
Room03 Room06 Room09 Room11 Room12Room07

Missing whitebox Missing whitebox Missing whitebox Missing whitebox Missing whitebox

Missing la01~02Missing la00~02 Missing la01~02

Production Side​
Production 

Requirements

Planning Side​

Room Number​

Missing la01~02 Missing la01~02​ Missing la01~02​

Safe room safe room02
（shop/reward） randomly 

spawns healing trees
Room11 Room05Room09

Q1: Do the brand-​
new rooms (those 

not used in Q4) first 
la01 、 la02​​​

For la03, wait until 
the required content 

is finished, then 
come back to do it​

Missing scene Missing scene Missing scene Missing scene Missing scene Missing scene

Room03 Room06 Room09Room07Room02Room01 Room04 Room05 Room08 Room10

Missing la02

Production 
Side​

Production 
Requirements​

Missing scene Missing scene Missing scene

Missing la02
Missing la 01 / 

02
Missing la 01 / 

02
Missing la02 Missing la02

Missing la 01 / 
02

Complete Complete Complete

S2

S1

Section3-10

Production amount 
required for Section

8 units +1 (BOSS)

Room03 Room06 Room09 Room11 Room12Room07Room02Room01 Room04 Room05 Room08 Room10

Room03 Room06 Room09Room07Room02Room01 Room04 Room05 Room08 Room10

section S1

section S2

view room Room01 Room02 Room03

view room Room04 Room01Room03

Section1-1

Section1-2

NPC Room
Vel

NPC event battle
NPC event 

battle（Zeno）
room08

Room12 Room10 Room06

Room12Room10 Room06

Section2-2

Section2-4

r103_vel_room​

Missing scene

section 2

section​​1 section 3

section 4

 

Missing whitebox​

safe_room02​

Missing scene

Safe 
room(merchant/reward）

/chance to spawn a 
healing tree

safe_room01
Room10 Room03 Room06

Section4-11

Section4-12

Safe room Safe 
room(merchant/reward）

/chance to spawn a 
healing tree

Room03 Room06 Room04

section​​1

section​​3

Section​​2

Scenic room

Scenic room

Section1-1

Section1-2

Room01Room03

Room06 Room03

r203_tellon_roo
m

Missing scene

NPC room
Tielong​ ( Q1 swap Ragxi 

）

Room02 Room07

MiniBOSS
room04Room09 Room05 Room11

Section3-5

Fixed safe room​
(Reward / merchant 

random)

Section3-10

Fixed safe room
（Merchant only）​

Safe room
（Rewards only）

safe_room01​
Room04Room08

Safe_Room01

Missing scene

Production amount 
required for Section

6 units +1 (BOSS)

Boss

Boss s4_boss_level

Section3-5

MiniBOSS
(room02) Room01Room08

Room01

Room03

Room06

Room08

Room04

Room02

Room09

Room07

room06_ld01

room06_ld03

Room08_ld01

​room06中間可以穿越過
去的部分希望在美術包

裝的時候，對於這的邊

緣視覺上要更明確​

room06中
間可以穿越

過去的部分

要更明確​

300*600

300*600

200*600

400*400200*600

400*400

300*600

r104_safe_room03

r104_safe_room03

r104_safe_room03​

r104_safe_room03​

r204_safe_room04

r204_safe_room04

r204_safe_room04

controller
已串

la level reporting area​

墻有洞

墻有洞

controller
已串

controller 
等鐡龍房間修改

controller
已串

la level report 
area​

起飛了

controller
已串

Safe room safe room02
（Shop/Rewards） Room06 Room08 Room12

Section2-9

25/02/27 added 
requirement 

section​​2

Room08_ld02

360*360

360*360

360*360

360*360

600

1000

400
1000

520*360

520*360

520*360

360*360

360*360

360*360

360*360

controller
已串

controller
已串

隨機戰局已串

隨機戰局已串

隨機戰局已串
controller
已串

la / scene level first-​
round issue 

reporting area​

controller
已串

controller
已串

controller
已串

controller
已串

隨機戰局已串

隨機戰局已串

本section 
不會與2-9一起l
(安全房1stage 

1次規則） 

room06_ld02
原本預計做03， 這版本就先用02

原本開出了需求，但這版本未作（

開給製作的端需求有一個沒改成la
03導致做到 ld02 ）

隨機戰局已串

隨機戰局已串

隨機戰局已串

隨機戰局已串

這裡的碰撞擋到自動砲了

這個放在scene level 會擋住ld03 
的炮塔，所選碰撞需要分別放在la01 
、la02

這兩個地方（room04 la01）再麻煩幫我挖洞

 level status reporting 
area​

隨機戰局已串

25/3/20 level status report area​ s1-03-05

s1 room04 la01 這個位置砲台再幫我挖洞施工，謝謝

這整塊都有碰撞，角色被擋住

這兩個joint 
跟房間的碰撞銜接處、凸出來的邊緣碰撞會讓角色被卡停。希望可以讓邊緣碰撞平行或者平滑處理

碰撞擋到砲台射擊

25/3/20 level status report area​ s1-03-10

兩個墻面碰撞位置需要微調，目前位置上會阻擋砲台射擊，且有角色可鉆的漏洞

Room05 la02 漏洞

Room05 la03 同la02 也是漏洞

scene 的造景物件會擋到ld01 砲台底座的部分

25/3/20 level status report area​ s1- 04 -11

麻煩移除掉，謝謝

room03 la02 場景模型有碰撞，請關閉

25/3/20 level status report area​ s1- 04 -12

特效露出

room10 la01

room03la02

如圖無空氣墻

room03la01也缺

saferoom01 
方塊未隱藏

玩家站在此處應該要可以穿越（測試時無法穿越）

room03

room09 la02

room09 la02

可以直接穿越

room04 la02 給砲台開洞的位置有誤，請以 room04 ld02 的砲台位置為準

Room01

Room02

Room03

Room04

Room10

Room12

Room06

Room09

Room05

Room11

Room03

Room04

Room06

Room10

Room03

Room06

先播passzone startzone
然後卡一下才會重新播原本填的

技能 passzone enter

launch game 出現的bug 
編輯器内運作正常

scene collision 
details feedback

這個地方麻煩讓玩家可以穿過去

這個地方麻煩讓玩家可以穿過去

這個地方麻煩讓玩家可以穿過去

這個地方麻煩讓玩家可以穿過去

這個地方麻煩讓玩家可以穿過去

改這個碰撞為 invisi wall dynamic 就好，這個墻體也夠厚，所以玩家角色也穿不出地圖邊界

room04

room03

room02

room01

room05

room08

room09

room10

room11

room12

另外，這個草過不去讓人有點困惑，建議稍微把空氣墻的部分往場景外部推一點，或者把灌木做

到更明顯的阻擋感，目前怎麽看都會覺得只有石柱會是障礙物的感覺

room02

room03

room04

room07

room09

隱藏罐子位置

safe room01 reward ld 
勾initial loaded

25Q1S1 scene requirements

Planning side LD (01~03) are complete

Section2-1

Room04

Missing la01 (the 
original la01's 

corresponding ld01 
was changed into a 

Missing 
la02

Room01

Planning 
side​

Missing 
la03

One 
version 
exists​​​​

Missing in 
Q1 

version

Official 
version 
missing

Production 
side

One 
version 
exists​​​

Room02

Missing 
la03

Room03

Will add in 
official 

Add 
missing 

Missing 
la01

Missing 
la02

Room05

Missing 
la03

Room06

Missing 
la01

Missing 
la02

Fill missing 
la03

Missing 
scene

Missing 
scene

Room10

Room01

Room02

Room03

Room04

Room05

Room06

Room11

Room09

Room12

Room09

Whitebox missing

Missing 
la01

Missing 
la02

Missing 
scene

ld03 
added

Fill missing 
la03

Room10

Missing 
la03

Room11 Room12

Missing 
la01

Missing 
la02

Missing 
scene

Missing 
la01

Missing 
la02

Missing 
scene

Fill missing 
la03

Already 
added 

Fill missing 
la03

New version Stage 1 battle 
level production estimate:

16 la
7 scene

5 whitebox

r103_vel_room​

Missing 
scene

Missing Whitebox

Room01

Room03

Room06

Room08

Room04

Room02

Room09

Room07

Room03 Room06 Room07Room01 Room08

Missing la02

Missing scene

Missing la03 Missing la03 Missing la02 Missing la 01Missing 
in Q1 

version​

Production 
side​

Missing la 02

vvv

r203_tellon_room

Missing 
scene

Safe_Room01

Missing 
scene

s​1​ la / scene production requirements

s​2 ​ la / scene production requirements

Plannin
g side​

Missing in 
official 
release​

Completed​

One 
version 
exists​​​

25Q1 One 
version 
exists​​​

One 
version 
already 
exists​​​

One 
version 
already 
exists​​​

One 
version 
already 

One 
version 
exists

Room04

Missing la 01

Missing la 02

Missing scene

One 
version 
exists

room12_ld02

room12_ld01room11_ld01

room11_ld02

room10_ld03room09_ld01

room09_ld02

room05_ld03room04_ld01room03_ld01

room03_ld02

room02_ld03room01_ld03

room04_ld02

Room01_ld02 Room03_ld03 Room04_ld01 Room06_ld03 Room07_ld02

Room02

Missing 
la01(*original 
la01 used for 

Room02_ld01

Q1 do the brand-​
new rooms (those 

not used in Q4) first 
la01, la02​​​

For la03, wait until 
the required content 

is completed, then 
come back to do it​

LD03 LD02 LD02
LD02

低​
難度

中​​​
難度

中難度​​​
中​​​
上難度

LD01Jason
難度測評

修改：​
墻面延申​
已修改​

已改中心部分，不會有視差漏洞​

中間加陷阱數量​
已改​

400*400

200*600

200*600

300*600

200*600

400*400

300*600

400*400

200*600
300*600

300*600

300*600

300*600

200*600

200*600

400*400

深淵 1200*400​

深淵 1200*400​

400*400

200*600
200*600

200*600

300*600

400*400

200*600

300*600

400*400

400*400

400*400

200*600

200*600

200*600200*600

200*600

300*600

400*400 800

400
800

400
800

800
200*600

200*600

300*600

400*400

300*600

400*400

200*600 300*600

400*400

200*600

200*600 400*400

400*400 200*600

400*400

400*400

400*400

400*400

200*600

200*600

200*600

200*600

200*600

200*600

200*600

200*600

400*400
200*600

400*400

400*400

300*600
300*600

深淵​800*400

深淵​800*400

s1 All scenarios have been confirmed

s2 battle scenario ​planning side has fully confirmed

One 
version 
exists​​​

r07 ld03

400*400

400*400

200*600
800*800

Note: For the Q1 battle scenarios, all automatic turret positions will be placed 
outside the floor edge.

Turrets that were previously arranged inside the play area should be evaluated 
first — you can either adjust them now to comply or postpone fixing them until 

later polishing in a subsequent version.

For the newly created 25Q1 battle scenarios, when laying out the scene, leave 
gaps at turret positions so bullets are not affected by collisions, and block the 

sides with collision.
It is recommended that ld scenes with turrets have their collisions bound to the 

corresponding la sublevel.

The collision shown in this image causes bullets to be blocked

invisible wall
The BP object itself will 
include this collision

block all

block all

Recommende
d way to stitch
Because some 
LDs do not 
have turrets, 
this part of 
the collision is 
recommended 
to be placed 
on LA

The collision shown in this 
image causes bullets to be 
blocked
Solution

One 
versi r08 ld03

Already 
added 

邊緣空間稍微擠壓想的更狹隘一點

已改一個版本​​

單彈射陷阱

多數量​​
​邊緣有​

多深淵讓地形製造破碎感覺

只有彈射孢子囊​​

已改一版本

There is a green mark; la can construct ld — battle layout

r104_safe_room02​

Missing Whitebox

Missing 
scene

Missing WhiteboxMissing Whitebox

520*360360*360

360*360

360*360

360*360
360*360

360*360

360*360

360*360800
400

800
400

520*360

520*360

520*360

520*360

520*360

Room04_ld02

360*360

360*360

360*360

360*360

360*360

360*360

520*360

520*360

400

800

360*360

360*360

360*360
360*360

520*360
520*360

520*360

520*360

200

200

200

200
400

400

400

400

400

400

520*360

520*360

520*360

520*360

800

400
360*360 360*360

360*360

360*360

360*360360*360

800

400

400
400 360*360

360*360

360*360

360*360

360*360

360*360

360*360

520*360

520*360

520*360

520*360

520*360 520*360

520*360

400*400

400*400

360*360

400*400

400*400

400*400

400*400
400*400

400*400400*400

400*400

400*400

400*400
400*400

400*400

400*400

400*400

400*400
400*400

360*360
360*360

360*360

360*360

400
800

520*360

520*360
520*360

520*360

520*360

黑色小東西

25 ​Q1

Section2-3

NPC event battle
NPC event battle（Aivren）

room10
Room09 Room07

New version Stage 2 battle 
level production estimate:

9 la
4 scene

r204_safe_room04

la level report area​
controller
已串

Safe Room
（Shop/Reward） Room07 Room10 r204_safe_room04

Section2-9

controller
已串

隨機戰局已串

隨機戰局已串

請刪

應該要放la03 

sublvel位置錯誤，移動到la2

請刪掉

initial 
loaded

活血樹

（隨機）


