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QUICK SUMMARY

Overview

Campaign
¢ Name: Library Retrieval

e This level is located at the East Barricade Academy, within the Contemporary Combat Center
buil ding. The missi oXhXXtoa kceasd ppfdeart )X Xoce t cwraemt air .

Mission Location
e Library of the East Barricade Academy, located within the Contemporary Combat Center building
¢ Mid day with broken windows and holes in the ceiling providing muted interior light
e Summer
e Bright and sunny

Mission Difficulty
e Starting: 1 (out of 5)
e Middle: 2+
e Ending 3+

Mission Description

This level is a single player solo mission where the player must navigate through a series of obstacles

(collapsing floors and falling ceilings), then avoid incoming enemy fire while navigating through additional

obstacles, and finally must solve a simple environmental jumping puzzle to complete. This level takes place

in an abandoned Library in the Contemporary Combat Center of the EBA within the Gears of War universe.

The first area of the | evel is the fAibook returno are
bookshelves, the third area contains bookshelves, additional seating, statues and the mission objective, and

the fourth and last area is an exterior balcony that overlooks a courtyard with several killable enemy

snipers.

The mission is a simple retrieval mission. The player is not required to kill any enemies (although they can if
they choose to). The player receives visual and audio clues to alert them to the immediate collapse of a
floor/ceiling, and careful timed movement through areas that do not provide ample cov er avoids incoming
sniper fire.

This | evel intends to demonstrate playerds knowl edge
hazards and inaccessible enemy fire. Successful completion of this level includes navigating through a series

of obstacles, avoiding enemies that cannot be killed, and conservation of ammunition and health for use in

future levels.

Mission Metrics

e PlayTime: ~ 5 minutes
e Physical Length ~2048 by 3074
e Physical Area The playable area covers the Library entrance Area 1, Library Area 1, Library Area 2,
and Area 4 balcony. The actual map includes the additional inaccessible areas of an external street
(outside windows of Library Area 1, 2 and 3), and a courtyard (below the Area 4 balcony).
e Max New Characters n/a
e Max Visual Thames: 2
o0 Library Interior
o Courtyard Exterior

Svea Eppler Page| 1 8/28/08
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LEVEL DETAILS

Level Atmosphere/Mood

Emphasis on the Contemporary Combat Center Library theme is created by use of architectural style and

static meshes that are consistent with other Levels with this theme includ ing: wood paneling and trim,

ornate wooden doors and archways, brick and stonework and in-laid floors. The war-torn and dilapidated

feeling is encouraged by extensive use of debris,vi si bl e Abr okeno atriggdradeventst ur al
t hat A dwniturerelengeats located within the room, and dirty wallpapers, broken furniture, and

general disrepair throughout the Library area. The external courtyard is consistent with the other external

areas surrounding the Contemporary Combat Center, with bright light, trees, wrought iron fences and park
benches.

The mood of this area is that of a dangerous environment that was once a site for quiet study and
consideration. Deliberate placement of broken or soiled environmental objects such as couches, desks and
chairs, is combined with a dramatically changing environment (triggered events) that reveals gaping floors
and weakened ceilings. The dangerous interior space is further threatened by incoming sniper fire from an
inaccessible building across the courtyad. The entire length of the Library has line -of-sight to the snipers
and the player must traverse through a perceived combination of incoming enemy fire, and dangerous
falling ceilings and collapsing floors.

The intended emotions that this atmosphere att empts to evoke are those of anticipation, excitement, and
surprise. The interior spaces have strategically placed triggered events to lead the player from area to area
with a heightened sense of anticipation for future triggers. The triggered events are in tended to evoke
excitement, as are the sniper enemies that are present in Areas 1, 2 and 3. Finally, the triggered event in
Area 3 that blocks sniper line-of-sight is intended to surprise and excite the player while also adding a 3"
element of gameplay 1 puzzle solving in a potentially dangerous environment.

Story

e Intro
o Delta Squad failed to map the Locust Tunnel. However, a larger map of the tunnel network is
present in the East Barricade Academy, part in the Laboratory and part located in the
Contemporar y Combat Centerds Military Library. As
becomes apparent that extensive war damage has structurally impaired the architecture of
the Library, and Marcus Fenix must venture into the Library alone to retrieve the data.
e [In-game
0 Marcus Fenix enters the Library and is confronted with further dilapidation and disrepair of
the facility. An open fibook dropd window to t
rubble, and Marcus can see falling debris and part of an external courtyard through an open
window. Entering the first room of the Library, crumbling architecture reveals the instability
of the floors and ceiling, and simple navigation becomes more dangerous as visual and audio
cues must be noticed to avoid taking damage. Deeper into the first room, snipers open fire
on Marcus through an open window from across the courtyard. Using select cover, Marcus
successfully avoids the sniper fire and falling debris and makes his way into the second
Library room.

0 A major event occurs within this room as Marcus approaches the data and the ceiling

collapses, blocking line-of-sight with the snipers and changing the layout of the floor so that
Marcus must solve a jumping puzzle to retrieve the data. Once the data is retrieved from the

Svea Eppler Page | 2 8/28/08
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rear study niche,a fisuccessO mess ag eavigases ldsiwaybbchtpthed and |
Library Entrance to rejoin Delta Force.

e EXxtro
0 Once Marcus Fenix reaches the Library door, he kicks itopen, and rejoins Delta squad
and continues within the existing Gears of War storyline at the Contemporary Combat
Center.

e Ai60 secondsoof gamepl ay
0 Marcus Fenix has entered the Library and is maneuvering through Area 2.

Stepping deeper into the library, Marcus carefully eyes the cracked ceiling and listens to
the instable creaking of the floorboards. A slow trickle of debris falling in a far corner of
the room reminds him that the entire area Is unstable and could collapse at any moment.
As he moves slowly past one of the looming bookshelves, Marcus notices the open
balcony to his right and the wide courtyard beyond.

Moving slowly deeper into the room, past the first set of bookshelves, listening with
every step he takes, Marcus suddenly notices an illuminated reticule i a sniper dot i
tracking his movement. Enemy Locusts can see him from the building across the
courtyarad!

What has been a slow and deliberate movement through the unstable Library rubble
must now become a fast duck, dodge and roll procedure through the hazardous and
potentially deadly Library architecture. Marcus dodges forward to hide behind a study
chair, losing line-of-sight with the Locust snjper. Unfortunately, this quick movement
triggers a floor collapse and Marcus hears the unfortun ate telltale sound of imminent
danger. Another fast move ment brings him to his feet, running away from the new
environmental hazard and back into line-of-sight with the snijper.

Moving down the row of bookshelves and study areas, Marcus dodges the sniper, rests

quickly within the shadows of available cover,and q ui ck/l y eval uates th
through the Library. With such a dangerous environment to navigate, and hazards

coming from all sides, Marcus must move slow, or think fast and move faster, to survive

this retrieval mission.

Svea Eppler Page | 3 8/28/08
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Major Areas/Visual Themes

Area l
e Arealis the start point for this level. The entrance view has a short corridor and a small window
looking into an office area for book return. A wooden archway at the end of the hall opens into Area
2 where bookshelves and other Library environmental details can be seen.
e Visual References
o Terrain/Vegetation i N/A, interior space with assorted rubble
0 Models/Architecture i standard Eastern Barricade Academyand Ephrya architecture
0 Textures/Lighting 7 brick, wood paneling, fine wallpaper and inlaid flooring, muted exterior
light bleeds into the interior space from open windows and balconies
o0 Characters/Vehiclesi enemy Locust Sniperswith line-of-sight from Area 4, no vehicles
e Examples of inrrgame static meshes shown below:

RB_EBA_Trims_WoodDoorFrame_01
440 Tris, 486 Yerts

Figure 4:Wooden Pillar Figure 3: Wooden Door Figure 2:Wooden Doorway

RB_EBA_WoodPillar_01_MeshCOG_CityDoor04_Josh_SMesh
140 Tris, 160 Yerts 368 Tris, 361 Verts

Svea Eppler Page | 4 8/28/08
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Figur 6: Interior of Contemporary Combat Center

Figure 5: Rubble near interior Arches

Svea Eppler 8/28/08
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Figure 7: Example of Collapsing Floor

Figure 8: Example of Collapsed Ceiling
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Figure 10 : Alternative Arches within Contemporary Combat Center
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Area 2
e Area2is alarge Library room accessible from Areas 1, 2 and 4. Area 2 has 5 distinct areas, 3 rows
of bookshelves, 1 open study area, and one enclosed study area. There are 3 distinct exits from
Area 2, the entrance and Area 1, the balcony in Area 4, and the extended Library in Area 3. Snipers
located across the courtyard from Area 4 have line-of-sight into several areas within Area 2, but
strategic cover has been placed to allow the player to move through the area without taking fatal
damage. There are several paths through this area.
e Visual References
0 Terrain/Vegetation i N/A, interior space with assorted rubble
0 Models/Architecture i standard Eastern Barricade Academy and Ephrya architecture
o Textures/Lighting 7 brick, wood paneling, fine wallpaper and inlaid floors, muted exterior
light bleeds into the interior space from open windows and balconies
0 Characters/Vehiclesi enemy Locust Sniperswith line-of-sight from Area 4, no vehicles
e Examples of ingame static meshes shown below:

Book_Case002_SMesh ooks_03_SMesh RBE_EBA_Trims_WoodDoorFrame_01
164 Tris, 263 Yerts 4 Tris, 53 Verts 440 Tris, 486 Yerts

Figure 17 : Bookcase Figure 16 : Books Figure 18 : Wood Doorframe

RB_EBA_WoodPillar_01_Mesh
140 Tris, 160 Yerts

_CityDoor04_Josh_SMeshlDestruct_FancyCouchla_Smesh
Tris, 361 Yerts R22 Tris, 798 Yerts

Figure 14 :Wood Pillar Figure 15 : Wooden Door Figure 13 : Couch

. Destruct_Palette2a_Smesh
Destruct_armchair0_Smesh 444 Tris, 700 Verts
1599 Tris, 1066 Yerts NO COLLISION MODEL!

Figure 11 : Study Chair Figure 12 : Rubble
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Figure 19 : Rubble within Contemporary Combat Center

Area 3
e Area 3is the second Library room where the mission objective is located. This area is accessible
from Area 2. Snipers located across the courtyard from Area 4 have line-of-sight into several areas
within Area 3, but cover has been provided to allow player to avoid fata lity and a triggered event as
player nears the objective will block line-of-sight and protect the player from future sniper fire in this
area. There are several paths through this area.
e Visual References
0 Terrain/Vegetation i N/A, interior space with assorted rubble
0 Models/Architecture - standard Eastern Barricade Academyand Ephrya architecture
0 Textures/Lighting - brick, wood paneling, fine wallpaper and inlaid flooring, muted exterior
light bleeds into the interior space fr om open windows and balconies
0 Characters/Vehicles- enemy Locust Sniperswith line-of-sight from Area 4, no vehicles
¢ Examples of inrgame static meshes shown below:

Book_Case002_SMesh RBE_EBA_Trims_WoodDoorFrame_01
164 Tris, 263 Yerts s, | 440 Tris, 486 Yerts

Figure 22 :Book case Figure 21 :Books Figure 20 : Wooden Doorway
< wge | 8/28/08



