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Mission Location
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LEVEL ATMOSPHERE/MOOD
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MAJOR AREAS/VISUAL THEMES

Area 1: Prison Cell Block
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Area 2: Cafeteria
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LEVEL OBJECTIVES
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CHALLENGE HIGHLIGHTS
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Actors
Player

Key Actors
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User Interface
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GAMEPLAY DETAILS

Level Progression Chart

Level Progression Chart

Time (min)

Terrain/Objective
Opponents
Challenges

Wow Moments

New Skills/Weapons

Time (min)
Terrain/Objective
Opponents
Challenges

Wow Moments
New Skills/Weapons

0.5

Decampment

Prison Guard

2

Cafeteria

Prison Guards

Escape from Prison Cell

Solve Cell Puzzle

2.5

Defeat Prison Guard
View of cell block area Use of r  ollermine beacon
Rollermine beacon
mechanic, suit and gravity
gun

3.5 4

Cafeteria |

Legend

1 square = 15 seconds

Cafeteria
Challenge Highlight
Wow Moment

New Weapon/Skill

Defeat Prison guards
Defeat Prison
guards

Solve final puzzle

Solve final puzzle




Gameplay Mechanics
Prerequisite Skills:
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Overhead Level Map
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Detailed Map Descriptions

Area 1.1: Prison Block
Map

Gameplay
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Area 1.2 Security Room
Map

Gameplay
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Area 2.1 Corridor
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Area 2.2 Cafeteria
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THE FOUR QUESTIONS

WHY IS IT FUN?
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WHAT MAKES THIS SEQUENCE INTERESTING /MEMORABLE ?
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HOW WILL YOU COMMUNICATE TO THE PLAYER WHAT THEY NEE D TO DO?
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HOw CAN THE PLAYER BREAK IT ?
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