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Level Design Document 

I. Generic Information 
A. Summary 

Artyom, is inside a section of the metro of Moscow, between the Shabolovskaya 
metro station inhabited by Bandits, and the abandoned station of Leninsky 
Prospekt. Artyom is sent by Miller from the Spartan to get proof that a group of 
bandits in the metro, are capturing taming mutants Walker for their cause. 
Artyom has to get a look for himself and report the situation to Miller and the other. 
 
The player will initially explore the metro system and scavenge for resources, then 
he will find the entrance of the bandit’s camp and will infiltrate or confront it. in 
addition to the bandits, the player will encounter Watcher who have been tamed by 
the bandits. Finally, he will get out through a ventilation shaft and escape. 
 
This level is designed, for a Metro REDUX game and, to last approximately 10 to 15 
minutes with all the gameplay elements and scripted event in normal difficulty, also 
it is supposedly being part of a bigger narrative arc or a chapter, not developed here. 
 

B. Targeted Players 
This level is addressed to the intermediate player of a metro game, who know all the 
gameplay elements and mechanics of a Metro REDUX game. 
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https://metrovideogame.fandom.com/wiki/Artyom
https://en.wikipedia.org/wiki/Shabolovskaya_(Moscow_Metro)
https://metrovideogame.fandom.com/wiki/Bandits_(Faction)
https://en.wikipedia.org/wiki/Leninsky_Prospekt_(Moscow_Metro)
https://en.wikipedia.org/wiki/Leninsky_Prospekt_(Moscow_Metro)


C. Location 
This level takes place between the Shabolovskaya metro station inhabited by 
Bandits and the abandoned station of Leninsky Prospekt underneath Moscow. 

 

 
The level location on a map representative of the Metro world. 
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https://en.wikipedia.org/wiki/Shabolovskaya_(Moscow_Metro)
https://en.wikipedia.org/wiki/Leninsky_Prospekt_(Moscow_Metro)
https://vignette.wikia.nocookie.net/metro2033/images/2/27/Post-Apocalyptic_Metro_Map.gif/revision/latest?cb=20100310181748
https://metrovideogame.fandom.com/wiki/Locations


II. Design Overview 
A. Design Goal(s) 

● Design a level that could be inserted into a Metro REDUX game (Metro 2033 & 
Metro Last Light) 

● Use tamed Watchers (mutant) alongside bandit (human) during the stealth 
sections, to make this section the most memorable moment of the level. Tell 
and show the story of this specific group of bandits through the environment. 

● Make a level composed of ~20% of the time spent is roaming and scavenging 
for resources where the player should feel oppressed. The other ~80% is spent 
during stealth sections, more open where the player should feel smart and 
sneaky. 

● This level is the continuity of a bigger narrative arc mission, the climax 
shouldn't be the highest for this whole chapter. 

 

B. Level’s unique feature/theme: Tamed Watchers 
Summary: 
The bandits' group that Artyom will encounter managed to lure, capture and tame 
some Watcher coming from the surface into the metro, in the Shabolovskaya metro 
station. They now use them as a weapon, and those Watcher doesn’t attack those 
bandits. 
 
Inspiration: 
This feature inspired by the Watcher inside a cage in Metro Last Light with Artyom 
and Pavel escaping from a Nazi station. The Watcher could alert the guard when the 
player was too close to him. 
 
In this mission: 
The Watcher can be encountered inside cages where bandits talks and nourish 
them with meat. They can also be encounter outside. In the final stealth section of 
this mission, the player will see some bandits training Watcher like military dogs. 
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C. Node Maps 
Map showing the structure of the level and the relationship between the spaces. 

1. Legend 

 

2. Macro node map 
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3. Micro node map 
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D. Map Overview (High-Resolution Map: HERE) 
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https://drive.google.com/open?id=1uGpsuBfQXhWmN_TlNpLtNfdsnQnRtFZX
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The Metro System 
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The Small Bandit Camp 
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The Shabolovskaya metro station 
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The crevasse in Moscow 

 

 

                        The staircase to the main bandit camp -> 
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The main bandit camp 
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E. Walkthrough 
The player begins inside a small room in the Metro of Moscow in between the 
Shabolovskaya station inhabited by bandits and the abandoned station of Leninsky 
Prospekt. The player explores and enters the metro itself. 
 
In the metro, the first part of the metro the player will be able to explore a room, 
infested with Spiderbug, and unlock a locker with loot inside. 
 
After this, the player returns to the metro and traverse it laterally by entering a metro 
crash that broke the barrier of the two metro line. In this is the second part of the 
metro, the player won’t explore much room, but will encounter some more 
Spiderbug. 
 
The player continues his way to the metro and finds a “dead-end“. He has to enter a 
new room to advance. This section is the small bandits camp, and the player will be 
able to sneak his way through and neutralise bandits and find some resources. He 
will also discover the bandits who take care of a captive Watcher inside a cage. 
 
After this section, the player will enter a metro and continue until he arrives at the 
Shabolovskaya station. He will be able to get to look around safely and get to know 
the space before engaging it. Then the player will walk on a wooden plank and fall 
outside the metro and into the station. 
 
In the Shabolovskaya station,  the player will be able to find an Artyom notebook 
page by walking toward his right and avoiding a bandit. This stealth section uses a 
lot of Watcher inside cages that can alert a bandit if the player is too close to him for 
too long. The player has to reach a big pipe that comes out the wall of the station to 
reach the outside. 
 
Once outside the player will be greeted with a view and two Watcher that attack the 
player in a duo, one come from the right and the other from the left. Once he 
defeated the Watcher, he will enter a broken staircase leading into the main bandits 
camp. 
 
In this final stealth section, the player will have to activate an interrupter that will 
open a gate leading to a room with a ventilation tube where he will be able to 
escape. Here the player will be able to reach the interrupter with two option, the 
underground passage or the pipes in the air. 
 
As soon as the player pressed the interrupter, a bandit will come out, and the player 
will be able to exit the level. 
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F. Pacing 

 
Blue: Roaming section 
Red: Stealth section 
 

G. Objectives in Artyom’s notebook 

Mission 
Objective 

Map 
Label 

Objective Name  Description  Feelings  Time 
~ min 

Approx. 
Difficulty (1-10) 

1  Reach the 
bandits camp in 
the 
Shabolovskaya 
metro station 

The player has to 
traverse the metro to 
reach the 
Shabolovskaya 
metro station. He will 
encounter mutants 
as well as bandits. 

Oppressed 
Claustrophobic 
Smart 
Motivated 
Sneaky 
Explorer 
Skilled 

7  2 to 3 - During 
the roaming 
section in the 
metro 
 
5 - During the 
stealth section in 
the bandit camp 
entrance 

2  Reach the main 
bandits camp 

The player has to 
reach the main 
bandits camp. He 
will encounter 
bandits and tamed 
Watchers. 

Surprised 
Sneaky 
Smart 
Motivated 

3  2 - Before 
entering the 
metro station. 
 
6 - During the 
stealth section 
inside the 
Shabolovskaya 
metro station 
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3  Press the 
interrupter in the 
control room. 

The player has to 
infiltrate the main 
bandits camp and 
escape by pressing 
an interrupter 
opening a gate 
leading to a 
ventilation tube. 

Motivated 
Sneaky 
Smart 

4   7 

4  Get out of the 
bandit camp 
through the 
ventilation. 

The player has to 
reach a ventilation 
tube and enter 
inside to complete 
this mission. 

Smart 
Sneaky 
Relief 

1  7.5 

 

H. Narrative Purpose 
1. Context 

Artyom has to traverse the metro and the Shabolovskaya metro station to get proof 
that a group of bandits are taming some Watcher to fights with them. Artyom has to 
see for himself and then escape to tell the Spartan of the situation. 
 

2. Backstory 
Miller has been told that some bandits groups in the metro tamed Watcher to fight 
at their side. He wants Artyom to see for himself and share his observation. 
 

3. Aftermath 
After Artyom escape the Bandits main camp the mission end, the screen fades to 
black and the next mission is loaded. In the next mission Artyom will be inside a 
room with the Spartan who don’t believe that the group of bandits succeeded tame 
a mutant, Miller will probably want to neutralise them before something bad 
happen in the metro. 
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I. Main Locations design intentions 
1. The Post-Apocalyptic Metro System 

Context: 
The metro is inhabited by Mutants and Bandits. 
 
Design intentions: 

● In this indoor location, the player has to find his way through it and explore to 
find some resources. 

● He will be confronted with Spiderbugs. 
 

2. Small bandit camp 
Context: 
In the metro, some bandits have established some camp, in a room close the rail 
leading to the Shabolovskaya station. 
 
Design intentions: 

● The player will have to infiltrate (or not) this space by turning off light and 
scavenging some resources.  

● This is where the player sees for the first time, the characteristic feature of this 
particular bandit group who captured some Watcher and put them into 
cages. 

 

3. Shabolovskaya metro station 
Context: 
This is the representation of a section of the Shabolovskaya metro station. It is 
inhabited with a group of bandits. This location should tell the story of this particular 
group of bandits who are taming mutants. This space isn’t where the majority of the 
bandits lives but where they capture, and tame Watcher who comes from the 
surface. 
 
Design intentions: 

● The player will have to infiltrate (or not) this space by turning off light and 
scavenging some resources.  

● The player should understand how the bandits managed to capture and tame 
the Watchers. 

● An infiltration that is moderate to traverse for a regular player. 
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4. Moscow wasteland crevasse 
Context: 
It is a wide and deep crevasse in the street of Moscow with broken vehicles and a lot 
of debris. This is where the bandits capture the Watchers and bring them into their 
camp and the metro station. 
 
Design intentions: 

● Here the player explores and appreciates the scene. 
● Some Watcher will come to look down at the player without attacking him. 
● Two Watcher will ambuscade the player near the end of the crevasse. 

 

5. The main bandits camp 
Context: 
The bandits decided to live in this location rather than the metro station due to the 
adaptation of the station to capture and tame Watcher. This location is heavily 
guarded and unfriendly for Artyom. It features Bandits and Watchers. This is a small 
warehouse in the metro that the Bandits have colonised. There can be some 
machinery, interrupter, ventilation. The bandits live there, and they also train their 
Watcher for combat, with an object similar to a military dog training. 
 
Design intentions: 

● The player will have to infiltrate (or not) this space by turning off light and 
scavenging some resources.  

● An infiltration that is more than moderate to traverse for a regular player. 
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J. Key Theme Reference(s) 

 
 
 

K. Development Schedule 

Milestones  Date 

Level Design Document  24/03/2019 

Blockout in Unreal Engine 4.21.2  27/03/2019 

Deadline  27/03/2019 
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III. Level Content 
A. AIs used or could be used in this level during an 

encounter 

Map 
Label 

Name  Faction  Description 

BMR  Bandit Medium 
Range 

Bandits  Human armed with a medium range firearm like an 
AK-47. 

BLR  Bandit Short 
Range 

Bandits  Human armed with a short range firearm, like a 
shotgun. 

BSR  Bandit Long 
Range 

Bandits  Human armed with a long range weapon like a 
Sniper. 

W  Watcher  Mutants  Live on the surface, watch their prey, hunt in groups, 
close combat. The tamed Watcher are specific to 
this level and behave differently from the basic ones. 

N  Nosalis  Mutants  Found in the metro. 

S  Spiderbug  Mutants  Live in dark area, flee in the presence of light, has to 
be on their back to kill. 

L  Lurker  Mutants  Live in the metro, shy, hide in terrier. 

 
 
 

B. NPC Conversations & Animated scenes 

Who?  Map Label  In game event description 

A Bandit and 
a Watcher 

In the small bandits 
camp. 
[scene_01] on the 
map. 

Summary: 
A bandit is talking to a Walker inside a cage while giving 
him/her a human arm as food. 
 
In game event description, placeholder: 

1. Bandit: “Yeah? Who is a good mutant, hm? Yes, 
you are.” 
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https://metrovideogame.fandom.com/wiki/Watcher
https://metrovideogame.fandom.com/wiki/Nosalis
https://metrovideogame.fandom.com/wiki/Spiderbug
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2. Watcher: “Is vigorously eating the arm on the 
ground inside the closed cage” 

3. Bandit: “Oh you prefer human hm? I see.” 
4. After the conversation, the Walker closes his/her 

eyes and sleep, and the Bandits is going to a chair 
to sit and wait. 

A Bandit and 
a Watcher 

In the bandits camp. 
[scene_02] on the 
map. 

Summary: 
Two bandits are talking about the Walkers. One explains 
that he has been bitten while trying to put a Walker 
inside a cage while the other bandits mock him and said 
that nothing, and that he should give the Walker some 
food to calm him/her. 

A Bandit and 
A Watcher 
and a Bandit 

In the main bandits 
camp. 
[scene_03] on the 
map. 

Summary: 
A Watcher jump over three obstacles and a bandits 
encourages him.

 

A bandit and 
a Watcher 

In the main bandits 
camp. 
[scene_04] on the 
map. 

A Watcher jump over an obstacle attack a human 
dummy and a bandit encourages him.

 
 

Two Bandits  In the main bandits 
camp. 
[scene_05] on the 
map. 

Two bandits talking about Watcher and what they could 
do with it. 

Two Bandits  In the main bandits 
camp. 
[scene_06] on the 
map. 

A brief talk with two bandits. They discuss the other 
mutant that could be tamed and what that would mean 
for the group. 

One Bandit  In the main bandits 
camp. 
[scene_07] on the 
map. 

Just after the player pressed the interrupter opening the 
gate of the room with the ventilation, a bandit comes out 
and look toward the centre of the room. 
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C. Artyom’s Notebook page 

Location  Description 

[Anb_01]  The page should describe what he sees of this situation, talks about the 
group of bandits and their Watchers. 

 

D. Morality Point(s) 

Who?  Where?  Conditions 

Not killing a single 
aggressive AI 
during the entirety 
of the level.  

The whole 
level. 

The player can kill mutant or Bandits who are aggressive 
against him, but he has to be sneaky during the stealth 
section of this level. 

 

IV. Requirements 
Description  Type  Priority 

Animation of scene 1  Animation, Voice audio  Medium 

Animation of scene 2  Animation, Voice audio  Medium 

Animation of scene 3  Animation, Voice audio  Medium 

The Shabolovskaya metro 
station specific models 

3D static mesh, Textures  High 

Animation of scene 4  Animation, Voice audio  Medium 

Animation of scene 5  Animation, Voice audio  Medium 

Animation of scene 6  Animation, Voice audio  Medium 

Animation of scene 7  Animation, Voice audio  Medium 
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V. Appendix 
 
What makes this level/location memorable? 

● The group of bandits who are taming some Watcher. The level shows their 
story and process of taming these mutants. 

● The Shabolovskaya metro station transformed by the bandits into a training 
camp for Watchers.  

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

● Using Artyom’s notebook and the compass. 
● Mesh placement, Lights, SFX and other FXs. 
● NPC dialogues. 
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