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Introduction

Cave environment built using th&nreal 3editor

This documengives an irdepth look at one of my best levels, along with highlighting some
other examples of my workl 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.
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assignments Thank you for taking the time to reviewy work.
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Exploding Zombies ( Half-Life 2): Overview

I worked on this level over a fouveek period. The goal was toeate two unique and

interesting scripted sequences$ also wished to combine a familiar setting with a different but still
familiaratmosphere.
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Level overhead view, sans skybox; most of the gameplay takes place on the left
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atmosphere was more similar to the zombidested Ravenholm of the same game. The player must
clear out the zombies in a small section of tiiy by calling in an aimissile strike from a control center.
On the way, the player must pass througlimerouszombies, survive an encounter within an explosive

filled warehouse, anwvithstandan assault by fast zombiasthe missile control centdsefore finally
obliterating ahorde of zombies with missiles
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Exploding Zombies ( Half-Life 2): Breakdown

Scripting
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missile strike. During thassault, fast zombies continually attack theygawhile power restores to the
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shuts out the zombies. The missile strike is much simpler from a gameplay perspective: the player
pushes a button at aontrol console, and missiles destroy a horde of zombies.

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

Since | had already
researched the missile strike prior
to building this level, most of my
time was spent perfecting the
assault. | initially had trouble
getting the zombies to consistently
appear off camera and attacke
player. | tried setting up a path
using path_corners, but eventually
KIR &dz00Saa o0& C
481 dSy 08¢ F2NI St
to. Afterthe zombie reached the
scripted sequence, they would turn
and attack the player.
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Giving the zombies a scripted sequence to run to ended up working better than giv
them a specific path to follow
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Setting up themissile strikeproved to be a much simpler task, although it requires more stéps.
wanted the missiles to appear as though they were flying from far away, so | placed the starting points
outside of the levels. From the players perspective, they fly tlersky 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 taegto aim for

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



