MY DESIGN INTENT

Introduction

“.. form ever follows function...” (Sullivan, 1896). This was written in a magazine back in
1896 by architect Louis Sullivan. However, this designh philosophy does not only apply
to architecture; in fact, it is part of my method in approaching level design. In fact, one
of the first few things that | learnt in DigiPen Bilbao was to imagine how a normal person
would utilize the space that you created. In this report, | will discuss my work, my past
approach, and how I’ve changed and managed to develop a workflow to create
something believable and fun for players.

Methodology

Believable is Natural

Using empathy, | realised that, if | could put myself in the shoes of the person who lives
in a situation, what are the things that | would want given different constraints: time
period and eras, wealth and poverty, space and the lack thereof, etc. These were what |
would apply to myself before | start any level design and what made my level designs
feel “natural”. In fact, the word | would use now is, believable. Something natural to one
might be unnatural to another; an alien might not use the same facilities that we require.
However, if we make something that is believable to that person/environment, then that
can invoke a sense of naturalness to the design of the space itself.

Inspiration: Similar yet Different

Inspiration is powerful, but unreliable. Playing on the idea of not reinventing the wheel, |
would apply this to make something “Similar yet different.” Most media existin some
form or another, be itin music, videos, or games. What’s important is what separates
that, and in this case, this is what | would focus on. Difference is more often than not
what makes an idea unique. In fact, | have had many instances where this method
would trigger a new Inspiration of its own.

Projects

The strongest examples of the application of my workflow as of 2026 were displayed in
the following projects. Here, | was able to apply my approach to arrive at environments
that were both believable and, at times, help players anticipate what is to come through
conditioning or expectations.



One Way Out

Gamepiey: Theme: Pirate Ship Legend:
1. Player spawn in the center of the bottom left room. g . PO .
g RATS Description: This is a 2D representation of a 3D game. It is designed with
ol o e Rowt the player's line of sight and what they can notice/ see when playing the Scissors (Used to cut the rope on the canon)
% Canon Bad 5 € sl Kiterwcsing with (ke shouid pive a e e, Asthe payeris on a shp, titing the ship s partof it main gamaplay v -
saying "If this line isn't here, the canon would just slide down D L LR L R o
this tilted boat*
- A broken door. Interacting will say "If only | have something Light Blue Key (Used to open the Light Blue door)
heavy to break this door.
- Shelves with one containing a scissors % Oars (Needed to take the boat and escape)
3. Player should then use the scissors to cut the rope on the

cannon and the cannon will slide down to the broken door
smashing it open.

In doing so, the boat will tilt even more. This will cause the shelf
blocking the red door to slide down as well.

4. Player now has access to the bottom right room.

5. After Exploring they will find a red key in the shelf in that room.

6. Player will use that key to open the red door.

7. After passing the red door, the player should notice that the
chandelier relative to the ceiling is tilted to the right of the boat and
swinging slightly due to the shift in weight distribution just now.

8. Exploring the large center room should give the following:

- A empty key shelf on the bottom left that should contain the
Light Biue Key

- The Light Blue key behind bars which contains 5 Barrels.

- Interact with the purple door to note that it is jammed and
cannot be opened.

- Interact with barrels and note that they can pull or push the 6
barrels in the center room.

9. Player should then note that their previous action with the barrel
caused the boat to it so they can try and move the barrels to the
left to make the boat tilt the other way.

10. After doing so the boat should tilt to the left, and the Light Blue

Key should then be slid out of room of barrels behind bars.
11. Using that key they can open the Light Biue Door.
12. They will see the escape boat but interacting with it will tell the
player they need to find the oars. 50
13. Exploring more, player will see a ladder.
14. Interacting with the ladder they will be prompted to either carry 9 50

Boat (Need Oars to initiate escape.
Can escape without treasure

Broken Door. Need to use the cannon to slide
from left of boat to right to break

I Red Door (Need Red Key to open)

A shelf blocking the Red Door

- le away after sliding the Canon to breal
(Will Slid fter sliding the C: break
Broken Door)

Un-openable Door (Player can see through this door)

500

Light Blue Door (Need Light Blue Key)

Open wall/Broken wall
(Player can see through this wall)

Interact-able Shelves

the ladder or climb the ladder. % i i
15. After entering the upper storage area, they will see the oars. I. gaen::gglul?b‘r:ap: ﬁué‘?ﬂ:‘rj)se sessoroletitrolio
16. (Optional) If they are sharp they might see that across the 7
broken wall, on the other side of the boat there is treasure. Y Interact-able areas (To get information on the object or

the state of it)
Without the treasure: .
17a. They can just o to the escape boat and leave. Barrels (Can be moved, push/pull, by the player)

Getting the tmesixe: BB crest (optional (For completionists)
17b. Player will go down the ladder and remember they can pick up
the ladder. Ladder (When interacting, can choose to pick up or climb)
18. Player pick up ladder and move towards the high broken wall of
the right upper storage area with the treasure.

19. Player put down the ladder and climb the ladder. % s R
20. Interacting with the treasure will add the treasure to inventory. wchandener (Tilts based on the ship’s tilting)
21. Player can now escape with the treasure and board the escape

boat.

Fig.1.1 Design PDF of One Way Out

The theme here is a pirate ship. The main concept was to play with the idea of tilting and
perspective. The designed map was meant to be made as a 3D game, such that all the
visual storytelling, foreshadowing, and visual hints would assist the player in finding
their way through the escape room.

Process

To have an environment that changes to solve puzzles, | chose the setting of a ship.
Using the existing knowledge of players where weight can dictate the tilt of an objectin
the ocean, | used a chandelier to indicate the tilt of the ship. This then foreshadows that
other items could be shifted with the tilt. Being a design of a 3D space, | realised player
perspective can be exploited as well; therefore, it was made such thatin the process of
clearing the game, the treasure is visible and acts as a hint on how to collect it.



WFH 1

Theme: Shophouse of a Fisherman “Heya! McKrilly ‘ere! Want some fish?
You've come to the right place!
Aquarium All fishes come fresh right from ma’ boat,
processed and stored here in my fish shop!

Why is the shop smaller on the inside? Well

this is my home as well of course! How else

to show my love to the ocean than to live over it!
Let me show you around!

You can leave ya’ coat right ‘ere, I'll go wash mah
boots and we can enter.

Dis’ the Living Room. Over by the clock are the
beautiful fishes that can’t be eaten haha!

To the left is my Kitchen, and to the right is where
my toilet, shower and bedroom is!

*71 Eishing/Equipmenti Mobland|Bucket

Where did the delicious smell come from earlier?
Ah, lured by the nose did’ya. Well BBQ is my hobby
after all, so | was grilling some of my catch out back!

Occupation: Fisherman
Hobby: Barbecuing fresh catch Have a sit, I'll treat ya’ to some!”

Fig. 2.1 Annotated Version of the WFH Map

Looking at Fig. 2 .1, it is quickly understood that this is the home of a fisherman. | may
look unimpressive to some, normal to others. That is, in fact, mission accomplished.

Process

The goal was to make something believable. | considered what the most interesting
depiction of a unique house is. The answer: Vietnam's floating homes. From there, |
thought, people who live in such places would be hard-pressed to get food as we do,
meaning they'd likely rely on fishing. From there, | recalled that there was a unique
home from Stardew Valley, Willy’s Home. He had a boat in the back, but the layout and
facilities of his home never quite made sense to me. Therefore, | made it my goal to
make a more believable version of Willy’s Home.



4-Koma

3333335

Fig 3.1 Design of the Map for 4-Koma

This projectis done using the Open-Source software Mega Man Maker. My main goal for
this design is, despite Mega Man being a game where you're meant to "Run and Gun,"
what if a level made environmental hazards the main focus instead?

Zone Cadence

Mechanics
Zone Screen | Cadence Intensity
A Timing a climb past fire pillar activation 1 1 A 1/5
B: Ladder Hopping 2 1 A+B 3/5
C: Momentum Centrol at medium speed 3 2 A 1/5
D: Tumping 4 2 Cc+D 2/5
E: Shooting 5 2 C+A 2/5
A': Timing a fll past a fire pillar activati d : 2 —
' Timing 2 past a fire p activation 7 3 D<E 375
A’ Timing a disappearing block B 3 D 175
A’ Timing a Moving Platform a 1 A+ C 275
A7 Timing disappearing block while avoiding projectile 10 4 AT+ CT 4/5
C’: Momentum Control with low speed u 4 A+ c 2/5
C”': Momentum Control with high speed 12 4 C, - 35
13 4 A" +D(+B) 5/5
() Parenthesis is used if there is an optional mechanism that can be used. 14 4 A7+D(+B) 4/5

Fig 3.2 Mechanics and Cadence of 4-Koma
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Fig 3.3 Intensity Chart of 4-Koma



Process

Due to my lack of experience with platformers, this is one of the examples where | did
not get any insight to work from, so | first went through all the blocks and items that
were available to me and kept a mental note of what | had at my disposal. From there, |
threw everything into a level, replicating the feeling of speed from my favourite
platformer, Celeste (Similar yet Different), and tried to identify what felt enjoyable to
play. After which, | discussed with people around me regarding cadence, and that's
when an insight into the level structure emerged. From there, it was a matter of
tightening the player experience and how they will feel as they play the game.

Conclusion

My design philosophy circles back to the idea Sullivan captured over a century ago:
form should follow function. For me, that means believability, spaces shaped by
empathy and constraint rather than aesthetic instinct alone. Getting there meant
moving past the assumption that "natural" meant chaotic or symmetrical, and learning
to design from the perspective of who a space is for. I've also come to understand my
own process better: Inspiration drives my strongest work, but since it isn't always
reliable, | built a method around it to keep moving even when the vision isn't there yet.
Across One Way Out, WFH 1, and 4-Koma, this approach has held up across different
genres and constraints, and | expect it to keep evolving as | take on more complex
projects
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