Game type
This map is designed for Super Mario Maker 2. This is a game only on the Nintendo Switch and the map is designed to be single player. The genre of this game and the map is Platformer, and anyone can play no real target other than people who play Super Mario. Since I made two separate paths through the map there is a chance that you will need far less platforming skills then you would in the normal Mario game. 
Gameplay
As it goes for most Super Mario games the end goal or Objective is to get to the end. The is typical the flagpole at the end of the level. The difference about this Mario map is that there will be two distinctly better paths that the player can take that will play differently. As for the size of the map It will not be too vast more a medium sized with enough variation in the level that makes it feel large. Now the time it takes to complete the stage should be about 3 minutes for either path. Now in terms of difficulty this map will be a bit higher than the standard Mario level but not so much it is too hard for a casual player. This map will test their abilities to play a platformer a little bit above the average Mario player but there will not be any puzzles or hardcore mazes in the map. This map will not have anything out of the normal Mario skills a casual player will know but will need to be able to time their movement. This will be using the Super Mario 3D world so all assets available for that map. Since I will be making two different paths this map should be memorable to all that play this a see the vast difference between gameplay depending on the path they took. The topmost path is stealth where the player will have less action and more timing and patience whereas the bottom most path would lead to a run and gun sequence both of which lead you to the end but do so in different methods. Therefore, I'm using the 3D world assets as they add a power-up that allows this to happen.
Visuals/Effects/Audio
I do not have a specific media that I am taking from but more the general concept of stealth versus run and gun. The Idea being to model the map in a way that it would make since for the two different sections to be in the same map. Since I am using the 3D world assets, I will use the Carnival or Las Vegas themed world to be the backdrop and influence the basic geometry. Since this will be using Super Mario maker 2 the colors, theme, assets and overlook of the map is dictated by what is available in Super Mario maker. If I can the Map will be at night with a very colorful background to look like a city, so the overall feel is that of New York or Las Vegas at night. Now in terms of Audio I will be limited to the effects in Mario maker but they do have some decent options to make stealth feel more somber and some upbeat tracks to make action feel more alive. I plan to use this with some of the screen effects to make the stage feel a little less like Mario and more like that of a stealth game where you need to blend in and not be seen like Hitman or as close as I can get to it. 



Asset List
No addition assets needed


Feature List
No addition features needed

