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The Agenda

HITMAN & The Showstopper 

Closed Alpha Report 

The Mission

The Tutorial 

The Guide

Questions



3rd Person Creative Stealth Action

Episodic

Disguises and Social Stealth

Freedom of Approach



The Games  



Gameplay Trailer 



Alpha Build - The Showstopper





Showstopper Gameplay 



The Closed Alpha 

“...did not have as good an understanding of how to navigate the game world...”

“...difficulties getting an overview...”

“...found the showstopper level difficult to approach...”

The level felt empty







The Direction

Make the best Hitman Tutorial ever 
..Teach players to think like Hitman

Design a new Level Guidance system
..Show them the rest of the iceberg without forcing their hand



The Mission

Operate the game

Hitman fundamentals

Set their own goals

Show them the iceberg

Encourage replay 



The ShowstopperTraining

47’s Past

Tutorial



Ever

Present

Item

Dependent

The Mechanics

NPC 

Dependent

Environment 

Dependent

NPC Alert

Behavior



First Iteration



The Mission

Operate the game

Hitman fundamentals

Set their own goals

Show them the iceberg

Encourage replay 



...but wait...
it’s a giant sandbox...



Back to the drawing board

You fight as you train 

Build a sandbox

User Testing

Not The Tutorial but The Prologue



The Prologue

Part 1 - Arrival Part 2 - Training Part 3 - Final Test The Showstopper



Part 1 - Arrival



Part 2 - Guided Training



A real sandbox mission

Very robust guide

Easy but not boring

The only way to fail is death

No feature crippling

Only kill the target

Requirements





Yacht Design









































Overview

Blend-In

Throw

Instinct

Crowbar

Pistol

Subdue

Threats Popup

Sentry Guards

Cover

Hide body

Change Disguise

Window Climb

3 2 1



Part 3 - Final Test
Small Sandbox - No training wheels

Introduction to player guidance system

End of story



The Prologue

Part 1 - Arrival Part 2 - Training Part 3 - Final Test The Showstopper



The Mission

Operate the game

Hitman fundamentals

Set their own goals

Show them the iceberg

Encourage replay 



FeaturesThe Mechanics

Ever

Present

Item

Dependent

NPC 

Dependent

Environment 

Dependent

NPC Alert

Behavior



Again!



Again?!



Challenge Prototype

Created alternate version

Challenge paper handout



The Challenges





Players set goals - They became creative

Tolerant Setting - OK to do experiments

Discover the NPC reactions

User Test



Part 1 - Arrival Part 2 - Guided Part 3 - Final Test The ShowstopperPart 2 - Freeform

Final Version



The Mission

Operate the game

Hitman fundamentals

Set their own goals

Show them the iceberg

Encourage replay 





Making Experiences visible: Quests



Making Experiences Visible: Quests



Story Dictated

Checkpoint Structure

The Epic Main Quest

Unique Endings



Not Story Dictated

Anything Can Happen

Encourage Replay



TARGET ELIMINATED























Optional

Flexible 

Consistent

Groundhog Day Quests





Hitman Quests Opportunities 



























Opportunity failed  

























The Mission

Operate the game

Hitman fundamentals

Set their own goals

Show them the iceberg

Encourage replay 



Opportunity Design Principles

Information could never be a prerequisite for progression

Opportunities should let go before the kill

The opportunity should always be available - even without the guide



Technical Changes 

The Persistent Bool

Intel HUD message

Level of Guidance 









The Compromise

Sandbox Replay ValueGuidance



The Mission

Operate the game

Hitman fundamentals 

Set their own goals

Show them the iceberg

Encourage replay 



Learnings

You fight as you train

Prototyping: Rapid and paper 

If designing a live game: Go live early

A guide in HITMAN means designing fail conditions

Sandbox guidance means compromises 
- But that’s ok



Jacob Mikkelsen

Principal Level Designer

@jacobmik

jacobm@ioi.dk

Questions?

www.HITMAN.com - Information about HITMAN

Jobs.ioi.dk - Come work with us

THANK YOU

Mette Pødenphant Andersen

Level Designer

@Mette_P

mettepa@ioi.dk


