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Level Design Document
[bookmark: _Toc20645028]Level Information
[bookmark: _Toc20645029]Quick Summary
Level 3 of the multiplayer custom campaign, “Cabin Fever” in Left 4 Dead begins on the  “Nature Trail” just outside of the “Neighborhood” that the player must progress through to breach the Cabin in the Wood Finale. This level is about 5-6 minutes of playtime and it takes place in the evening along the dark, dense, and foggy Nature Trail that veers off into the woods. The player will navigate through thick tree lines, tight pathways, and ditches that transition into the deep woods. The survivors must travel to the nearby utilities maintenance closet inside the Nature Trail to breach the deep woods that leads them into the Cabin in the Woods.
Help the survivors navigate through the Nature Trail to make their way to the “Cabin in the Woods” finale to evacuate the Rural county
The players will navigate through the Oak Pines Nature Trail which is about 2 miles long with mostly flat terrain and branching pathways that lead walkers back onto their main pathways. The trail is narrow with closed foggy dense corridors that can be creepy for the player(s).


[bookmark: _Toc20645030]Setting
The Nature Trail is located in the rural county just on the backside of a Neighborhood. It’s in the evening in a dark barely lit trail. Electricity isn’t present and much of the inhabited areas, like the parking lots just before the trail have cars with headlights to light the area. The trails have elevated ground above them and are burrowed behind the trails thick tree lines. 
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Figure 1:  Nature Trail Digital Map Draft (Top-Down)

	
Map Label
	Event Description
	Detail Information
	Approx. Difficulty (1-10)
	Approx. Time
	Wow?

	1
	Players exits the saferoom 
	The safe room will have light weapons such as the SMG and pump shotgun. of the back of a house where they'll notice a broken down fence, the player must explore the broken path up ahead
	0
	0:00
	N

	2
	Players will travel through the parking lot. Just up ahead is the Nature trail entrance
	The parking lot will have it’s first collection of infected the player should see within the parking lot, within trees. The infected will be surrounded by a few alarmed vehicles.
	2
	0:15
	N

	3
	The player will enter the Nature Trail.
	The trail begins here, use long line of sight views and closed combat weapons to your advantage for the narrow pathways.
	4
	0:35
	N

	4
	The player will discover the Public Restroom
	This restroom will either spawn Molotov’s, pills and pipe bombs for the player to grab. There is also a rescue closet there as well.
	5
	0:50
	N



	
Map Label
	Event Description
	Detail Information
	Approx. Difficulty (1-10)
	Approx. Time
	Wow?

	5
	The player will enter the stairs which is a bit of a wider corridor
	The stairs are slightly wider than the narrow paths before, players can use this wide view to sweep up the trail before them that splits.
	5
	1:50
	N

	6
	Survivors will encounter another branching trail.
	Infected will be spawned and available from both pathways and no path will be blocked off like the previous.
	7
	3:05
	N

	7
	After passing through the branching path players will make their ways back along the critical path and another set of stairs.
	The stairs brings the player to yet another branching trail that is blocked off by trees. Be sure to check the interiors ahead or blocked areas for supplies.
	6
	5:30
	N

	8
	Player's will discover the Nature Trails Welcome Center
	This space will have supplies for ammo, medicine and potentially advanced weapons.
	8
	5:15
	N

	9
	Beyond is an elevated Roundabout that the player must travel through
	This space should be used to fight off a horde with it’s wide view and elevation for the player to anticipate incoming infected. This is the highest elevation on the level.
	5
	5:35
	N

	10
	After the roundabout the player proceeds around the corner to what is the last wooded corridor before the safe room up ahead. 
	After making their way past the roundabout, a Tank has potential for spawning. This should push the player back to the roundabout and branching paths ahead. If you can, gain elevation on the Tank to take him out.
	7
	6:05
	Y

	11
	The survivors will approach the Safe Room.
	After defeating the Tank, the player should have the right of way to the safe room if they’re not too busy fighting off common infected amongst the trees. The safe room is just a utilities cabin along the trail path.
	2
	6:55
	N



[bookmark: _Toc20645033]Objective(s)
· Level 3 objective: Pass through the Nature Trail and make your way to the safe room within the Welcome Center to travel further into the deep woods to the Cabin for rescue.
[bookmark: _Toc20645034]Hook(s)/Gameplay Highlights
· Player will navigate through tight pathways with thick tree lines
· Players must stay together and proceed around corners of the nature trail cautiously to steer clear of special infected.
· The Nature Trail will have inaccessible elevated terrain beyond the thick tree lines that special infected can spawn and attack the player from
· Potential for at least one Tank and or witch encounter along the critical path.
[bookmark: _Toc20645035]Campaign 
[bookmark: _Toc20645036]Context
Cabin Fever is a custom Left 4 Dead standalone campaign. Players play as the traditional four survivors (Bill, Zoey, Francis, and Louis) as usual, however the scenario time is that they are in a rural town and must escape by any means necessary to the Cabin in the Woods nearby hoping they can find 
rescue away from the dense city population.
[bookmark: _Toc20645037]Backstory
The four players have just found each other as the last few survivors of the city and are stranded on one 
of the town’s rooftops. Together they agree that they must get out of the town and head for the rural less populated forest area as quickly as possible. Their hopes are to find rescue once they escape the town into the rural area, but first things first: get the hell out of TOWN!

The Nature Trail that the players must travel is called the Oak Pine Trail. It’s about a couple mile longs with branching pathways, a restroom rest stop and an Welcoming Center as well. The Nature Trail is breach-able through the parking lot.

[bookmark: _Toc20645038]Aftermath
After the players travel through the Nature Park reserve and breach the Welcome Center streets to make their way to the evac location at the Cabin in the woods.
If successful, the survivors will have victoriously completed the campaign and live to tell the tale. As with
all Left 4 Dead campaigns, this campaign is standalone and does not reference other Left 4 Dead
campaigns. As this is the finale for our campaign there are no aftermath effects.

Failure: If the players fail, they will return back to the nearest Safe Room to restart the level.
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Figure 2:  Nature Trail Digital Map Restroom (Top-Down)
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Figure 3:  Nature Trail Digital Map Welcome Center (Top-Down)
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	Milestone
	Date

	LDD
	9/23

	Whitebox
	10/17

	Gameplay
	11/4

	Aesthetics
	11/25

	RTM
	12/13
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[bookmark: _Toc20645041]Visual Theme: Contact Sheet 1 -  Concept
[image: ][bookmark: _Toc460249679]Figure 4: Contact Sheet for Visual Theme 1 : Nature Trails Park Aesthetic
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[bookmark: _Toc460249680]Figure 5: Contact Sheet for Visual Theme 2: Nature Trails Park Lighting
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Figure 6: Contact Sheet for Visual Theme: Nature Trails Park Roundabout
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Figure 7: Contact Sheet for Visual Theme: Nature Trails Public Restroom
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Figure 8: Contact Sheet for Visual Theme: Nature Trails Welcome Center
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Figure 9: Contact Sheet for Visual Theme: Ending Safe Room
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	Map Label
	Description
	Type
	Priority

	1
	BSP Blockout Construction
	LD
	High

	2
	Nav Mesh
	LD
	High

	3
	AI Director
	LD
	High

	4
	Set Dressing
	LD
	High

	5
	Boss Zombie Spawns
	LD
	Medium

	6
	Rescue Closet
	LD
	Medium

	7
	Terrain Patching
	LD
	Low

	8
	Lighting
	LD
	Low

	9
	Item Placement
	LD
	Medium
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[bookmark: _Toc20645051]Main Quest
1. Players exits the saferoom of the back of a house where they'll notice a broken-down fence, the player must explore the broken path up ahead.
2. The survivors stumble across a large deserted parking lot with some infected and alarmed vehicles. just up ahead is the Nature trail entrance.
3. The Nature trail entrance is narrow and very dark with branching pathways that eventually lead the player back along the critical path. Proceed carefully around corners and long corridor sight lines.
4. The player may stumble across the bathroom that will have pills and weapons potentially available.
5. The players will enter the stairs which is a bit of a wider corridor.
6. Survivors will encounter another branching trail that may have supplies available
7. After passing through the branching path players will make there ways back along the critical path and another set of stairs just beyond a corner ahead.
8. Player's will approach what appears to be a small welcoming center that's been abandoned with supplies inside.
9. Beyond is an elevated roundabout that the player must go around to breach the highest altitude of the nature trail. This spot is helpful for a due to it's opening space elevation.
10. After the roundabout the player proceeds around the corner to what is the last wooded corridor before the safe room up ahead. it's very narrow and has potential for a tank to spawn just before the safe room
11. The survivors will approach the safe room which is just a utilities cabin of the nature trail.
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