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QUICK SUMMARY 
 

Overview 

Campaign 
 Name: Burgundy, On the Rocks 
 This level is located along a twisting mountain road to White Forest . The mission takes place 

between chapter 6a and chapter 7. 
 

Mission Locations 
 A twisting mountain road to White Forest, a mountain path, and an abandoned distillery 
 Mid day with pine trees, craggy rock outcroppings, and an abandoned dilapidated building 
 Bright and sunny 

 

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

 

Mission Description 
This level is a single player solo mission where the player must navigate along a narrow mountain road 
using a vehicle. Occasional obstacles block the player path and need to be moved by the player through a 
variety of means. In addition, a drawb ridge needs to be activated from a control panel at an abandoned 
distillery overlooking the road. This area is located along the road to White Forest in the Halflife 2 Universe.  
 
This mission includes puzzle solving and enemy encounters that the player must overcome in order to 
progress to the next level. The player is required to drive the vehicle along a mountain road, destroy 
several waves of enemies at various locations throughout the level, and solve several simple puzzles in 
internal and external environments. The player receives visual clues to help them solve puzzles and audio 
clues when the enemies spawn.  
 
This level intends to demonstrate playerôs knowledge of gameplay mechanics including vehicular navigation, 
puzzle solving, destruction of traditional enemies, and destruction of enemies by use of puzzle elements. 
Successful completion of this level includes navigating along the mountain road, exiting the vehicle, finding 
an alternate route to a nearby building, object manipulation and button/leve r interactions, puzzle solving, 
and destruction of assorted enemies.   
 

Mission Metrics 

 Play Time: ~ 10 minutes 
 Physical Length: ~ ½ mile by 1 mile  
 Physical Area: The playable area covers the mountain road, connecting paths, a bridge, and an 

abandoned distillery. The actual map includes surrounding mountainside, and background vistas of 
distant hillsides. 

 Max New Characters: N/A 

 Max Visual Themes: 2 
o Mountain road/paths 
o Mountain Distillery Interior  
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LEVEL DETAILS 

Level Atmosphere/Mood 

Emphasis on the Mountain Road theme is created by use of environmental design through displacement 
geometry and static meshes that are consistent with other levels with this external theme including: rocky 
mountainous terrain, pine trees, guard rails and wooden retaining walls, boulders and displaced rocks, and 
rural rock, dirt and forest textures. The abandoned rural distillery continues this mountain theme by using: 
dirty textures, dilapidated static mesh props objects and items, broken geometry and decals that imply 
abandonment and disuse. The paths connecting the mountain road and rural distillery includes: simple 
displacement textures of rock, dirt and forest, wooden retaining wall meshes, boulders and displaced rocks 
as well as static meshes of electrical power cables.  
 
The mood for this area is that 
of a bright rural environment 
overshadowed by the Combine 
threat. Deliberate roadblocks 
placed throughout the level 
force the player to explore the 
roadside paths and buildings to 
solve the roadblock puzzles to 
progress through the level. 
These puzzles include triggers 
that begin scripted enemy 
encounters that enforce the 
feeling of a peaceful 
environment threatened by the 
Combine. The road that runs 
through the level  is relatively 
long, but it zig zags across the 
level and up the side of the 
mountain re-using the game 
space and maximizing the 
environment for vehicular and 
foot travel.  
 
The intended emotions that this atmosphere attempts to evoke are those of  rural tranquility, interspersed 
with frantic puzzle solving and panicked enemy encounters. The exterior spaces have deliberate roadblocks 
with scripted enemy encounters to lead the player from vehicula r to first person gameplay. These triggered 
events intend to heighten the playerôs sense of anticipation when they have left the vehicle. Additional 
triggered enemy encounters occur while the player interacts with puzzle elements as well, increasing the 
playerôs sense of a need for speedy solution of puzzles and resolution of conflicts. Finally, the level ends 
with the last puzzle solution and the player leaves the level through another short pocket of safe and 
tranquil scenic mountain roads.  

Figure 2 : Burgundy Atmospheric Concept  
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Story 

 Intro  

o Gordon Freeman has escaped from City 17 and is travelling with Alyx Vance in a muscle car 
to the White Forest research facility. Along the way, they have survived a Hunter attack on 
Alyx, have associated with the Vortigaunts, and have received help from rebels.  
 

 In -game  
o Gordon Freeman drives the car through a tunnel and emerges in a small mountain valley. 

The road travels up the side of the mountain, switching back and forth along the steep cliffs. 
The road crosses a small stream, and a bridge spans a gap in the road where the cliffs come 
close to the drivable landscape. Eventually, the road leads to a retracted drawbridge, and 
Gordon must leave Alyx guarding the car and search for a way to reactivate the drawbridge 
so that they can safely travel over the gap in the road to White Forest.  

o An abandoned distillery overlooking the drawbridge has a broken electrical circuit in the 
basement (puzzle 1). Once Gordon re-connects the power, an electrical cord leads from the 
basement electrical panels to a small control shack that overlooks the drawbridge. Activating 
a simple switch (puzzle 2), the drawbridge becomes operable, but a log jamme d in the gears 
needs to be removed (puzzle 3) for the bridge to finally lower allowing the vehicle to cross.  

o As Gordon approaches the first and second parts of the drawbridge puzzle, Combine soldiers 
approach the house from the road above. Several waves of enemies, including Combine 
Soldiers, Super Combine Soldiers, and a Hunter, force Gordon to fight or die before he can 
rejoin Alyx. 
  

 Extro 
o Once Gordon has solved the drawbridge puzzle and defeated the Combine enemies, he 

rejoins Alyx and they drive up the  road, past a scenic overlook, and into a mountain pass 
where the next level begins to load.  
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 ñ60 seconds of gameplayò 

 
Gordon Freeman has entered the basement of the abandoned mountain house and is searching for a way 
to re-activate the drawbridge below. The upstairs rooms have been relatively empty, with one or two crates 
of supplies, but sounds of an electrical short have drawn him to the basement below.  
 
Stepping into the darkly lit basement, a broken electrical cable sparks in one corner, next to a c ontrol box 
and an exterior door. Through a broken window, Gordon sees that an electrical cord runs along several 
poles to a distant shack that overlooks the drawbridge.  
 
Cautiously approaching the control box, Gordonôs eye is drawn to a replacement cable that is coiled on a 
nearby table. Realizing that he can use the extra cable to circumvent the broken one, Gordon starts to 
reach for the cableé 
 
Sudden noises from outside the house, however, still his questing hand. A force of Combine soldiers has 
approached the house while he has been inside, and their radios and footsteps are heard entering the 
house above. As Gordon holds his breath, the Combine soldiers enter the house and begin to search the 
premises. Dust falls from the ceiling as the heavy-footed soldiers tromp through the debris above, and 
Gordon hopes that they donôt decide to explore the basement. 
 
Unfortunately, his presence in the distillery is detected, and a group of Combine rush down the stairs and 
burst through the basement. Gordon quickly  selects his weapon of choice, the shotgun, and begins to 
return fire to the aggressive soldiers. As the first wave of enemies is nearly defeated, another wave enters 
from the exterior basement door and Gordon must face enemies from both directions. Due to  his quick 
reflexes and superior armor, Gordon quickly dispatches both groups of soldiers. His attention is drawn back 
to the electrical puzzle, but he 
can still hear other enemies in 
the distance.  
 
Should he continue trying to fix 
the electrical box, or should he 
investigate the sounds of the 
enemy outside of the house. 
Gordon imagines that he even 
hears the sound of a Combine 
Hunter in the distance, but he 
knows that his priority is 
reaching White Foresté Gordon 
canôt be caught or killed, but he 
also cannot move away from the 
building until the puzzle is 
solved. 
 
Gordon slowly reloads his 
shotgun, and warily reaches for 

the replacement cableé 
 

Figure 3 : Areas 2, 3 & 4 Concept  
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Major Areas/Visual Themes 

 
Area 1 ï Lower Mountain Road 

 Area 1 is the start point for this level. The player starts in a mountain ro ad tunnel and progresses 
quickly into the level along a mountain road. The road quickly turns into a switchback and the player 
must turn the vehicle and navigate up the mountain to progress.  

 The start view includes a small stream, numerous pine trees, and the first switchback of th e road 
 Visual References 

o Terrain/Vegetation ï exterior space with rocks, pine trees, a small stream and road 
o Models/Architecture ï nature static meshes and displacement boulders 
o Textures/Lighting ï bright but semi-overcast daylight 
o Characters/Vehicles ï Alyx Vance, Muscle Car  

 
Some examples of static meshes and reference imagery for this area: 
 

 
 
 
 
  

Figure 7 : Tree Mesh  Figure 5 : Logs Mesh  Figure 6 : Log Mesh  

Figure 10 : Bridge Mesh  Figure 4 : Truck Wreck 
Mesh  

Figure 11 : Fern Mesh  

Figure 9 : Car Mesh  Figure 8 : Telephone Pole 
Mesh  
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Figure 13 : In - Game Screenshot -  Roadside Reference  

Figure 12 : Switchback Reference  
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Figure 15 : In - Game Screenshot -  Stream Reference  

Figure 14  In - Game Screenshot -  Pine Tree Meshes, Displacement Boulders  
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Area 2 ï Mountain Path 

 Area 2 is the transitional part of this level. The player h as left the vehicle and travels on foot above 
the road level to access an abandoned distillery and solve a puzzle to lower a drawbridge on the 
road.  

 The view from the Mountain Path includes pine trees, rocks, the road, and retaining walls/fences to 
delineate the path from the surrounding countryside  

 Visual References 
o Terrain/Vegetation ï exterior space with rocks, pine trees, a small stream and road 
o Models/Architecture ï nature static meshes and displacement boulders 
o Textures/Lighting ï bright but semi -overcast daylight 
o Characters/Vehicles ï Alyx Vance, Muscle Car  

 
Some examples of static meshes and reference imagery for this area: 
 

Figure 18 :  In - Game Screenshot -  Mountain Path  

Figure 17 : Fence Mesh  Figure 16 : Rocks Mesh  
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Figure 20 : In - Game Screenshot -   Mountain Path, Displacement Boulders  

Figure 19 : In - Game Screenshot -  View over Mountain Road from Path  
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Area 3 ï Abandoned Distillery 

 Area 3 is the abandoned distillery where the player solves a puzzle to turn electricity back on to the 
house, so that a drawbridge can be lowered on the mountain road to allow the player to continue to 
drive their vehicle to the next level.  

 Visual References 
o Terrain/Vegetation ï exterior space with rocks, pine trees, a small stream and road 
o Models/Architecture ï Neglected and Broken Models and Materials, partially collapsed 

buildings, ruined cars and rusty props, player pickups 
o Textures/Lighting ï dark interior with sounds of electrical short circuiting in basement puzzle 

area 
o Characters/Vehicles ïCombine Soldier, Combine Super Soldier, Hunter, Headcrab, Combine 

Vehicle  
 
Some examples of static meshes and reference imagery for this area: 

Figure 29 : Table Mesh  Figure 30 : Chair Mesh  Figure 26 : Pickup Box 
Mesh  

Figure 28 : Ba ttery Pickup 
Mesh  

Figure 22 : Combine Vehicle 
Mesh  

Figure 27 : Light Mesh  

Figure 25 : Water Tower  
Figur e 24 : Sawhorse Mesh  Figure 23 : Combine 

Monitor Mesh  

Figure 21 : Puzzle Ele ment  
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Figure 31 : Abandoned Distillery  Reference  

Figure 32 : Abandoned Distillery  In terior Reference  
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Area 4 ï Upper Mountain Road 
 Area 4 is the end point for this level. The p layer ends the level by reaching the top of the mountain 

and driving through a mountain pass.  

 The end view includes a narrow gap in the mountains, numerous pine trees, and the final 
switchback of the road behind the player 

 Visual References 
o Terrain/Vegetation ï exterior space with rocks, pine trees, a small stream and road 
o Models/Architecture ï nature static meshes and displacement boulders 
o Textures/Lighting ï bright but semi -overcast daylight 
o Characters/Vehicles ï Alyx Vance, Muscle Car  

 

Figure 39 : Tree Mesh  Figure  37 : Logs Mesh  Figure 36 : Log Mesh  

Figure 35 : B r idge Mesh  Figure 38 : Fern Mesh  

Figure 34 : Vehicle Mesh  

Figure 33 : Phone Pole 
Mesh  
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Level  Objectives 
 Primary 

o Travel to White Forest 

 Secondary 
o Solve Puzzles to accomplish travel to White Forest 

 Bonus 
o N/A 

 Hidden 
o N/A 

 

Challenge Highlights 

 Combat 
o Combat against Combine Soldiers at Area 3 
o Combat against Combine Super Soldiers at Area 3 

 Puzzles 
o Electrical Puzzle (to lower Drawbridge) 
o Log puzzle (to un-jam Drawbridge) 

 Conversation 
o Standard Alyx Vance commentary (from vehicle) 

 Boss Battles 
o N/A 

 

WOW Moments 

 Valley Panorama  
o Player enters the level and a lovely valley panorama opens the view from the tunnel to show 

the switchback mountain road and the wormhole over City 17 in the distant sky  
 

 Scenic Overlook with Drawbridge 
o Player turns corner of road and is presented with scenic overview of mountain road, steep 

crevasse, and drawbridge that blocks access to the other side of the mountain.  
 

 Combine Battle 
o Player discovers the broken electrical puzzle within the basement of the abandoned building 
and begins to solve the puzzle. When puzzle ñcableò is approached, triggered event spawns 
several waves of enemies. The sound of approaching enemies echo in the building, and 
footsteps above the playerôs head sprinkle dust into the puzzle area. Then the enemy 
discovers the player and bursts through the door, starting the combine battle.  

 

 Drawbridge Un-Blocked 
o Environmental obstacle moved with Gravity Gun and bridge tumbles back into correct 

configuration for player to drive vehicle across. This event includes a shower of sparks and a 
loud metallic or wooden sound that helps explain the brute force of the pieces at work in the 
bridge architecture. 
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Actors 

Player ï Gordon Freeman 
 Models 

o Gordon Freeman 
 Inventory  

o Inventory/pick -ups from previous level 

 Start Location 
o The base of the Mountain Road 

 Motives/Objectives 
o Travel along the road to reach White Forest 

 

 

 

 

 

 

Supporting Actors 

NPC - Alyx Vance 
 Model(s) 

o Alyx Vance 

 Inventory  
o Unlimited Ammunition 

 Motives/Objectives 
o Travel along the road with player to reach White Forest  

 Starting Location 
o With player in Muscle Car 

 

Figure 41 :  
Alyx Vance  

Figure 40 :  
 Gordo n Freeman  
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Enemies 

Combine Soldier 
 Model 

o Combine Soldier 
 Inventory  

o Unlimited Ammunition 

 Motives/Objectives 
o Capture or Destroy Gordon Freeman/Alyx Vance 

 Starting Location 
o Triggered as player begins Puzzle 1, Part 1 

 

 
 
 
 
 
 

 
 
 
Combine Super Soldier 

 Model 
o Combine Super Soldier 

 Inventory  
o Unlimited Ammunition 

 Motives/Objectives 
o Capture or Destroy Gordon Freeman/Alyx Vance 

 Starting Location 
o Triggered as player completes Puzzle 1, Part 1 

Figure 42 :  
 Combine Soldier  

Figure 43 :  

 Combine Super Soldier  
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Combine Hunter 

 Model 
o Combine Hunter 

 Inventory  
o Unlimited Ammunition 

 Motives/Objectives 
o Destroy Gordon Freeman 

 Starting Location 
o Triggered as player completes Puzzle 1, Part 2 

 

 

 

 

 

 

Headcrab 
 Model 

o Headcrab 
 Inventory  

o N/A 
 Motives/Objectives 

o Destroy Gordon Freeman 

 Starting Location 
o Triggered as player enters abandoned distillery 

Figure 44 :  
 Combine Hunter  

Figure 45 : Headcrab  
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User Interface 

Pre-Game Information 
 The player has learned how to drive their vehicle, use available weapons, solve simple puzzles 
including switch and ñplugò puzzles, and fight enemies. The player must travel along the road, 
removing or overcoming obstacles along the way, on their way to White Forest.  

 

In-Game Information 
 Beginning Text  Level Name :  ñBurgundy, On The Rocks ò  

o Environment: An obvious path leads the player forward in their vehicle along a switchback 
mountain road 

o Environment: A road obstacle forces the player to leave the vehicle and travel along a 
narrow mountain path to an nearby abandoned building   

o Environment: A scripted puzzle sequence changes the road, clearing the path and allowing 
the player to complete the level in the vehicle  

 Objective 
o Travel along the mountain road to reach White Forest,  avoid enemies and remove any 

roadblocks that may prevent level progression 

 Conclusion 
o Text: Standard ñLoadingò message for next level 

 
Post Game Information 

 Debriefing 
o None 

 Stats 
o None 

 

HUD Elements 
 Standard Elements Used 

o Health Meter 
o Weapons Inventory 
o Ammunition Inventory  
o Crosshairs 

 Special Elements Required 
o None 
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GAMEPLAY 

Gameplay Mechanics 

 Drive Vehicle (enter/exit, accelerate, stop, steer)  
 Puzzle Solving (electrical plugs and switches) 
 Combat (Combine Soldier, Super Combine Soldier, Hunter) 

 

Figure  46 : Area 3 Distillery Concept  
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Level Progression Chart 

 

 

Figure 47 : Figure 42: Level P rogression Chart  


