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LDD Dying Light: The Following Lost granddaughter 

Level Design Document 

I. Generic Information 
A. Summary 

“Lost Granddaughter” is an optional side mission for the game Dying Light. This is a retrieval 
mission where an incapacitated old man ask Crane (the player) to retrieve his lost 
granddaughter in the sewer and Antazin. 
 
This side mission makes great use of close combat, parkour and also gun fight for various 
player‘s playstyles. 

B. Localisation 
This side mission was designed to be part of a bigger city set in the open world of the 
Wasteland area in the Dying Light: The Following DLC near the sea. 
 
Of course, this is a stand-alone custom map and is not actually part of this area due to 
technical limitation. 
 

C. Pitch 
The player incarnate Crane an American military man and runner surviving in the zombie 
apocalypse, and helping others to survive as well as achieving the main objective that the 
GRE gave him. 
 
In this side mission, Crane has been notified that someone needs his help in an old city. The 
old man needs Crane’s help to retrieve his granddaughter in a nearby sewer that is currently 
not accessible due to power shutdown in the city’s district. 
 
He’ll explore a new city he has never seen before, the city’s sewers and a terrifying cavern. 
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D. Targeted Players 
This side mission’s target intermediate player of Dying Light base game. They know the core 
mechanics, the craft, the HUD, the basic skill tree, and are maybe used to some visual 
language elements of the base game. 
 

Skill 
Branch 

Skill Name Skill Description 

Survivor, 
Novice 

Survival Starter Kit Learn how to craft the most basic things needed for 
survival - Lockpicks, Firecrackers, simple Throwing 
Stars and Molotov Cocktails. 

Boosters Learn how to use plants to create Boosters, which allow 
you to fight without getting tired, run faster, see better in 
darkness, or develop more resistance to attacks. 

Agility, 
Novice 

Dodge Dodge incoming attacks by jumping sideways or 
backwards. Move in the desired direction and press 
[Space] to execute. 

Health Regen As your body gets more athletic, you are able to 
regenerate health to a higher level. 

Dropkick Knockdown enemies with a running Dropkick. Press 
[Space] while running to jump, press [E] in mid-air to 
execute. 

Grapple Use the movement of attacking enemies to throw them 
around. When an enemy charges, press [Alt] and point 
in a direction to execute. 

Slide Slide while running. This allows you to manoeuver 
through holes in walls and other low passages. Press 
[C] while running to execute. 

Power, 
Novice 

Stun Learn how to attack with great precision. Each strike 
with a blunt weapon to an enemy’s head has a chance 
to stun. 

Kick Stun Your kick has a 10% chance to stun the enemy. 
Stunned enemies are much easier to kill. Press [E] to 
execute. 

Sturdiness As your body gets more athletic, you’re able to absorb 
more damage. 

Melee Throw Throw any melee weapon at enemies, dealing massive 
damage. Double tap [RMB] to aim, then press [LMB] to 
throw. 
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The player also has some skill point to spend to personalise, even more, he’s skill tree 
around his prefered playstyle. 
 

II. Overview 
A. Design Goal(s) 

The design goal for this level is to make the player explore new spaces, and use parkour 
skills in closed room, and finally allow the player to express his playstyle during combat 
encounter, with melee and gun fights.  
 

B. Nodes maps 
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C. Maps overview 
1. The City 
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2. The Sewers Part I 
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3. The Sewers Part II 
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4. The Cavern and Ending 
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D. Pacing & Gameplay Beats 

 
Green: Roaming section, where the player explores an area and kills zombies. 
Blue: Parkour focused room, where the player will not encounter a lot of zombies and 
focused on jumping and climbing around. 
Red: Intense encounter, where the player will confront a boss or mini-boss. 
Yellow Hexagon: Mission Objective also present on the maps. 

E. Objectives 

Mission 
Objective 
Map 
Label 

Objective 
Name 

Description Time 
(min) 

Feelings Approx. 
Difficulty 
(1-10) 

1 Talk to 
Yonka 

Player has to find Yonka and talk to 
him. 
Yonka tells Crane to find his lost 
granddaughter who was going to 
the sewers’ survivor’s camp to find 
some Antazin but hasn’t returned 
since a long time. 

1 - Elevated 
- Explorer 

1 

2a & 2b Activate 
the two 
power 
generators 

Player has to find and activate two 
generators to enable the electricity 
in the district and unlock the 
sewers’ gate. 

5 - Motivated by 
the new 
challenge 

3 

3 Find a way 
to the old 
survivor’s 
camp 

Player has to find the old survivor’s 
camp in the sewers. 
 
The player is inside the sewers in a 
small pool of dirty water and 
continues into the sewers 
segments. He’ll find the survivors 
camp and have a glimpse of what's 
inside but can’t go inside. 

7 - Intrigued 
- Challenged 
- Explorer 
- Smart 
- Scared 
- Immersed 
- Skilled 
 

2 - Before 
the first 
parkour 
room 
3 - During 
the big 
roaming 
section 
7 - Against 
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Then he’ll continues to a parkour 
room (1) with small pipes and 
electrical water at the bottom that 
will kill him if he falls. 
 
Next, he will continue into the 
sewers, encounter few zombies 
and find a new melee weapon as 
well as other loot, and a low vista of 
the city. 
 
Then he’ll advance into a big pipe 
with an encounter with a Bomber. 
Next, he’ll slide in the big pipe 
leading him to a bigger roaming 
section with crowds of zombies as 
well as some virals and a Suicider. 
 
After this, he’ll arrive into a small 
resting area with loots. 
 
Finally, he’ll have to fall down a 
room and will encounter a Goon 
with two Virals (mini-boss). 

the Goon 
encounter 
(Mini-Boss) 

4 Find the 
granddaug
hter 

The player is inside the sewers’ 
survivor’s camp and has to find the 
granddaughter and turn her dead 
body on the side. 
(PhysicalSwitchDI) 

1 - Relief 
- Sad 

1 

5 Take the 
Antazin 

After turning the girl’s body, the 
player will find some Antazin and 
take it. (QuestItem) 

0:05 - “Smart” 1 

6 Find a way 
out 

Player has to find a way out the 
sewers. 
 
He will get out the survivor’s camp 
and arrive in a narrow corridor with 
some zombies (Roaming). 
 
Then another small room will lead 
him to a very vertical parkour room 
(2) where he has to climb pipes and 
disable an electrical panel to 
continue. 
 
He will then arrive in a small room 
in a rocky cavern, and find some 

5 - Challenged 
- Immersed 
- Rested 
- Surprised 
- Scared 
- Skilled 
 

3 - During 
the short 
roaming 
section 
5 - During 
the second 
Parkour 
room 
2 - During 
the first 
room of the 
cavern 
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zombie, loot with an SMG and a 
very elevated vista over the city. 
 
He will continue his journey through 
another big pipe and a final slide 
that will break and the player will 
fall into a “dead pool” full of blood 
and zombie cadaver. 

7 Survive The player continues through the 
cavern see the highlighted big pipe 
leading him to the way out, but first 
must go down a small room and 
has to survive a 30 seconds Viral’s 
waves attack and the Volatile (final 
boss). 

2 - Very Scared 
- Skilled 

9 - Against 
the final 
encounter 
against 
Virals and 
the Volatile. 

8 Return to 
Yonka 

Player has to go back to Yonka and 
give him the Antazin and explain 
that his granddaughter is dead. 

1 - Relief 
- Achievement 

1 

 

F. Narrative Purpose 
1. Context 

Kyle Crane is sent by an NPC in a survivors camp in the Wasteland to help an old man 
named Yonka to find his lost granddaughter. The NPC also told Yonka that Crane will come 
soon to help him so he lighted up a fire and using distress light creating a reddish smoke 
going up in the air. 
 

2. Backstory 
Yonka’s granddaughter was visiting the old man for a vacation when some zombies started 
to appears in the city. The granddaughter’s grandmother was bitten and is locked in a room 
of Yonka’s apartment. 
 
The girl took her courage and entered the city’s sewers to find some Antazin for his grandpa. 
Unfortunately for her, she was killed, but not bitten by a zombie. 
 
During this time Yonka a little bit more than a day before calling for help using his radio 
station and reached a survivor in a camp in the Wasteland who then informed Kyle Crane of 
the situation. 
 

3. Aftermath 
After Kyle Crane explains to Yonka that his granddaughter is dead and also gave him the 
Antazin, the player is free to go. He can go back to the first NPC that gave him the first 
objective in the survivors camp in the Wasteland to inform him of the situation and maybe 
receive, another side mission. 
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G. Main Locations 
1. The City 

This is where the player starts in the mission. It is a small part of a bigger coastal city set 
near Harran. This city was built around huge stones walls to protect it against old enemies 
and also waves. 
 
This city is connected by the other part of the city with a narrow street and also a large road 
where tourists, but mostly inhabitant can arrive by cars or even bus. 
 
There are 4 building destined for the city’s inhabitants. Tourist can come here to enjoy the 
small beach and the location. 
 
However this is not the main attraction for tourists, in fact, this isn’t a tourist attraction at all, 
but they come here by exploring the main city’s narrow street and find some hidden location, 
like this city’s district. 
 
The majority of the inhabitants of this city are old retired people that enjoy a slow and 
comfortable life near the sea. That’s why the city is designed to be facing the West to see 
the sunset, making this location more of a romantic and the inhabitant happier. 
 
 

2. The Sewers 
The sewers are a huge network connecting a lot of part of the city. This mission takes place 
in a section of them.A lot of survivors started to explore them to find refuge but many of them 
were dead, killed by others survivors or bitten by zombies. 
 

3. The Cavern 
The cavern is the result of the geological situation of the region with a lot of caverns (Harran 
is set in a fictional Turkey and according to Wikipedia: “There are approximately 40 000 
caves in Turkey which provide an important tourist attraction for the country. There are such 
a high number due to karstification.” - Wikipedia 
 

H. Development Schedule 

Milestones Date 

Level Design Document (LDD) 10/01/2019 

Mission’s Flow Script & Blockout 15/01/2019 

First Level Pass with Modular kit 20/01/2019 

First Playtests Session [Alpha] 21/01/2019 

Second Level Pass with Modular Kit and 25/01/2019 
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some aesthetics 

Second Playtests Session [Beta] 25/01/2019 

Aesthetics Finalized 30/01/2019 

Deadline [Portfolio Ready] 04/02/2019 

 
 
 

I. Key Theme Reference(s) 

 
Figure 2: Riomaggiore, Italy 

III. Requirements 
Description Type Priority 

City Modular Kit Mesh, Texture High 

Dynamic Vegetation Mesh, Texture, Vertex 
Animation Shader 

Medium 

Sewers Modular Kit Mesh, Texture High 

Rocks, cavern Mesh, Textures High 

Exterior Horizon Mesh,Texture Low 

Water and electrical 
damages over time to player 
and zombies 

Script High 
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The big pipe falling into the 
dead pool 

Movie, Animation High 

Music SFX High 

Ambient Sounds SFX High 

Dialogue with the mission, 
giver (Yonka, NPC) at start 
and end. 

Dialogues High 

Sea Life assets like fishes, 
vegetation... 

Static Mesh, Skinned 
Mesh(?), Texture 

Low 

Mission’s Flow Script High 

 
 
 
 
 
 
 

IV. Appendix 
Why is this fun? 

● A balance between various types of combat and parkour. 
● Use of electricity and water into parkour sequences. 
● Environmental storytelling between parkour and roaming sequences. 

 
What makes this sequence memorable? 

● Discovering a new city with a new architecture for buildings. 
● The fall into the dead pool. 
● The final encounter. 

 
How will you communicate to the player what they need to do? 

● Sheen-effect on certain objects. 
● Ingame event to teach the deadly electric and water surface effect. 
● Ingame HUD. 
● Lighting. 
● SFX, VFX. 
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V. Annexes 
A. Push & Pull 

List of push and pull methods / events / things that could be used in this level: 
 
Push: 

● Single zombie encounter: 
○ A Biter encounter makes the player fight it without any real danger. Better 

used in crowds. 
○ A Viral make the player more active in the fight because the zombie can do 

parkour almost as good as he can and can also dodge player’s attacks. 
○ A Goon will make the player think more tactically about his surrounding and 

the environment around him to use it at his advantage. Good use as a 
mini-boss with other zombies maybe. 

○ A Boomber can make surprise the player like a “screamer effect”. 
○ A Gas Tank will make the player act very quickly or make him flee really 

quickly. There is no close combat. 
○ A Volatile will make the player be extremely focused, stressed and scared. 

Good use in an open environment with houses and parkour. But also useful 
as a boss in a smaller room to make the player dodge a lot and force the 
confrontation. 

○ A Screamer will make the player avoid it if he knows that the base game 
doesn’t, generally, make baby cries. If he hears a baby cry that’s probably a 
Screamer. 

○ A Demolisher is better used in an arena with only him. The player will 
confront it and will be very aware of his surrounding. 

 
● Zombie Crowd will make the player avoid it if it’s too big or confronts it to find some 

loot. 
● Water and electricity in this level will deal damage quickly with time to the player and 

zombies. The player will try to avoid it or find a way to disable the effect. 
 
 
Pull: 

● White light to attract the player toward some loots, a room, a platform. Blue light to 
attract player toward an objective place, more important and probably safe, or who 
can be trusted by the player. Red light to attract him toward an encounter room, 
indicate a room or something is locked. 

 
● The Screamer zombie unit can trick the player to make him think that there is a baby 

crying in a nearby room, by it’s a zombie that will paralyse the player and attract other 
zombies to him. 

 
● Loot, or other interactable objects that are shown on the payer’s HUD when he 

presses the scan button. They can also have a shine effect on them to attract the 
player and make him know it’s used. 

 
● A current objective can have a symbol on the player’s HUD. 
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