Level Design Analysis: Stormy Night
(Detroit: Become Human)

1. Overview

This analysis focuses on the 'Stormy Night' chapter in Detroit: Become Human, where
Kara and Alice attempt to escape from Todd's house. This scene is a key example of
narrative-driven level design where environment, pacing, and player choice converge to
create emotional tension.

2. Structure Mapping
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3. Emotional Flow and Player Tension
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4. Player Agency and Decision Design
Are decisions clearly telegraphed or surprising?
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Does the player understand the stakes?
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5. Redesign Proposal

If you were to revise this chapter to increase emotional impact or improve flow,
what would you change?
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