
1GAM140 - Annotated 3D Level Design

1

2

2

1

Player

Main Path

Melee Enemy

Ranged Enemy

Locked Chest

Chest Key

Healing Potion

Crystal (Goal)

Map Key

In this level, the player must journey through Dark Argyfirth, 
a cyberpunk shanty town made from random junk and scrap 
collected from scrap piles across the area. The goal of the level 
is to send power to the main elevator, and ride it to the highest 
point in the town, where the player can steal a crystal that holds 
immense magical and electrical powers.

Point 1 represents the start and end of the elevator ride, and 
Point 2 represents the start and end of the cable ride

This is a basic dungeon for an open world rpg that uses standard 
melee/ranged combat mechanics similar to Skyrim
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The level constists of a large amount of metal cubes. I chose to use bright blue light for the 
crystal since it constrasts the rest of the dark environment. The sky is grey because
I didn’t have incorporate a skybox since this is just a blockout.

This area is a simple winding passage that leads to the entrance, and the lookout point. There 
are no enemies to fight. The top of the tower can be seen from the very beginning, and the 
light from the blue crystal is visible as well. This serves as the main point of interest to drive 
the player forwards, and gives them an idea of where they are supposed to reach. The winding 
passageway also helps obscure the entrance to the town until the very last moment

Entrance Passageway
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This is a raised area. The cable on the pole draws the players eye towards the top of the tower, 
but there is nothing else to do here at the start of the level. This serves as foreshadowing for 
the end of the level, were they player rides the cable from the top of the tower to this area

This is a mostly empty room, containing one golem guard that begins attacking the player. 
Due to the fact this is at the beginning of the level, the golem takes several seconds to form, 
allowing the player plenty of time to prepare themselves. This room would also contain 
random junk scattered around, functioning as way of further emphasising that the people that 
live within this town are junk collectors

Lookout Point
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Melee Golems are the most common kind of enemy found 
in this level. They consist of 2 spherical crystals, known 
as Golem Stones, which begin drawing dust and scrap 
from around the room after being approached, eventually 
forming a monster with similar proportions to a human 
baby. 

Its main attacks involve charging at the player, trying to 
suffocate the player in its dusty body, or trying to bite the 
playerwith its surprisingly sharp teeth. 

When any type of Golem is damaged, it can heal itself 
by collecting dust if there are any piles of dust nearby. 
Therefore a good strategy as a player is to destroy any 
piles of dust in the room before they can be used against 
you. 

The Golem’s size and strength scales directly with its 
health, and by the time a Golem hits 0 health, it is 
reduced back to the spherical crystals, which can then be 
destroyed with any piercing attack.

Melee Golems

The elevator room contains 3 doors other than its entrance: The north door is a broken 
elevator. There is a sign pinned to it explaining that the elevator is out of order because the 
power to it has been diverted. The west door is a one way door that cannot be entered from 
this section of the game. The east door leads to a staircase leading to the bridge. 

Initially hidden from view is a health pickup. There is also a melee golem, which would be 
hidden from view until the player enters the room, directly triggering its formation.  The player 
is able to easily enter/exit the room through the southern door, allowing them to use the wall 
seperating the elevator room and the foyer as cover.

Elevator Room
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This area consists of a bridge area, except there is 
no bridge present. Below the platforms is a large pile 
of toxic sludge that instantly kills the player upon 
contact, to prevent sequence breaking.

To summon the bridge, the player must simply pull a 
lever positioned on the wall. This teaches them that 
levers can be interacted with. After pulling the level, a 
bridge slides out from underneath the platforms and 
the player can walk through it into the cafeteria
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This room is a large dining hall, filled with tables and chairs that can be used as cover. There 
are 3 melee golems placed inside, which the player must defeat. The combination of multiple 
golems provides a unique dynamic since they can swarm the player. This encounter serves as 
the mid-level encounter, representing a spike in difficulty. It also serves as the final encounter 
that teaches golem mechanics: The foyer encounter introduces golems in a low risk scenario, 
the elevator encounter introduces the player to using cover to gain an advantage, and this 
scenario introduces the player to their group swaming capabilities

Cafeteria
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This room is a staircase that also leads to several stockrooms. The closest room to the room’s 
entrance contains a health pickup, since the player is probably going to be on low health after 
the last few encounters. There is also another room on that floor, which contains a locked 
chest. The locked chest room overlooks another room, which contains a key. The key will 
be clearly visible from the top. The player is not able to jump over the ledge because in the 
finished level there would be railings in place. 

At the bottom of the stairs is a single ranged golem. This serves as a basic introduction to the 
enemy, since they are not particularly difficult to deal with in an isolated situation like this 
where the player has access to large amounts of cover

The health pickup room has brighter, more 
sterile lighting than the other rooms, since this 
is meant to represent some kind of medical 
area

Stockrooms
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This area is a wide outdoor passageway 
containing a Melee Golem and a Ranged 
Golem. In the finished level there would 
be barrels that the player could use for 
cover. This section introduces the player 
to the relationship between melee and 
ranged golems: The Ranged Golem provides 
additional fire for the Melee Golem, while 
the Melee Golem protects the Ranged Golem 
from harm, since they Ranged Golems do not 
have particularly high health since they use 
their health as ammunition. 

As shown in the lower image, the player can 
see the top of the tower and the blue light 
coming from it as they exit the stockrooms, 
reminding them of their goal

Ranged Golems can fire their body mass at the 
player from afar to deal damage. This also means 
that with every shot, they lose health and get 
smaller.

To defeat them, players should bait them into 
wasting their shots until they’re weak enough to 
easily dispose of with a piercing weapon

Alternatively the player can shoot at them with 
a ranged weapon, and although most ranged 
weapons aren’t particularly good at cutting down 
their health, they are good for deadling the final 
blow

Ranged Golems have blue golem stones instead 
of red like the Melee Golems, and their bodies are 
tinted blue

Boulevard

Ranged Golem
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The power station is the final encounter of the level. The player must fight a Ranged Golem that 
is positioned on the other side of a metal walkway, while 2 Melee Golems work together to try 
and prevent the player from reaching it. This serves as the “final exam” encounter, combining 
everything that has been shown in golem combat encounters so far.

After the player manages to defeat the golems and reach the other side of the bridge, they 
are presented with a control panel, with 3 coloured buttons, which toggle the glowing lights 
on the giant coloured power cylinders on the other side of the room. In order to reactivate the 
elevator, the red, green and blue cylinders all need to be activated. 

After this, the player can reenter the elevator room through the one way corridor

Power Station

1

2

2

1



8 9GAM140 - Annotated 3D Level Design

Once the player returns to the elevator room, they can now enter the main elevator, which is 
open and lit up. After entering the elevator, the doors close, and they travel up to the top of the 
tower

The observation tower consists of a windowed room where the blue crystal is on display for all 
the world to see. The player can use this observation point to look out the window and see a 
large amount of key locations to inspire them on where to head next. Ambient sounds such as 
wind would be used to indicate how high the player is above the ground, as well as some kind 
of humming sound coming from the crystal.

Once the crystal has been taken, the room is plunged into darkness, before red lights turn on 
and alarms start blaring. This is to give the player an artificial sense of urgency      

Elevator Ride

Observation Tower
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Now that the crystal has been stolen, the player can jump onto the cable, and ride it like a 
zipline down to the lookout point at the start of the level, and leave through the entrance 
passageway

Grand Finale
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