NEXT Level Design Competition
Master Features List & Glossary
Please refer to this Glossary to find brief explanations of Level Design ingredients you are encouraged to use when creating 2D Maps as part of your Mission Design Document (MDD). 

There are a lot of ingredients to pick and choose from but please do not feel pressured to use all of them. Your design work will suffer if it’s obvious that you’re simply attempting to cram in as much as possible. Be mindful of what you choose to include and don’t overdo it.
Gameplay Ingredients
	Icon
	Name
	Description
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	Ladder
	A climbable gameplay object, usable by the Player and NPCs. These can be static or require an interaction to be accessible to the Player. Be specific if an interaction is required before they can be used by the Player.

When placing these on top-down maps, be sure to include them for all floors they touch. Ex. A Ladder on a 5-storey building that connects 1F to 3F should be visible in the 1F, 2F, and 3F floorplan views of that building, but not on the 4F and 5F views.
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	Locked Door
	An impassible door that’s unlocked only by a Key or an Access Code**. These must be included in Exterior and Interior map views.

There can be multiple Keys or Access Codes that can open a door, but it must be either Keys or Access Codes but never both. Ex. 2 Keys can unlock the same Locked Door.

It is assumed that a Locked Door is locked from both sides unless stated otherwise. If you intend to have a Locked Door that is only locked from one side (ex. Exterior-facing side) but openable from the other (ex. Interior-facing side), you must communicate this clearly. A Locked Door that is only locked from one side can be implemented with or without a corresponding Key or Access Code.

Please be very specific about how a Locked Door is unlocked!

**Access Codes can be found in a Document, please see the Interactive Items And Vehicles section for more information on Documents.
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	Key (For Locked Door)
	A gameplay object used to unlock a corresponding Locked Door. It can be pre-placed in the environment or held by an NPC.

Be sure to specify which Locked Door any Key corresponds to.
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	Unlocked Door
	A door that is left unlocked – it is not locked by a Key or Access Code. These must be included in Exterior map views to mark entrances from Exterior to Interior spaces. 

They do not have to be used on Interior map views -- unless you feel it is important to do so.

	[image: ]
	Objective
	A generic marker to indicate the location of an interactive object that’s not covered elsewhere in this Glossary. 

For example, you could use this marker to represent an interactive wheel crank that the Player must turn to perform some operation. Please be very specific about your intentions when using this marker.
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	Light Switch
	Gameplay object used to control selected lights of your choosing.
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	Electrical Breaker Box
	Gameplay object that disables all electronically controlled devices (lights, cameras, keypads, etc.) within a specified area.



	

Hazard Ingredients
	Icon
	Name
	Description
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	Alarm
	The Alarm can be mounted on a wall that has a complimentary light to indicate if the speaker has power or if it is disabled. 

If the Player chooses to interact with the Alarm, they will disable it. 

If a guard tries to use a disabled Alarm, it will enter a Panic -state and move to attack the Player (if detected).
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	Camera
	The Camera is a rotating detection device that can alert nearby enemies. If the Player is spotted within its cone of vision, it will alert all enemies in a [20m] radius.
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	Laser 
	The Laser can be placed to block the Player from progressing down a path OR used as an environmental hazard to damage the players OR as a tripwire trigger.
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	Light (Fixed/Spot)
	A light that illuminates a specific area that creates an area of danger as it illuminates the character to the enemies.


Interactive Items 
	Icon
	Name
	Description
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	Document 
	A paper note that can be pre-placed in the environment or held by an NPC.

A Document can contain interesting narrative/world-building information or an Access Code. Access Codes can be used to unlock the corresponding Locked Door**. Be sure to specify which Locked Door any Access Code corresponds to.

**Please see the Gameplay Ingredients section for more information on Locked Doors.

	[image: ]
	Treasure
	A valuable object that can be pre-placed in the environment or held by an NPC.

Treasure can be used to reward the Player for exploration, combat, and so on. 

Please be specific about the context of a Treasure item (Ex. It’s an indestructible Gold Bar, etc.) when placing these.


Terrain or Structural Features
	Icon
	Name
	Description
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	Stealth Entry
	Any entry point (interior or exterior) that is used to encourage Stealth playstyles. These might simple environmental affordances like a hole in an opaque wall/fence the Player can move through while crouched or a hole in a roof the Player can drop through instead of using a door or window.

Please be very specific about the context when placing these. 
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	Vantage Point
	A raised position from which the Player can observe, plan, and begin to execute their approach into a nearby location. Ideally, a Vantage Point should show some – but not all – of the ingredients and enemies inside a location.

It’s suggested, but not mandatory, that you use multiple Vantage Points; each showing a different perspective of the location.
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	Building Storey Height Marker
	Used to show the height (in storeys) of a building. These should be included in Exterior map views where there are structures of differing (storey) heights.

	[image: ]
	Elevator
	A freely accessible elevator that is not specially locked. Should be placed on every floor that it can travel to/past, even if it does not open on a particular floor that it travels past. (If it does not open on a floor that it travels past, make sure it is clear as to why.) 

The internal Elevator carriage can fit 1 to 4 occupants.
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	Stairs (Bi-directional; Up and Down)
	Stairs that have an accessible floor above and below the current floor.
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	Stairs (Uni-directional; Down)
	Stairs that only have an accessible floor below the current floor.
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	Stairs (Uni-directional; Up)
	Stairs that only have an accessible floor above the current floor.
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	Open Window
	An open window that the Player and/or NPCs are free to move through.


NPCs
	Icon
	Name
	Description

	[image: ]
	VIP
	A Very Important Person (VIP). A VIP could be an NPC with important information or some other objective that requires interaction. They can also be a hostage. Hostile NPCs will be alerted or attack the VIP on sight if they are seen outside of the designated holding area.


Hostile Archetypes
	Icon
	Name
	Description
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	Guard
	A hostile AI that will engage the Player if they are spotted.

When placing Guards in the map, be sure to specify if they are static or patrolling, or if they are using a specific weapon which would alter their engagement of the Player (E.g. Guard is using a sniper rifle).


Annotation Markers: Numbers, Letters, and Pins
	Icon
	Name
	Description
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	Alphabetic Marker/Annotation
	Use this to annotate maps in any way you like! Please match up annotations to a legend or written component somewhere, that way the context(s) of the annotations are clear.

Example use case: Can be used to indicate name and/or function of structures on a map.

A) Hospital
B) Ambulance Parking Lot
C) Garden
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	Numeric Marker/Annotation
	Use this to annotate maps in any way you like! Please match up annotations to a legend or written component somewhere, that way the context of the annotation(s) are clear.

Example use case: Can be used to represent locations of sequenced events on a map.

1) First Reinforcement wave arrives here, using a land vehicle.
2) Second Reinforcement wave arrives here, using a water vehicle.
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	Pinpoint Marker/Annotation
	Use this to annotate maps in any way you like! Please match up annotations to a legend or written component somewhere, that way the context(s) of the annotations are clear.
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	Compass Rose
	Place this marker on each of your maps so that viewers have consistent orientation. Ensure it’s correctly pointing North if any maps in your submission package have a different rotation with respect to any other maps.
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