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WIKIPEDIA
The Free Encyclopedia From Wikipedia, the free encyclopedia
Main page For other uses, see Open world (disambiguation).
S:;:frr:; content An open world is a type of video game level design where a player can roam freely through a virtual world
Current events and is given considerable freedom in choosing how or when to approach objectives.['! The term free roam
Random article is also used, as is sandbox and free-roaming [“I¥! "Open world" and "free-roaming” suggest the absence
Donate to Wikipedia of artificial barriers.[*l in contrast to the invisible walls and loading screens that are common in linear level
R designs. Generally open world games still enforce many restrictions in the game environment, either
Interaction because of absolute technical limitations or in-game limitations (such as locked areas) imposed by a
Help game's linearity.
About Wikipedia
Community portal Contents [hide]
Recent changes 1 Gameplay and design
LolE s 1.1 Procedural generation and emergence
Tools 2 History
What links here 2.1 21st century
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KNOWN UNKNOWN
= Gompleted tutorial limePlayed? = Allies?

= StoryMoments? = Multiplayer?
= Mission? = Pacing?
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“Movingthroughit” —> traversalsystem

~ “Fightingenemies” —>  combat system
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