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Introduction  

This document gives an in-depth look at one of my best levels, along with highlighting some 

other examples of my work.  I built all of the following during my time as a student at The Guildhall at 

SMU.  This document should give you a good idea of my level building process. 

L ōǳƛƭǘ ǘƘŜ ǇǊƛƳŀǊȅ ƭŜǾŜƭ ƛƴ ǘƘƛǎ ŘƻŎǳƳŜƴǘΣ ά9ȄǇƭƻŘƛƴƎ ½ƻƳōƛŜǎΣέ ƛƴ ǘƘŜ IŀƳƳŜǊ ŜŘƛǘƻǊ ŦƻǊ Half-

Life 2: Episode 2.  It is a άƳƛƴƛ-ƭŜǾŜƭέ ǘƘŀǘ L ōǳƛƭǘ ŘǳǊƛƴƎ ƛƴǘŜƴǎŜ ǘƛƳŜ ŎƻƴǎǘǊŀƛƴǘǎ ǿƘƛƭŜ ŀƭǎƻ ǿƻǊƪƛƴƎ ƻƴ Ƴȅ 

aŀǎǘŜǊΩǎ ǘƘŜǎƛǎ ŀƴŘ ōŜƎƛƴƴƛƴƎ ǿƻǊƪ ƻƴ Ƴȅ ǘŜŀƳ ŎŀǇǎǘƻƴŜ ǇǊƻƧŜŎǘΣ Primae Noctis, along with other 

assignments.  Thank you for taking the time to review my work. 

  

Cave environment built using the Unreal 3 editor 
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Exploding Zombies ( Half-Life 2): Overview  
 I worked on this level over a four-week period.  The goal was to create two unique and 

interesting scripted sequences.  I also wished to combine a familiar setting with a different but still 

familiar atmosphere. 

 ά9ȄǇƭƻŘƛƴƎ ½ƻƳōƛŜǎέ ƛǎ ǎŜǘ ƛƴ ǘƘŜ ōǊƻƪŜƴ Řƻǿƴ /ƛǘȅ мт ŦǊƻƳ IŀƭŦ-Life 2, although the 

atmosphere was more similar to the zombie-infested Ravenholm of the same game.  The player must 

clear out the zombies in a small section of the city by calling in an air-missile strike from a control center.  

On the way, the player must pass through numerous zombies, survive an encounter within an explosive-

filled warehouse, and withstand an assault by fast zombies in the missile control center before finally 

obliterating a horde of zombies with missiles. 

   

Level overhead view, sans skybox; most of the gameplay takes place on the left 
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Exploding Zombies ( Half-Life 2): Breakdown  

Scripting  
ά9ȄǇƭƻŘƛƴƎ ½ƻƳōƛŜǎέ Ƙŀǎ ǘǿƻ ƳŀƧƻǊ ǎŎǊƛǇǘŜŘ ǎŜǉǳŜƴŎŜǎΥ ǘƘŜ ŀǎǎŀǳƭǘ ōȅ Ŧŀǎǘ ȊƻƳōƛŜǎ ŀƴŘ ǘƘŜ 

missile strike.  During the assault, fast zombies continually attack the player while power restores to the 

ƳƛǎǎƛƭŜ ŎƻƴǘǊƻƭ ŎŜƴǘŜǊΦ  ¢ƘŜ ǇƭŀȅŜǊ Ƴǳǎǘ ǎǳǊǾƛǾŜ ǳƴǘƛƭ ǘƘŜ ōǳƛƭŘƛƴƎΩǎ ǇƻǿŜǊ ǊŜǘǳǊƴǎΣ ŀŦǘŜǊ ǿƘƛŎƘ ŀ ŘƻƻǊ 

shuts out the zombies.  The missile strike is much simpler from a gameplay perspective: the player 

pushes a button at a control console, and missiles destroy a horde of zombies. 

Since I had already 

researched the missile strike prior 

to building this level, most of my 

time was spent perfecting the 

assault.  I initially had trouble 

getting the zombies to consistently 

appear off camera and attack the 

player.  I tried setting up a path 

using path_corners, but eventually 

ƘŀŘ ǎǳŎŎŜǎǎ ōȅ ŎǊŜŀǘƛƴƎ ŀ άǎŎǊƛǇǘŜŘ 

ǎŜǉǳŜƴŎŜέ ŦƻǊ ŜŀŎƘ ȊƻƳōƛŜ ǘƻ Ǝƻ 

to.  After the zombie reached the 

scripted sequence, they would turn 

and attack the player. 

Getting the assault just right took time, as the zombies would frequently become stuck at 
their spawn points 

Giving the zombies a scripted sequence to run to ended up working better than giving 
them a specific path to follow 
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Setting up the missile strike proved to be a much simpler task, although it requires more steps.  I 

wanted the missiles to appear as though they were flying from far away, so I placed the starting points 

outside of the levels.  From the players perspective, they fly from the sky instead of from a nearby 

source. 

The grey boxes (path_corner) creates a path for the missiles to follow, while the targets below 
(npc_target) gave them a rough target to aim for 

The resulting explosion; a text prompt leads the player to the level's exit 


