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[bookmark: _Toc151565781]High Level Overview
[bookmark: _Toc151565782]Level Goals
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[bookmark: _Toc151565783]“The Barn – KOTH_Barn”
The main goal of this level was to create a small sized map, utilizing low and high ground to create interesting gameplay flow, manipulation of sightlines to create choke points with flanking options, and have a large building in the middle that contains the capture point. The aim was to create a cramped feel, but without limiting movement options or forcing people to tunnel through certain areas.
The map will also be split into multiple different lanes, with each level of verticality joining up and creating their own individual lane as well. The map should cater to most playstyles and most classes, considering the items each class can get, and abilities they have access to.
[bookmark: _Toc151565784]Motivations and Inspirations:
· TF2 Maps
· Sawmill – Large center building and wooden aesthetic
· Viaduct – Multiple height levels and long sight lines
· Resident Evil 
· Resident Evil 4 – Specifically, the barn section boss fight
[bookmark: _Toc151565785]Main Objectives
	#
	Objective

	1
	Create multiple levels of verticality for the players to use, providing extra flank paths

	2
	Create a large middle building where most of the combat will take place (Storing the capture point)

	3
	Maintain the feel of being cramped, but having options to move around where necessary

	4
	Scatter pick-ups in natural locations (where players expect them to be, place them there)

	5
	Cater the map to every class and item possible, playing to their strengths and weaknesses



[bookmark: _Toc151565786]Secondary Objectives
	#
	Objective

	1
	Split the map into basic “lanes” for the players to split into

	2
	Make the level simple in design, so that returning players and new players can have a similar experience

	3
	Dress and style the level to suit the “Barn” theme

	4
	Make sure the level is inescapable, no holes in the scenery plays can escape the play space with

	5
	Make the level symmetrical to help with memory and natural actions when it comes to navigation.









[bookmark: _Toc151565787]Design Considerations
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“Blue side set up near the capture point – KOTH_Barn”
Creating a map with a large middle building where most of the fighting takes place runs the risk of it being too one sided. Because of this, the level will be designed to have multiple entry point, flanking routes and sniper sightlines to keep players moving and never getting the feeling of being safe. 
Using props and walls to cover certain sightlines, and clever use of signposting will be the best imperative here, guiding the players down certain routes without making them feel like they have no other options.
Creating natural Points of Interest that gravitate fights and player interaction will also be a good idea, as having a variety of different POI’s will create a healthier map meta.





[bookmark: _Toc151565788]Simple Map Layout
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[image: ]Expected Player Experience
Players will not take long to realize the power of the sniper, engineer and pyro on this map, the twists turn and close quarters combat is great for the pyro, while the sniper has multiple spots to set up with great sightlines. Engineers will also have fun knowing that there are a lot of spots for teleporters and turrets to deal maximum carnage.



The simple layout with the symmetrically of it will mean that repeat matches on the map will be easier, as the layout is very easy to remember. Each lane will be memorable, call outs will be easy to understand, and overall the players will be able to have fun.


[bookmark: _Toc151565789]Map Overview
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Description automatically generated]Map Layout – Shows the symmetricity of the map, Red and Blu Spawn rooms, Capture point and Props.
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Description automatically generated]Higher Ground – Shows the Parts of the map considered “High Ground”
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Description automatically generated]Lower Grounds – Shows the Parts of the map considered “Lower Grounds”
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Description automatically generated]Point Map – This map splits the map into sections, showing how each section mirrors each other, and creating areas that can be used for combat and differentiation.




[bookmark: _Toc151565790]Player Paths 
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“KOTH_Barn – Red and Blu side player paths”
Lanes are an important part of the overall flow of the KOTH game mode. Each lane has at least 2 paths to take, with even more branching paths capable of being taken. The large number of lanes that the players can take serves to help players retake objectives, make impressive use of sightlines, and hold objectives.
In the opposite of this, the number of lanes can prove to be a downside to the people defending the point. Having so many sightlines to cover will encourage constant movement, encouraging engaging more than turtling or camping certain sightlines.


[bookmark: _Toc151565791]Conflict Points
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	#
	Conflict Points

	
1

	The main capture point – Most of the conflict will happen here, with each team attempting to take the capture point from each other, most of the fire targeted here to keep the enemy off the point, creating an opening to take it for your own team.

	2a,2b
	Entry to the capture zone – Long sightline with cover to hide behind, perfect for snipers and engineers to set up choke points

	3a,3b
	Sniper Spots – Using the sniper points to take out stragglers on the enemy team, and sniper battles on the opposite side

	4
	A smaller battle arena – if a team has control of this area, they have a quicker way to access the capture point

	5a,5b
	Barn doors – large open spots that lead to the capture point, perfect for attempting to funnel enemies


[bookmark: _Toc151565792]

Choke points
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	#
	Choke Points

	1
	Long sight line to capture point with lots of cover to hide behind, also viewable by sniper posts

	2
	Long sight lines, cramped with little cover, perfect for heavy’s and medics to push down

	3
	Small tunnel around the main choke point, still viewable by sniper posts but less conspicuous, perfect for spys

	4a,4b
	Barn doors, large open view of the capture point, hard for snipers but perfect for engineers and soldiers to maintain fire down



[bookmark: _Toc151565793]Points of Interest
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	#
	Point of Interest

	1
	Main capture point inside largest building

	2a,2b
	Window overlooking chokepoint, pickups in building on ground floor

	3a,3b
	Sniper Nest, pickups to fuel snipers

	4
	Small tunnel around chokepoint, perfect for spies and flanks

	5
	Small arena, perfect teleporter location





[bookmark: _Toc151565794]Rewards
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	Icon
	Reward
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	If the players can clear the area of enemies and enemy fire, a sniper can set up here, take advantage of the pickups near the location and provide cover for most of he team with this powerful sight line

	[image: ]
	If the player can clear enemies away, pickups will respawn here allowing for a quick boost in fights or retreat and restock
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	If the areas can be taken, these spots are great places to put teleporters, allowing for quick reintroduction of threats and faster ways to the capture point in the middle

	[image: ]
	If the area can be cleared, these spots are great to set up and defend turrets, since they are open enough for the turret to cause maximum carnage



[bookmark: _Toc151565795]Aesthetics (Look and Feel)
[bookmark: _Toc151565796]Visual Development
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[bookmark: _Toc151565797]Affordance
Since this map will be played blind for the first few matches, it is important to make the map natural, and make a good use of natural and physical signposting.
TF2 has lots of props, textures and decals to help with this, such as physical signs, color coordinated signs and textures, spray paint that can also be color coordinated, and many more.
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Here, I have used some subtle, and not so subtle techniques to divide the map into 2 sections, using graffiti, signs and textures to separate it between red and blu.
This is done to give each team a way to tell if they are on their side of the map without seeing the spawn or being overly familiar with the maps layout.
Natural Setups
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In places like these, I have placed class specific props in certain locations, showing that these are good spots to have a sniper position, an engineer turret or even a way for the scouts to make use of their jumps and speed.
The sniper rifle marks a good sniper location, and the blood splatter on the bar shows that you can potentially jump from the platform near and into the barn, but at risk that you hit your head and fall to the floor.
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I Also have these boxes set around the map, adding cover and obstacles for the explosion classes, making it easier to hide from them and more difficult to play upclose.
[bookmark: _Toc151565798]Balance 
[bookmark: _Toc151565799]Considerations 
I wholly expect Sniper, Heavy and Soldier to dominate on a map like this, thus the map should be tailored less to these groups and more to the other classes. 
In the changelog, I have shown how I have addressed these issues, by creating flank routes for the faster characters, giving the engineer safer spots to set up, removing sightlines and adding others, adding and removing health and ammo packs around the map to help with restocking etc.

[bookmark: _Toc151565800]Expected Issues
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	#
	Problem
	Solution

	1
	Long sightline that expands most of the map, potentially could cause spawn camping or tunneling
	Place more obstacles in the way to give cover to players coming down this lane.

Reduce the maneuverability of the players that are tunneling the lane with obstacles making them easier to deal with

	2
	Another long sightline, this time cramped and without much cover
	Add more cover.

Expand the walls and paths that can be taken to avoid this sightline

	3
	Small tunnel for spies and flanking, however it feels too short and may not fit the job it has been given
	Expand the tunnel.

Make the tunnel longer.

Add pickups to the inside of the tunnel to better tell if a player has been there recently

	4a,4b
	Long sightline stretching the entire objective, with little to nowhere to hide from enemy fire
	Add more cover on the objective.
 
Add more cover on the sightlines to stop the capture point being so open
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