LEVEL DESIGN
OVERVIEW
Close Call is a 1st person
survival in space using
virtual reality. During a
uchronia of the Cold War,
the player is put in the suit
of an american astronaut
lost in the wreck of a russian
space station. He must
escape while being guided
by an IA.

The game has two navigation systems : one
in 0 gravity and another on the ground. The
particularity of the second is that the Russian
invented an Artificial Gravity system that allows
the player to walk on multiple surfaces like the
walls or the roof.
The player has two resources : O2 and energy.
The first is essential for the avatar and he can’t
survive in areas deprived of oxygen. The energy
is represented by cells that can be used as a
fuel for the space suit’s jetpack during 0 Gravity
phases or to power the system of the station.

ZERO GRAVITY - TUTORIAL AREA
During the first minutes of the game, the
player has to cross the «Training Area» of the
station. It’s used by the russian cosmonauts
and designed to simulate space conditions
like the lack of gravity while in safety.
This level is placed before the first space walk,
so the player can go through the « learn &
practice » phase before the « master » phase
in actual situations. The introduction of the
game slowly introduces the danger of space.

The player can’t go any further
in the cylinder before he reaches
the last platform. The trigger
lights the next obstacle and
opens the gates.
This is the first challenge.

The green platform informs the player that
there is gravity on it. The trigger launches a
pop-up windows which explains how to use
the roll and light the second platform.
This first part of the cylinder is a learning
phase for the 0 gravity navigation. The
huge space given to the player allows him
to practice freely without the constraint of
resources.

The final obstacle to cross is rotating
and the smaller gates are closing and
opening following a regular pattern.
The trigger placed just after streams
the next level and allows the display of
the energy cell on the UI. An AI voice
explains how the system works.
Critical path

END OF 1st MODULE - ESCAPE ROOM

After the player has learned how
the energy and oxygen system
works, he is put in a dangerous and
stressful situation : the module is
running out of oxygen.
The russian trip computer has
spotted an anomaly with the result
of the « Training area » and has
concluded that the avatar isn’t from
the motherland.
Lights and feedbacks (visual and
sound) on the doors guide the
player during this short phase
preceding the first space walk.

Guided by his IA, the player can go to
the right or the left but along the way
several doors are closing in front of him.
The station is trying to push the avatar
out.
Lights aren’t present yet but they will
highlight the wrong path at first. Then
the right way will be lit while the door is
opening.

Once the player reaches the last
room, he has no other choice but
to step into the void. The first
module he can reach is placed
just above the « ground » of the
module he’s leaving.
The player has to cross the
multiple debris before he can
enter the module. Some are
moving to bring dynamism and
challenge.

At this point, the last door is locked and the
ones behind the player are now closed too.
The voice of the AI is heard again and
explains that the player needs to use some
energy from one of his cells to bypass
the security of the door. This is the first
introduction of the energy interaction.

