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Summary 

 

 

Genre: Third-Person Shooter, Action-Platformer 

 

Platform: Playstation 2 

 

Target Audience: Children, young adults and fans of action 

shooters. 

 

Developer / Publisher: Insomniac Games, Sony Computer 

Entertainment 

 

 

 

 

Ratchet & Clank 3 is a fast-paced third-person shooter 

platformer that combines humor, exploration and explosive 

combat, offering a gameplay experience accessible to young 

audiences and engaging for action fans.  

 

 



 

Game Overview 

 

Ratchet & Clank 3: Gameplay Loop 

 

 

 



 

Game Overview 

Design Pillars 

 

 

 

 



 

Design Systems 

Weapons and Upgrades 

 

Each weapon in Ratchet and Clank 3, features its own mechanics, 

strengths and weaknesses, through gameplay, the player naturally 

learns which weapon is most effective in each situation. 

 

 

 

 

 

 

 

 

 

“What if the player prefers to rely only on one or two weapons 

throughout the game?” 

 



 

The Upgrade System is designed to address exactly this 

behavior. Every weapon gains experience through use, levelling up 

and evolving both visually and mechanically. Higher-level versions 

feature new effects and more power. 

 

 

This progression allows players to stay loyal to their favorite 

weapon while still feeling rewarded for engagement and mastery. 

 

 

 

 



 

Level Design 

Concept 

 

Level design plays a crucial role to maintain the game’s pacing and 

variety. Each planet is a self contained playground with its own 

visual identity, challenges and rewards. 

 

Levels are designed around a few consistent principles: 

Introduction of a new mechanic : each planet usually 

introduces a new gameplay element. 

Fast pacing: combat, platforming and exploration alternates in 

predictable but satisfying patterns. 

Rewarded exploration: The player curiosity is always rewarded 

with blots, upgrades and secrets  

 

Notable feature: The sky in Ratchet and Clank 3 is never static, 

it always includes dynamic elements such as airships, birds, 

satellites and many more. 

 



 

Level Design 

Level Structure 

 

 

Most levels follow a simple structure which can be divided into 

four sections: 

 

 

Entry Zone: A safe Area with the landing pad and a Gadgetron 

vendor. This section shows the color palette of the level and gives 

the player an overview of the level’s flow. 

 

Challenge Zone: The main level area where the player will have 

to fight enemies and explore. 

 

Secret Zone: Optional areas in which the Platinum Bolt or 

additional resources are located.  

 

Reward Zone: Access to shop and story progression and 

rewards. 

 



 

Level Design 

Level breakdown 

 

Below is the Level Design analysis for the Planet Daxx, an early to 

midgame level: 

 

Image reference 

 



 

Name: Daxx 

 

Location: Tropical, oceanic planet in the Solan Galaxy where 

various superweapons are created. 

 

Narrative Context: Dr. Nefarious used this planet to create the 

Biobliterator, a weapon which has the power to transform all 

organic lifeforms into robots. 

 

Quest Hook: Dr Nefarious makes an appearance in Supervillain 

Weekly, in which he talked about the creation of the Biobliterator, 

Ratchet and Clank traveled to the planet in order to check the 

Research Facility. 

 

Research Facility 

 

 

Generic Level Color Palette 

 



 

Level Map 

 

 



 

1.​ Level spawn point, the player attention is drawn to: 

 

a.​ point 2 by enemies and crates (reward goal). 

b.​ point 3 by a Trophy (collectible goal), however the 

player needs to travel to point 2 to get over the 

balcony and collect the Trophy. 

c.​ point 4 by some Hypershoot balls, a gadget which 

works like a grappling hook (exploration goal) 

 

​ Since two attraction points converge on the same point, the 

​ Players usually take the flow 2 to 3 first. 

 

2.​ A challenge zone which introduces a new small enemy 

and a flying robot (large enemy), which enforces the feeling 

of a new planet, the combat is alternated with some 

platforming. 

 

3.​ Finally the reward zone for this path, now the player feels 

rewarded by his exploration with a gadget and a trophy, 

since the point brings again the player to point 1, he can 

happily continue with the main story flow. 

 

4.​ The flow splits in two routes now, again, the player is 

attracted to: 

a.​ point 5 by an elevator 

b.​ point 10 by the Hypershoot 

 

5.​ Here a new type of medium enemy is introduced, the 

soldier, this is probably the first time where the player 

needs  to use the cover blocks placed in the room, because 

the enemies damage starts getting too high to be tanked. 

The flying robot is encountered again. 

 

6.​ Two new type of enemy are introduced, the robots 

(small enemies) and the snipers (medium enemies), this 

time the fight is getting dangerous, because there are the 

 



 

small robots attracting the player’s attention, two snipers on 

the towers who have an incredible accuracy and a lot of 

damage, meanwhile the soldiers are destroying your covers.  

 

​ The player needs to strategically think about the fight. 

 

7.​ The new level mechanic, the hacker. The player already 

knows how to  use it, since before this level he has to 

complete a training on that gadget. 

 

8.​ Reward zone, this time the player will enjoy a new quest 

and a new planet as a reward (story and exploration reward) 

 

9.​ A Secret zone  with some enemies and a Platinum Bolt 

(collectible goal) 

 

10.​This is almost a fully platform zone, a new type of enemy 

is introduced, this is a big airship throwing missiles on the 

platform destroying them, this is the boss of the level, but 

the player will be able to fight only on point 11. 

 

11.​The bossfight with the airship. 

 

12.​Reward of the flow, this is an important and funny quest 

which doesn’t instantly unlock a new planet, but still 

rewards the player with a cutscene and the new quest. 

 

13.​A more difficult platform path will bring the player to 

this point, which is a secret zone with a platinum bolt. 

 

 

 

 

 

 

 

 



 

Enemies 

Types of Enemies 

 

 

Ratchet and Clank 3 has many enemies that enriches the planet 

and help to build the essence of the planet. Despite that, all the 

enemies have similar characteristics and can be divided into the 

next categories. 

 

 

 



 

Enemies 

Small Enemies 

 

Description 

Small Enemies are a weak type of enemy, they usually get killed in 

one single shot with every weapon, they can be found on every 

planet in large groups. 

 

Design 

They are tiny little monsters, their look is designed to be quickly 

recognisable by the player. 

 

Gameplay Purpose 

Since this enemy is really weak, it cannot really be considered a 

threat, not even in large numbers since they can easily be 

destroyed by one single shot. Small enemies can be used with other 

types of enemies, they will follow the Player forcing him to keep 

moving while aiming, also, he won’t be able to focus completely on 

stronger enemies. 

 

Level Design 

Small enemies make the planet look alive and can be used to 

attract the player through the correct flow. 

 

 



 

Enemies 

Medium Enemies 

 

Description 

They can have a good amount of damage and health. Those 

enemies have a lot of different characteristics between one and the 

other, but all are an effective threat that makes the player react and 

fight. 

 

Design 

The player needs to test each weapon to understand which one is 

the most effective. If they take enough damage with one shot they 

get knocked back and stunned, otherwise they just turn red, this 

feedback allows the Player to understand which weapon he likes to 

use the most against them. 

 

Gameplay Purpose 

Its function is to challenge the player through the whole level. 

 

Level Design 

They are the primary reason to use covers and terrain in the game, 

they are also incredibly useful to design the space of an area. 

 

 



 

Enemies 

Large Enemies 

 

Description 

They are large and dangerous, those enemies can tank many shots 

and deal a lot of damage. They are strong enough to make the 

player focus only on them.  

 

Design 

Due to their size, the Player easily understands that they need high 

damage to kill them, they don’t get knocked,  but they get stunned 

if the shot is strong enough. 

 

Gameplay Purpose 

This is an effective challenge, especially if used with other enemies. 

Killing them can also become a goal and a reward for the player. 

 

Level Design 

They usually take a larger place on the map, visually they can be 

used to make memorable a specific point of the level as the player 

will remember where they fought the last large enemy. 

 

 

 



 

Enemies 

Bosses 

 

Description 

The boss is the last challenge of a level, or sometimes the only one. 

It has a lot of hitpoints and damage, the player needs to play 

carefully in order to avoid getting hit. 

 

Design 

When a boss fight starts the player will see a health bar in the 

bottom right of the screen, the player will immediately understand 

that the enemy is a boss and can start to play carefully. They don’t 

get knocked and only sometimes they get stunned. 

 

Gameplay Purpose 

This is the final goal of the player, defeating a boss guarantees 

experience and other rewards. 

 

Level Design 

They are most of the time designed around an arena, the bosses 

are incredibly useful to design the end of a level without any issue.  

 

 



 

Takeaways 

What can we learn 

 

Ratchet and Clank 3 excels at maintaining a high level of gameplay 

variety through a simple yet effective layered system. Most 

mechanics follow repeated patterns but thanks to strong pacing, 

enemy composition and environment changes, the experience 

never feels repetitive. 

 

The game reinforces its core combat loop through clear, satisfying 

feedback. A simple red flash on enemy bodies, a small knockback, 

a brief stun and a sharp sound is all it takes to make every hit, shot 

and movement feel impactful. 

 

 

Ultimately, this leads to a fundamental takeaway: 

If the concept is polished, the execution is focused and the 

feedback is satisfying, it  doesn’t need to be complicated to be fun. 
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