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Level Design Document 
Version 1.3 
 

I. Generic information 
A.  Time & Map size: 

The map is relatively small, 8 seconds is needed to traverse it from player spawn to the 
enemy flag. 
 

B. Target player: 
New to intermediate player. They need to know how to use the Rocket Launcher, Shock 
Rifle, and Link Gun. The intermediate players will try to play with the lifts to find a new way 
to approach the flag and take the enemy by surprise. 
 

C. Number of player: 
Two teams. 3 versus 3. 
 

D. Game mode: 
Capture the flag (CTF).  
 
 

II. Intentions 
A. Design Goals 

● Three playstyles: Rocket Launcher, Shock Rifle (sniping), Link Gun. 
● Usage of the lifts, giving players velocity when combined with a jump make them 

jump much higher than without the lift’s velocity. 
 

B. USP 
● Usage of the lifts, giving players velocity when combined with a jump make them 

jump much higher than without the lift’s velocity. 
● A craptastic/futuristic environment set in a desert canyon. 
● An easter egg unlocked with a hidden puzzle. 

 

C. Playstyle 
● Rocket Launcher: Use on groups, walls, and fun to fire from above enemies, when 

jumping using lift’s velocity. Medium to Close combat. 
● Shock Rifle: Great in the sniper tower or when above enemies or a long line of sight. 
● Link Gun: Medium to Close combat. 
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● Lifts’s velocity brings players above their opponents and gives them an advantage. 
Also gives them more opportunity to flee and surprise their opponents. 

 

III. Level Design 
A. Pitch 

Welcome to Lifts, where you fight inside of old futuristic basements set in a desertic 
canyon, and use lifts' velocity to take over your opponents and win the game! 
 

B. Final Players’s thought about the map experience 
● The intermediate players who found and used the lifts mechanics liked it. 
● The map is fun and intense. 

 

C. Development Schedule 
 

Milestone  Description  Date 

Project initiation  The start of the project  11/10/2017 

Unreal Tournament 3 & 4 
level design analysis 

Learn what makes a good, 
bad UT3 CTF 3v3 map, and 
find a novelty to bring to the 
project. 

12/11/2017 

LDD  Make the Level Design 
Document + layouts 

14/11/2017 

Blockout  The final blockout inside of 
UDK3 (taking into account 
playtests and iteration) 

10/12/2017 

Aesthetics  Place meshes, materials, 
textures, sound, animations 

01/01/2018 

RTM  Ready To Manufacture / 
release date / Deadline 

12/01/2018 

 
 
 

D. Assets list 

 
● 2x 3D holographic ad for a craptastic/futuristic soda can for the red & blue team. 
● Everything else comes from the UT3/UDK internal assets library. 
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IV. Maps 
A. Distribution 

1. Top 

 
 

2. Bottom 
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B. Global Circulation 

 
 

C. Heat Map 
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D. Lift’s circulations combined with a jump 

 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 

Clément Audras - 2017/2018 - Level Design 

 



 
LDD Unreal Tournament 3  - Level Design Lifts 

V. Annexes 

A. Playtest # 1 (24/11/2017) - B.Michel/B.Mathieu vs 
L.Valle/C.Guillaume (+ 2 bots) 

1. General Informations 

The goal of the playtest  Main paths took & the usefulness of the 
berserk pickup. 

Players  Has never played this map. Are new to the 
game. All like FPS (most recently have 
played Overwatch). (all male) 

Result/Score  Blue 3 / Red 0 

Game Time  4: 57 minutes 

Map version  1 (24/11/2017) 

 
2. Observations 

a) Circulation 
- Players flow correctly, there’s no collision bug. 
- Some pickups are not approached at all like the Health Vials. 

 
b) Pickups 

- Berserk is too difficult to pick up. 
- Health Vials aren’t seen from players. 

 
3. Bug(s) 

- A bot was stuck in a corner in the blue base. 
 

4. Feedback 
a) In-game  

- B.Michel: 
- “Oh yes, this works like that!” 
- “Where are the weapons?” 

 
- B.Mathieu: 

- “Come on bring back the flag!” 
- “Ah, ah (laugh)” 

 
- L.Valle: 

- “Ah, we can fly with the lifts!” 
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- C.Guillaume: 
- “Come on kill him!” 

 
b) Post-game 

- B.Michel: 
- Weapons are too hidden 
- I miss the weapons when I go outside the spawn 
- I haven’t seen the shock rifle at all. 
- I couldn’t take the Berserk because I couldn’t jump high enough 

 
- B.Mathieu: 

- Personally, I have never taken the Shock Rifle neither the vials packs, but the 
others are well visible. 

- I haven’t seen any player on the main platform in the map’s center. Also, I 
haven’t there at all. 

- I haven’t been lost, the map is “fluid”. 
 

- L.Valle: 
- I understood how to jump higher with the lifts, near the end of the game. 
- I successfully use lift’s velocity to go inside a narrow space, and I found that 

very satisfying, personally. 
- I have used the Berserk, and not found it too powerful. 

 
- C.Guillaume: 

- Globally I’ve found the game intense, and there was never a moment when 
you don’t see someone. 

- I haven’t found the Rocket Launcher at all. 
- I have never been on the map’s center, on the main platform. 

 
5. Heat Map 

/!\ Missing Heat Map file /!\ 
 

6. Conclusion 
a) Overview 

According to this playtest, the distribution of all weapons should be reviewed, as none of 
the players could easily find them. Players felt the game rather nervous without too long a 
break. The map is easy to read in the sense that players have never been lost, and always 
knew where they were in relation to their flag and base. Traffic is poorly distributed as few 
players have used the upper deck in the central area and descended via the slope leading 
to the Rocket Launcher. 
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b) Urgent problem 
● Weapon distribution. 
● Berserk pickup placement 
● Top main platform 

 
c) Secondary Problem 

● Health Vials aren’t picked seen 
● Spawn height 

 
7. Modification for next iteration 

● Replace the Link Gun and Rocket Launcher weapons in front of the spawns exit and 
at the entrance of a passage to suggest that players go through this path, without 
being forced to do so to recover a weapon as in the first map version (v1.0). 

● Expand the corridor leading to the sniper tower and the window from inside the base 
showing the sniper room, in order to facilitate exploration for the discovery of the 
Shock Rifle and to give more lines of sight towards the inside of the base. 

● Model the upper deck by creating more opening to the lower platform to provide 
players with more action options and to facilitate traffic flow. 

● Move the 100-point armor pickup to the center on the upper deck to give players an 
additional goal to come on it. 

● The new bridge must have a platform that allows players in the sniper tower to jump 
directly onto the bridge. 

 
 

 

B. Playtest # 2 (01/12/2017) - P.Italo/S.Remi vs 
B.Hubert/C.Arthur (+ 2 bots) 

1. General Informations 

The goal of the playtest  Main paths took & weapons placement & 
new upper deck. 

Players  None have played this map. Aren’t new to 
the game. All like FPS (most recently have 
played Overwatch). (all male) 

Result/Score  Blue 2 / Red 3 

Game Time  10: 24 minutes 

Map version  2 (01/12/2017) 
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2. Observations 
a) Circulation 

- Players use sides corridors 
 

b) Pickups 
- Weapons are picked up. 

 
3. Bug(s) 

- / 
 

4. Feedback 
a) In-game  

- P.Italo: 
- “Laugh” 
- “I walked into the spawn with the flag!” 

 
- S.Remi: 

- "Oh, no, no, no, no, no!" 
- "100% camping." 
- "Try to score, come on!" 

 
- B.Hubert: 

- "Lifts are awesome!" 
- "Get out of here!" 
- "OMG" 

 
- C.Arthur: 

- / 
 

b) Post-game 
- P.Italo: 

- I like the use of lifts/elevators. 
- There was a moment when I was able to enter the opposite spawn room 

spawn with the flag. 
 

- S.Remi: 
- When you have a flag, camping is encouraged. 
- I find the space in the center too big. 
- The jump from the sniper tower to the bridge is too difficult, I almost never 

made it. 
- I had no problem finding weapons, except for the sniper or I had to explore a 

little. 
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- I didn't use the elevators to jump higher. 
- We can do spawn kill. 

 
- B.Hubert: 

- I like how you can use the elevators. 
- There are a lot of close fights and also long range fights with the sniper. 
- The raised center part is pretty cool. 
- It allows several styles of play. 

 
- C.Arthur: 

- There is good visibility, I didn't get lost and I knew where I was going. 
- I have often taken Health Packs and vials. 

 
5. Heat Map 

 
 
 

 
6. Conclusion 

a) Overview 
This playtest shows that players all managed to take all the weapons easily and quickly, as 
planned. The match lasted a long time but it was getting more and tenser until the end. 
Traffic is better distributed on the sides and in the Shock Rifle tower, the bridge is much 
more used by players, as expected. Nevertheless, twice in the game, one player from each 
team managed to take the opposing flag and protect it for a long time in a corner by healing 
himself with the healing packs while waiting for the rest of their team to kill the opposing 
carrier. Finally, a player managed to pass through the opposing spawn room before the 
door to protect it closed, but he didn't have time to kill any players inside. 
 

b) Urgent problem 
● Weapon distribution. 
● Berserk pickup placement 
● Top main platform 
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c) Secondary Problem 
● Health Vials 
● Spawn height 

 
7. Modification for next iteration 

● Place the spawns high enough so that no player can enter them from the outside in 
any way, but low enough so that players leaving the spawn do not lose health points 
when they fall. 

● Protect the spawns with a screen that blocks only projectiles, and transparent so that 
players who appear can have a more strategic choice. 

● Reduce the radius and height of the pillar between the spawns and the flag 
significantly to increase the exposure of the flag area and remove a corner that 
encourages camping, but leaves the pillar height to a player's shoulders. 

● Enlarge the platform or player in the tower 
 
 

 
 
 

C. Playtest # 3 (05/12/2017) - B.Michel/B.Hubert vs 
S.Remi/K.Hugo (+ 2 bots) 

1. General Informations 

The goal of the playtest  Main paths took & weapons placement & 
upper deck & new spawn. 

Players  Most have played this map before. Aren’t 
new to the game. All like FPS. (all male) 

Result/Score  Blue 3 / Red 1 

Game Time  8: 19 minutes  

Map version  3 (05/12/2017) 

 
2. Observations 

a) Circulation 
- Players aren’t lost. 

 
b) Pickups 

- All weapons have been picked up at least once. 
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3. Bug(s) 
- / 

 
4. Feedback 

a) In-game  
- B.Michel: 

- / 
 

- B.Hubert: 
- “Sh*t the bastard!" 

 
- S.Remi: 

- "Oh, it was too cool, I came from the sky!" 
 

- K.Hugo: 
- / 

 
b) Post-game 

- B.Michel: 
- “I managed to score by jumping with an elevator.” 

 
- B.Hubert: 

- I like the location of the snipers. 
 

- S.Remi: 
- There are no more spawn kill issues. 

 
- K.Hugo: 

- I didn't have a problem finding weapons, or Health Packs. 
 

5. Heat Map 
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6. Conclusion 
a) Overview 

The playtest shows that players all enjoyed the game, and the game was nervous. No 
player was able to enter the opposing spawns and camped. The heat map shows that the 
circulation is quite well distributed, there is no unused area and there has been a long 
face-to-face between the two snipers since the rounds which have created a lot of tension 
among players. More players have understood and managed to use the elevators to jump 
higher and get the flag back to the base, faster. The pickups were all commonly used 
except for the two Health Packs below in the bases which were only used in case of 
emergency by some players. 
 

b) Urgent problem 
● / 

 
c) Secondary Problem 

● The new spawn might be too high? Even if players do not take damage when falling. 
 

7. Modification for next iteration 
● Do more playtesting to get more feedback, especially on the use of Health Vials, the 

Berserk power-up, and finally on understanding the various operation of 
elevators/lifts. 
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