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	The object of this thesis project is to design interesting, immersive, and engaging levels for a story-driven, fantasy themed role-playing game. Comparable to a game like The Witcher 3: Wild Hunt, I hope to showcase my creativity, ambition, and dedication to a project by delivering memorable experiences to other players, similar to the experiences that inspired me.

I plan to challenge myself by designing multiple different types of levels for various environments including a city alleyway, keep and escape tunnel, forest with a small village, and an underground dungeon. The player will be playing as a ranger armed with a bow and arrow working with the king to house an embassy with an opposing faction that ends up going awry. As the story unfolds the player will be taken to each aforementioned location until the ultimate conclusion in the underground dungeon level. By testing my ability to design levels for various environments I hope to expand on my knowledge of level design and world building, and delving into the philosophy about what makes a level enjoyable for the player. 

In order to accomplish this project, I will be using Unreal Engine to design the levels for my game. I will need to expand upon my blueprint knowledge, so I am just as comfortable scripting in the engine as I am with Unity and C#. By the end of my project, I hope to have a much deeper understanding of what makes up a good level, as well as hopefully expand upon my systems design and modeling expertise which will be included in my project. I also am looking forward to designing and implementing a game of my own creation that I will be very proud of, and something I would want to continue adding to as a hobby post-graduation.
