
Level Design Assignment

CS:GO Custom Map Des ign

Design Process


A school project where the primary aim was to 
create a well balanced level in Counter Strike 
Global Offensive, based on existing level design 
fundamentals set in the game.



Key proficiencies:






Sketching                               Valve Hammer Editor






Step 1: Gameplay research included a play session and breaking down the gameplay systems 
to notice and account for when designing the new level.



Step 2: Next, I did a complete gameplay and meta breakdown of ‘DUST 2' , a classic level 
design example to build of off. In the following image, the simplified breakdown is built back 
up to create a new map design.
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Map name: Bunker

Deconstruction of Dust 2 Initial map sketch

Sketch showcasing level interconnectivity

In-game shot of Balcony point 1 In-game shot of Balcony point 2

Suicide passage connecting Lvl 3 T-side and 

bomb site B. Aim is to allow for CT rotations 
in late round strategy.

Site A Site B

CT Spawn area connecting to office and CT 
stairs.

A final sketch prepared below to determine the entry points, potential choke points and 
holding zones. This sketch was treated as a preliminary idea, many spaces were later deemed 
unneccessary and the entire engagement space more optimised around ‘verticality’ , which 
was the primary approach to the uniqueness of the proposed level.

I handcrafted every part of this map keeping verticality in mind. Unlike the usual linear design 
language of CS:GO’s level designs, this arena is spread out over three floors in a bunker. The 
bombsites are spread out over three floors, with tight corners and interconnected tunnels. 
This allows for a lot of unexpected gameplay situations and unique gameplay logic to revamp 
the normal game flow of Counter Strike.

The unique gameplay flow mentioned is further strengthened by the central balcony choke 
point in the arena where all the floors open up to give a high amount of visibility across 
different floors. This allows for area control, enemy position tracking and maneuvering in 
emergency situations.

Main Map Features�

�� Verticality: The level was divided into three floors stacked atop one another with a central 
balcony section which would be important to hold for late�round strategies. Bomb sites: 
Keeping the previous point in mind, the bomb sites were laid on top of one another while 
giving each team easier access to either bomb site�

�� Entry points: There are 3 entry points for the Counter�terrorist (CT) bomb site, which 
makes it easier for the terrorists to enter and surprise the holding team. Meanwhile the 
Terrorist (T) bombsite has 2 entry points but a lot of segmentation in engagement spaces 
making it harder for the T side to hold.�

�� Choke points: A major staircase connecting all floors nearer to the CT side makes it an 
important choke point for the CT to hold. Also, a long side entry to the CT bomb site 
makes it an important chokepoint to hold. 

Bombsite Gameplay distinctions:




Site A   


Entry points- 2



T hold zone



Short-range combat zone 



Average time taken to reach:



CT: 22 s



T: 15 s

Site B   


Entry points- 3



CT hold zone



Med-range combat zone 



Average time taken to reach:



CT: 11 s



T: 23 s
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