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The level was created in just four days as part of a personal initiative to prepare for an
interview, with limited time to work on it. If I were to improve it, I'd focus on enhancing the
layout to feel more organic. Adding interior side paths would help create a more immersive
train track environment, with electrical rooms breaking away from the current rectangular
design. I'd also introduce enemy waves, scripted events, and AI patrols to deepen the
gameplay experience. Overall, it was a fun project to develop, but it would have been even
more enjoyable with a team!
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