Weekly Objectives 

Course: Level Design

________________________________________________________________________

Week 1: 
Week 1 Deliverable: ExciteBike Level (IN CLASS)
OBJECTIVE: Dive in and create a single ExciteBike level in class to get a feel for the mechanic and the editor, and for use in a demonstration about playtesting techniques.   



________________________________________________________________________

Week 2: 
Week 2 Deliverable: ExciteBike Levels (FINAL)
OBJECTIVE: Create three ExciteBike levels (one of which can be your level from last week –please include it in this deliverable.)  One level that includes no jumps, one level that includes only jumps (heat arrows are allowed), and one level of your own devising. Include in this deliverable your playtest notes from last week. 

Week 2 Deliverable: ChuChuRocket Level (IN CLASS) 

OBJECTIVE: Please turn in a .sgm file, not a .sav file. Complete a playable ChuChuRocket level for testing in class. This includes test-running the map in the editor, saving properly, and exiting out to run the map in the puzzle mode (so others can play it.)  Play special attention to hitting the ‘sweet spot’ of puzzle design – where it’s hard enough to seem challenging, clever enough to make the player feel intelligent, and quick enough for the player not to get too frustrated.  Try to guide the player in one or more paradigm shifts (providing an obvious solution which turns out to be incorrect but which makes the final solution seem very clever by counterpoint.)  



________________________________________________________________________

Week 3: 
Week 3 Deliverable: ChuChuRocket Levels (FINAL)
OBJECTIVE: Create four fully tested and playable ChuChuRocket levels, based on the specifications provided (2 mice only, 18 or more mice, two solutions, original level of your own devising.)  Please turn in a .sgm file, not a .sav file.  

________________________________________________________________________

Week 4: 
Week 4 Deliverable: Battle City Levels (FINAL)
OBJECTIVE: Turn in 3 completed, tested Battle City maps. Pay special attention to providing enough action to keep both player satisfied, and built-in opportunities for interesting cooperation and strategy.  

________________________________________________________________________

Week 5: 
Week 5 Deliverable: Mario Kart Level
OBJECTIVE: Level ready for playtesting at the start of class.  Make sure your players are engaging and interacting primarily with one another (not fighting or distracted by the level itself) and that there are plenty and varied opportunities for conflicts and interesting Red Shell shots.  
Week 5 Deliverable: “Roles in Retail” Test
OBJECTIVE: Turn in your completed Roles in Retail tests here. 

________________________________________________________________________

Week 6: 
Week 6 Deliverable: Mario Kart Level (FINAL)
OBJECTIVE: Level ready for playtesting at the start of class.  Based on last week’s playtest, you’ve improved and tweaked the layout and spacing of objects, flow of the level, and fixed any balance problems you came across.  Please include your playtest notes from last week. 

________________________________________________________________________

Week 7: 
Week 7 Deliverable: Super Mario World Progression
OBJECTIVE: Playable at the start of class.  You have chosen the mechanic you’re going to teach, and have created three basic levels to teach that mechanic, finding multiple clever, interesting uses of the mechanic and making a first-pass attempt at a smooth difficulty ramping across the levels.  
Week 7 Deliverable: Granularity 1-Pager
OBJECTIVE: Based on the in-class lecture, you analyzed a game of your choice, breaking it down by time intervals (“Granules”)  - 5 seconds, 10 seconds, 30 seconds, 1 minute, 5 minutes, 10 minutes, 1 hour…etc. 

________________________________________________________________________

Week 8: 
Week 8 Deliverable: Super Mario World Progression
OBJECTIVE: Playable at the start of class. Based on last week’s playtest, you’ve made myriad improvements to your progress, and tuned the difficulty of each level carefully so that it dovetails well into the next level.  Please include your playtest notes from last week in this deliverable.  
Week 8 Deliverable: Flow 1-Pager
OBJECTIVE: Based on the in-class lecture, you analyzed a game of your choice, looking for flow breaking moments and recording them.  How might these pacing problems have been avoided?  Which games have very few flow breakers? Why?   
Week 8 Deliverable: THUG Lines & Flow

OBJECTIVE: First-pass level flow and geometry for your Tony Hawk Underground level. Concentrate on creating many overlapping loops which are easy to transition between, “massaging” the lines you create with custom rails and kickers, and using lots of interesting and varied terrain.    

________________________________________________________________________

Week 9: 
Week 9 Deliverable: Super Mario World Progression (FINAL)
OBJECTIVE: Your final Super Mario World Progression.    
Week 9 Deliverable: THUG 15 Gaps

OBJECTIVE: Based on your playtest from last week, you’ve improved your level flow and geometry so that it’s really nice and smooth now.  In addition, you’ve emphasized many of the interesting, fun areas of your level with 15 gaps.    

________________________________________________________________________

Week 10: 
Week 10 Deliverable: Neversoft Design Test Draft #1
OBJECTIVE: You’ve taken a first pass at writing up the various questions for the Neversoft Design Test, and have your mockup geometry planned and laid out in basic form.  
Week 10 Deliverable: THUG 5 Goals

OBJECTIVE: Based on your playtest from last week, you’ve improved your level flow and geometry so that it’s really nice and smooth now.  In addition, you’ve emphasized many of the interesting, fun areas of your level with 15 gaps, and have added 5 goals of the ‘COMBO’ type to further emphasize your favorite lines in the level.     

________________________________________________________________________

Week 11: 
Week 11 Deliverable: Neversoft Design Test (FINAL)

OBJECTIVE: Your completed Neversoft Design Test.  
Week 11 Deliverable: THUG (FINAL)

OBJECTIVE: Your completed Tony Hawk Underground level. 


