Level Design Analysis — Persona 5:
Pyramid Palace

1. Basic Information

Level Name: Futaba’s Pyramid
Game: Persona 5

2. Objective and Narrative Context
» Briefly describe the main goal of the palace and its story relevance.
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» How does the narrative pressure influence the design of this level?
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3. Level Flow and Spatial Layout
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Chamber of Guilt
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EZE C (Chamber of Sanctuary) :

Futaba’s Palace
Chamber of Sanctuary
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Futaba's Pyramid Bubble Diagram
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4. Gameplay Structure and Mechanics
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5. Pacing and Emotional Beats

Flow of Intensity
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6. Player Agency and Exploration
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7. Summary and Takeaways
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