	The League of Legends (LoL) 3 vs. 3 map, Twisted Treeline, like all good game levels and maps, is designed to showcase the game’s features and mechanics. LoL’s features are primarily designed to leverage the differences in each of the game’s Champions. Because each Champion is unique and every 3 vs. 3 game is played in Twisted Treeline, the level’s balance and quality of design is critical. The level must be built to not only accommodate, but to actively reward and penalize, each and every Champion in a different, but balanced, way.
 (
Chart showing the placements of Tall Grass on the 
top lane
 (red)
 and Tall Grass the 
bottom lane
 (blue)
)[image: ]	Take, for example, the numbers of tall grass emplacements found in the top lane versus the lower lane. On either side of the top lane (red), there is a total of 10 placements of tall grass in which players can hide and sneak attack enemy Champions. The bottom Lane (blue) has only 5 tall grass placements, only one of which is on the bottom of the lane. This leads me to believe that the upper and lower lanes were designed with different Champions and play styles in mind.
	The top track, with twice as many tall grass placements located almost equally on either side of the lane, is a better place for ranged Champions and “sneaky” players who like to stalk enemy Champions and strike when they are least expecting it. Whereas, the lower lane is for players and Champions who prefer to slug it out and grind through minions, as the places to get ‘ganked’ are fewer and are primarily on only the top side of the lane.
	These design decisions are vital, as League of Legend’s revenue model is based on micro-transaction purchases of Champions and upgrades. If a map does not provide a fair and fun experience for each Champion, the number of Champions purchased per player, will suffer. The lower the number of ‘competitive’ Champions means a much lower purchase volume, because players have no need for characters that do not perform well on their map of choice. 
	In conclusion, the Twisted Treeline level validates various Champion selections, as well as different play styles. The differing number of tall grass placements is evidence the different lanes were meant to showcase different gameplay mechanics in the form of different Champions. This should be no surprise, as balanced level design is critical to the commercial success of  any game, but particularly in League of Legends, as its revenue comes from players purchasing as many Champions as possible, all of which must be viewed by the player as competitive.
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