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Anton Level Concepts: 
 

Page 1 – Level 1 - 1 
Page 2 – Level 1 - 2 
Page 3 – Level 1 - 3 
Page 4 – Level 2 - 1 
Page 5 – Level 2 - 2  
Page 6 – Level 2 - 3 (Part 1) 
Page 7 – Level 2 – 3 (Part 2) 
Page 8 – Level 2 - 4 
Page 9 – Level 2 - 5 (Part 1) 
Page 10 – Level 2 - 5 (Part 2) 
Page 11 – Level 3 - 1 (Part 1) 
Page 12 – Level 3 - 1 (Part 2) 
Page 13 – Level 3 - 2 
Page 14 – Level 3 - 3 
Page 15 – Level 4 - 1 
Page 16 – Level 4 - 2 (Part 1) 
Page 17 – Level 4 – 2 (Part 2) 
Page 18 – Level 4 - 3 
Page 19 – Level 5 - 1 
Page 20 – Level 5 - 2 (Part 1) 
Page 21 – Level 5 – 2 (Part 2) 
Page 22 – Level 5 – 3 
Page 23 – Level 5 – 4 
Page 24 – Level 5 – 5 
Page 25 – Level 6 – 1 (Part 1) 
Page 26 – Level 6 – 1 (Part 2) 

 
 
 
 

 

 
 



2 
 

Notes:  
 

1)​Ignore scale of level plans. Due to misplanning on my part, some 
levels may look much bigger or smaller than they will be in the 
end (ie. Lots of empty space, or no space at all) The plans are 
meant to show progression and use of mechanics, but spacing 
will be done in engine. 

2)​Level Naming Meaning (ex. 1 – 2, 3 – 1, etc.) In engine, there 
will be a total of 6 different .umaps (1 – Y, 2 – Y, etc.), 
each containing different sublevels (X – 1, X – 2, etc.). All 
will be streamed in via a single persistent level. Each main 
level will also feature different art textures should that icebox 
feature be implemented (1 – Sewers, 2- Forest, 3- Mountains, 4- 
Factory, 5&6 – City roof) 

3)​Hallways between levels were created to easily discern 
connections between each level on the plan. The end product, 
however, will have each room as a separate space where players 
will teleport in/out at each entrance/exit to the different 
rooms with a fade in/out black screen in between.  

4)​Don’t take the height chart too seriously. Changing the colour 
for each and every platform upwards is too duro ☹. Even though 
platforms are coloured as the same height, they are only meant 
to show a change in height from the main height of the level, 
but platform heights will vary. 

5)​Bonus rooms are not depicted, but should be easy to implement. 
The current plan is for one bonus room each main level. At the 
time of this writing: Only one has been placed under Level 3-1. 

6)​There are three really small planned tutorial levels before 1-1 
to teach the player how to jump, shoulder bash, and hit a 
switch to activate an item. These levels are not included in 
the document as they are too simple. For reference to how the 
levels will look like, see the original Anton Ball’s tutorial 
level.   
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