had to gure out how
to make our level design work with it. It was simple enough, a basic 3-lane innite
runner style of game, but the fact we would have players going over and under things
while not being restricted to a oor created some new problems I had to solve.

- If players were going to be ying through the air, they would need a point of reference
for depth, otherwise they would have trouble reading obstacles ahead of them and 
aaccurately deciding to jump or dive under them.

- Elements like the ‘Stareld’ were critical in providing a consistent point of reference
for players trying to read the track ahead of them.

- I put together this guide for the team to use when thinking about how to construct
spaces. This became invaluable during development since it allowed artists to think
like level designers and required little intervention from me later on to get placement
of objects right.
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- I designed most of the obstacles in the game. The trick here was to come up with 
objects that had a very clear hitbox and visually stood out from their surroundings.

- Players have a propensity to jump over objects rather than diving when given the
choice, so for objects the player needed to duck under I made sure that the player’s 
view of the road ahead was obstructed by the object as much as possible, eliminating
all doubt that they couldn’t go over it. 

- Pl- Players wouldn’t realize they had to jump over an object unless the Stareld 
intersected with it and they could clearly see over the object. For these obstacles I 
made sure that there would be high contrast between it and the Stareld in every
situation. These objects would also be placed so that the interruption of the Stareld
was highly visible, but the object still looked jumpable. 
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- We had a very strict window of time for the player to play the game and to make it easy on 
us the track was coded to work based on the amount of time it would take to travel that track.
By lowering or increasing the time variable we could slow or speed up the sleigh.

- Placing obstacles down on the track required us to pick a time value. Basically telling the 
game that at 5 seconds into this track, ‘x’ obstacle should appear in position ‘n’ . This made it 
very easy to adjust things during player testing.

- - Using Google Sheets to level design was quick and simple. By providing a legend for all of
the different gameplay objects and labeling everything correctly on this ‘timeline’, the devs
were able to accurately implement initial level designs with little oversight. 


