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OVERVIEW
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LEVEL DETAILS

LEVEL ATMOSPHERE/MOOD
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“60 seconds of gameplay”
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MAJOR AREAS/VISUAL THEMES

Area 1: Ravenholm Streets
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Area 2: Ravenholm Interior
Text Description:
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Area 3. Garage
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LEVEL OBJECTIVES
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Key Actors
John Wesley (Resistance Mechanic)
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Stan McCallister (Resistance Soldier)
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Beth Long (Wounded Civilian)
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Supporting Actors
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Zombies
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Fast Zombies
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Exploding Headcrabs
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User Interface

Pre-Game Information
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GAMEPLAY DETAILS

Level Progression Chart

Nightfall

Level Progression Chart

Wow Moments
New Skills/Weapons

Time (min)
Terrain/Objective

Opponents
Challenges

Wow Moments
New Skills/Weapons

Time (min) 0:00 1:00 2:00

Terrain/Objective Find missing survivors Find missing survivors
Find APC parts Find APC parts
Get medkit

Opponents Zombies Zombies Zombies, Exploding Zombies, Exploding Fast Zombies
Headcrabs Headcrabs

Challenges Initial attack at APC Survivor attack in alley Attack on building 2nd attack on APC 2nd attack on building

Finding the convoy

Pistol

Civilian ally, tire

Shotgun, battery

Fast Zombies, Exploding
Headcrabs

3:00

Find missing survivors
Find APC parts

Zombies, Exploding
Headcrabs

Zombies, Fast Zombies,
Exploding Headcrabs

Zombies, Fast Zombies,
Exploding Headcrabs

Garage attack

Attacked while returning
3rd attack on APC

Final attack on APC

Garage explosion

Last stand

Civlian ally, shotgun

ivilian ally, SMG, tire, gas
can

Legend

1 square = 30 seconds

Ravenholm Interior
Garage

Challenge Highlight
Wow Moment

New Weapon/Skill
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Gameplay Mechanics
Prerequisite Skills:
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Overhead Level Map
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Detailed Map Descriptions
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Area 1.1: Ravenholm Streets — First arrival

Map

$

"% .$

##



Gameplay
- %

)4 % < =
% .94
5 04 3 4
55
5 ,; 574
5
#< ' =
)4 % #< =
% #9 4
5 , 5
- 4 - 5 -
5 -
514
)4 %  E< =
% D94 7# 5 4
5 04 -25
- - 4
b 5
2 5 2
- - 374 -
) < =
5 - 5
6 4
5 3 94 4-
@
) ) < =
5 ) 2
4 - 5
5 53 5
< 3 4@ =
) 4 < =
5 )4 4
4 374
4 5
5 4 53
< 3 1@ =
)
- &
= 4 -
"1 <4- - 1=
> 2
325 2 2 P&
; 74 55 5
> 4 - 2 55

"E# -.

55

##



Visual References

-#S$ * 3

& 7 23 - - )4
=B G >
787 H>;
> 2 2 472 2
55 7 )4 2; - 2
5 P
t7 3 5 H
2 - 37
2 2
- 37 5 3
4 : 43
5 P2 -
2, Q
2 - 2
, 7 3 5 ) - -
> 2 74 7
42 -
- - 5 @ 4
8 3 7 3 - P

"EE -.

##



I #$%

B@

?$

"ED -.

##



Area 2.1: Ravenholm Interior — Meeting Stan and Bet h
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Area 1.2: Ravenholm Streets — After finding the con

Voy
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Area 1.3: Ravenholm Streets — After meeting Stan an

d Beth
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Area 2.2: Ravenholm Interior — Bringing the medkit
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Area 1.4: Ravenholm Streets — After bringing the me

dkit
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Area 3: Garage — Retrieving the last parts

Map
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Area 1.5: Ravenholm Streets — Return to the convoy

Map
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Gameplay
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THE FOUR QUESTIONS

Why is this fun?
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What makes this sequence interesting/memorable?
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How can the player break it?
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