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QUICK SUMMARY 

The Game MasǘŜǊΩǎ [ŀƛǊ challenges the player with three ά/ƭŀǎǎƛŎ DŀƳŜέ tǳȊȊƭŜǎ ƛƴǎǇƛǊŜŘ ōȅ aƛƭǘƻƴ .ǊŀŘƭŜȅΩǎ {ƛƳƻƴ DŀƳŜΣ 

!¢!wLΩǎ .ǊŜŀƪƻǳǘΣ ŀƴŘ ǘƘŜ ƎŀƳŜ ǎƘƻǿ ά[ŜǘΩǎ aŀƪŜ ŀ 5ŜŀƭΦέ The Level is intended to fit  within the Half-Life universe, but 

showcase unique gameplay atypical of a combat oriented First Person Shooter. The player is armed with only the basic physics 

cannon and must solve each puzzle to advance. The LevelΩs difficulty must be accessible to all skills levels. 

¢ƘŜ DŀƳŜ aŀǎǘŜǊΩǎ [ŀƛǊ is a Mini-[ŜǾŜƭ ƳƻŘ ŦƻǊ ±ŀƭǾŜΩǎ CƛǊǎǘ tŜǊǎƻƴ {ƘƻƻǘŜǊΣ IŀƭŦ-Life 2. The lŜǾŜƭ ǘŀƪŜǎ ǇƭŀŎŜ ōŜǘǿŜŜƴ ά²Ŝ 5ƻƴΩǘ 

Dƻ ǘƻ wŀǾŜƴƘƻƭƳέ ŀƴŘ άIƛƎƘǿŀȅ мтέΦ DƻǊŘƻƴ CǊŜŜƳŀƴ ŦƛƴŘǎ ŀƴ ŜƭŜǾŀǘƻǊ ƛƴ ǘƘŜ ǳƴŘŜǊƎǊƻǳƴŘ ǇŀǎǎŀƎŜ ƭŜŀŘƛƴƎ ǘƻ ŀ ƳŀŘ 

ƎŀƳŜǎǘŜǊΩǎ ǳƴŘŜǊƎǊƻǳƴŘ ƭŀƛǊΦ DƻǊŘƻƴ Ƴǳǎǘ ǎƻƭǾŜ ŘŀƴƎŜǊƻǳǎ ǇǳȊȊƭŜǎ ǘƻ ŦƛƴŘ Ƙƛǎ ǿŀȅ ǘƘǊƻǳƎƘ the underground lair of the 

mysterious Game Master to get ǘƻ ǘƘŜ ǘǊŀƛƴ ǘǊŀŎƪǎ ƭŜŀŘƛƴƎ ǘƻ ǘƘŜ άIƛƎƘǿŀȅ мтέ ƭŜǾŜƭΦ ¢Ƙƛǎ ƛǎ ŀ ǎƛƴƎƭŜ ǇƭŀȅŜǊ level with puzzle-

based gameplay. The level balances puzzle elements with Zombie and Man-Hack combat. The level takes place inside an 

underground lair styled similarly to the Citadel level but in a tighter confined space. The player carries only a Physics Cannon. 

 

 

Figure 1: The Game Master's Lair 
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GAMEPLAY  

¢ƘŜ ƭŜǾŜƭ ǘŀƪŜǎ ǘƘŜ ǇƭŀȅŜǊ ŀƭƻƴƎ ŀ ƭƛƴŜŀǊ ǇǊƻƎǊŜǎǎƛƻƴ ǘƘǊƻǳƎƘ о Ƴŀƛƴ ǊƻƻƳǎΦ ¢ƘŜ ǇƭŀȅŜǊ Ƴǳǎǘ ǎƻƭǾŜ ŜŀŎƘ ǊƻƻƳΩǎ ǇǳȊȊƭŜ ōŜŦƻǊŜ 

passage to the next room opens. Exiting the elevator, an extreme close-up of the Mysterious Game Master greets the player via 

a television monitor offering clues through a heckling rant as to what challenges await. After his rant, the player steps through a 

doorway into the first room.  

The first room challenges memory with a Simon-like puzzle. For every mistake, the player must dodge falling exploding barrels or 

fight off Man-Hacks with his Physics Cannon. The player interacts with a button in the center of the room to demonstrate the 

puzzle sequence. After witnessing the sequence, the player walks across the floor panels to mimic the sequence. Stepping on a 

panel out of sequence initiates a drop of an exploding barrel ready to burst. The player must run for cover and dodge the 

explosions. Each consecutive error causes more barrels and eventually Man-Hack to fall from the ceiling. After completing the 

puzzle sequence the player advances to the next room. Again, the Mysterious Game Master heckles the player taunting him as 

he enters the room.  

The second room presents the player with a Large TV monitor showing a very familiar image of a brick-breaker style game. In 

front of the monitor, interacting with ŀ άwƛƎƘǘέ ŀƴŘ ά[ŜŦǘέ ōǳǘǘƻƴ ŎƻƴǘǊƻƭ ǇŀƴŜƭ ƳƻǾŜǎ ŀ ǇƭŀǘŦƻǊƳ ŀŎǊoss the bottom of the 

screen. A Combine Energy Ball waits for the player just under the screen. As the player uses the Physics cannon and launches the 

ball, the image on the TV displays the ball bouncing around breaking some of the colored blocks. Catching the ball with the 

platform keeps the ball in play. When the ball misses the platform, alarms sound as Man-Hacks fall from the ceiling behind the 

player. The player must then pull the energy ball from the game and dispatch the Man-Hacks before trying again. Clearing a path 

through the colored blocks with the ball opens the doors into the next room. The player makes his way through the room 

noticing it is the room containing the colored blocks. Any remaining blocks break away and clear a path to the door on the 

opposite side of the room.  

The Final room is smaller than the others. Three clearly marked doors stand ŀǎ ά5ƻƻǊ ІмέΣ ά5ƻƻǊ Інέ ŀƴŘ ά5ƻƻǊ ІоΦέ hƴ ŜƛǘƘŜǊ 

side of the room, storage units containing wrenches, saw blades and shovels clutter the space unlike the previous rooms. As the 

player enters the final room, TV monitors burst to life with images of the Game Master. This time the Game Master reveals a bit 

ƳƻǊŜ ŦǊǳǎǘǊŀǘƛƻƴ ŦƻǊ ǘƘŜ ǇƭŀȅŜǊΩǎ ŘŜǎǘǊƻȅƛƴƎ Ƙƛǎ ǇǳȊȊƭŜ ǊƻƻƳΦ bƻǿ ǘƘŜ Game Master presents the player with the option of 

choosing one of three doors. Like an insane Monty Hall, the Game master challenges the player to make a deal. Unfortunately, 

each of the three doors contains varied numbers of Zombies. Once the player opens all three doors and defeats the zombies 

using his Physics Cannon to throw tools, the Game Master breaks down and confesses he is overjoyed to have someone to play 

with. To congratulate the player, he opens ŀ ƘƛŘŘŜƴ ŜƭŜǾŀǘƻǊ ǊŜǾŜƭƛƴƎ ǘƘŜ ƭŜǾŜƭΩǎ ŜȄƛǘΦ 

The sequential, linear flow leads the player from puzzle to puzzle. Doors seal Gordon into each room eliminating any confusion or 

misdirection that might inspire the player into looking for an alternate path. Solving each puzzle is the only way to proceed 

through the level. The hecklinƎ DŀƳŜ aŀǎǘŜǊΩǎ ǘŀǳƴǘǎ ōŜŎƻƳŜ ŀƴ ƛƴǾŀƭǳŀōƭŜ ǘƻƻƭ ŦƻǊ ƎǳƛŘƛƴƎ ǘƘŜ ǇƭŀȅŜǊ ǘƘǊƻǳƎƘ ŜŀŎƘ ǎǘŜǇ ƻŦ ǘƘŜ 

puzzle. 
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OBJECTIVE SUMMARY 

 

1. Exit the Elevator into the first room to watch the Game Master introduce the levels. 

Objective 1: Simon Puzzle 

a. Enter the first Simon Puzzle Room, and start the puzzle by triggering the button in front of the floor panels. 

b. Watch the sequence of lighted floor panels and then repeat the sequence by stepping on the floor panels in the 

same order. 

c. Keep clear of exploding barrels and defeat Man-Hacks that fall from the ceiling upon making an error in the 

sequence. 

d. After solving the puzzle, enter through the now open doorway. 

2. Watch another video from the Game Master indicating the next puzzle to solve. 

Objective 2: Brick-Break-Out 

a. See the Combine Energy Ball in a hole in the wall under the TV monitor, and test the buttons controlling the 

moving platform on the monitor. 

b. Push the ball into play with the physics cannon, and use the buttons to move the paddle from left to right 

keeping the ball in play and breaking the colored blocks. 

c. Defeat manhackǎ ǳǎƛƴƎ ǘƘŜ ŜƴŜǊƎȅ ōŀƭƭ ŀƴȅ ǘƛƳŜ ǘƘŜ ǇŀŘŘƭŜ ŘƻŜǎƴΩǘ ƪƴƻǿ ǘƘŜ ōŀƭƭ ōŀŎƪ ƛƴǘƻ ǇƭŀȅΦ 

d. Break through the layers of blocks to destroy a block in the deepest layer that unlocks the door into the next 

area 

3. Walk through the room containing the remaining colored blocks and into the next area. (Wow moment walking through 

the life sized Brick-Break-Out game within the game.) 

hōƧŜŎǘƛǾŜ оΥ [ŜǘΩǎ /ƘƻƻǎŜ ŀ 5ƻƻǊ 

a. Watch another video on the large monitor as the Game Master plays host in a demented game show. 

b. Consecutively open the three doors and defeat the zombies and inside them using the Physics Cannon to throw 

available room items. 

c. The Game Master reveals his appreciation for having you as a playmate and reveals a hidden elevator.  

4. Enter the Elevator and exit the level. 
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OVERVIEW 

CAMPAIGN 

¶ Name: ¢ƘŜ DŀƳŜ aŀǎǘŜǊΩǎ [ŀƛǊ 

¶ Level Position in Campaign:  

o bŜŀǊƛƴƎ ǘƘŜ ŜƴŘ ƻŦ ǘƘŜ ά²Ŝ 5ƻƴΩǘ Dƻ ¢ƻ wŀǾŜƴƘƻƭƳέ ƭŜǾŜƭΣ DƻǊŘƻƴ enters an elevator. The άThe Game 

aŀǎǘŜǊΩǎ [ŀƛǊέ level begins as soon as Gordon exits the elevator.  

o CƻƭƭƻǿƛƴƎ ǘƘŜ ƭŜǾŜƭΣ DƻǊŘƻƴ ǊŜǘǳǊƴǎ ǘƻ ǘƘŜ ǘǊŀƛƴ ǘǊŀŎƪǎ ƭŜŀŘƛƴƎ ǘƻ ǘƘŜ άIƛƎƘǿŀȅ мтέ ƭŜǾŜƭ 

 

MISSION LOCATION 

¶ Theme: A haunting twist to classic game puzzles. 

¶ Mood: The jǳȄǘŀǇƻǎƛǘƛƻƴ ƻŦ ŎƘƛƭŘǊŜƴΩǎ ƎŀƳŜǎ ŀƴŘ ƳǳǊŘŜǊƻǳǎ ōƻƻōȅ-traps.   

¶ Setting: Confined underground metal chambers 

¶ Time: Late afternoon/early evening 

¶ Season: Summer 

¶ Weather: A bit hazy but otherwise clear skies 

 

MISSION DIFFICULTY (SCALE: 1-5) 

¶ Start: 2-3 (Making mistakes with simple puzzle elements spawn exploding barrels then Man-Hacks) 

¶ Middle: 2 (Making mistakes with simple puzzle elements spawn Man-Hacks) 

¶ End: 3 (Battle multiple zombies with only the Physics Cannon) 
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MISSION METRICS 

¶ Play Time: 8minutes  

¶ Physical Length: ~ 150 feet through 50 foot wide rooms 

¶ Physical Area: 150 x 50 foot area 

¶ Max New Characters: 1 (The Mysterious Game Master (face and voice only) 

¶ Max Visual Themes: 2-3 

o Area 1: The First two rooms resemble a Citadel styled construction with colorful game piece elements (i.e.: 

Simon Floor Panels and Colored Bricks in Pong Puzzle)  

o Area 2Υ LƴŘƻƻǊ /ƛǘŀŘŜƭ ǎǘȅƭŜŘ wƻƻƳ ǎƭƛƎƘǘƭȅ ƭŜǎǎ άŦƛƴƛǎƘŜŘΦέ The 3
rd

 room includes shelving units and tools 

cluttered about. Sections of incomplete wall reveal underground stone wooden beams and rock   

o Area 3: Optional Exterior (Upon Leaving the elevator Gordon catches a glimpse of the outdoor train tracks) 
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LEVEL DETAILS 

LEVEL ATMOSPHERE/MOOD 

The deep underground lair of the mysterious Game Master holds familiar yet dissonant life-ǎƛȊŜŘ ƛƴǘŜǊŀŎǘƛǾŜ ŎƘƛƭŘǊŜƴΩǎ ƎŀƳŜǎΦ 

The colorful game pieces contrast the stark cold metal walls in this dark secluded lair. Strange surprises await a hapless playmate. 

Almost every room displays a flickering monitor waiting to surprise the viewer as the extreme close-up of a strangely excited 

hermit, pops on to the screen when least expected. The eerie, excited chuckle booms over loud speakers as the player makes any 

move. Someone is watching.  

 

STORY  

INTRODUCTION 

¶ The Preacher in Ravenholm helped Gordon make his way into the caves under the cemetery. Now Gordon rushes to 

catch up with the rebels near Highway 17. The path through the caves under the cemetery slowed his progress. Gordon 

ƴƻǘƛŎŜǎ ŀƴ ŜƭŜǾŀǘƻǊ ƘƛŘŘŜƴ ƛƴ ǘƘŜ ŎƻǊƴŜǊ ƻŦ ŀ ŎŀǾŜ ǿŀƭƭΣ ŀƴŘ ŘŜŎƛŘŜǎ ǘƻ ǎŜŜ ƛŦ ƛǘΩǎ ǿƻǊƪƛƴƎΦ Lƴ ƘƻǇŜǎ ǘƘŀǘ ƛǘΩǎ ŀ ǎƘƻrtcut to 

the surface, Gordon steps inside. 

IN-GAME 

¶ Gordon steps out of the elevator into a dark doom.  A strange face on TV Monitors in the room teases him and boasts of 

ǘƘŜ Ŧǳƴ ŀƴŘ ƎŀƳŜǎ ƘŜΩǎ ǇǊŜǇŀǊŜŘΦ ¢ƘŜ ŘƻƻǊs to the elevator lock behind him and the door leading to the next room 

opens.  

¶ Gordon steps into an almost completely bare room, except for four colored panels on the floor in front of him. The bare 

room is of meticulous construction. Clearly, the man on the screen has too much time on his hands. The dark metallic 

walls glisten and shine. Gordon notices a large colored security door standing opposite him as the man on the TV 

indicates that playing his game is the only way to get through them. Gordon quickly notices that this game has real-life 

consequences and clearly, the man behind the screen vicariously enjoys manipulating Gordon as if he were an avatar in 

some First-Person-Shooter video game. Stepping across a colored panel ignites an alarm and Exploding barrels and Man-

Hacks ambush him from hatches in the ceiling every time he steps on the wrong colored panel. Gordon presses the 

button in the center of the floor and carefully notes the sequence of lighted panels. He steps across them in order this 

time to open the doors to the next room.  

¶ In the nŜȄǘ ǊƻƻƳΣ ŀƴƻǘƘŜǊ ¢± aƻƴƛǘƻǊ ǎǘŀƴŘǎ ƛƴ ŦǊƻƴǘ ƻŦ ƘƛƳΦ .ǳǘǘƻƴǎ ƛƴǘŜǊŀŎǘ ǿƛǘƘ ǘƘŜ άǇŀŘŘƭŜέ ƻƴ ǘƘŜ ǎŎǊŜŜƴΦ ! 

glowing energy ball floats under the screen. Using his gravity gun, Gordon pushes the ball into the hole and notices it 

appear on the screen in front of him. The ball slams into the colored blocks on the screen and breaks one as it returns 

back towards the bottom and past the paddle. Again, alarms sound and 3 Man-hacks dive-bomb him from more ceiling 

hatches. Gordon quickly dispatches them by using the gravity gun to throw them into each other and the wall. Another 

ōŀƭƭ ŀǇǇŜŀǊǎ ōŜƭƻǿ ǘƘŜ ǎŎǊŜŜƴΦ ¢Ƙƛǎ ǘƛƳŜΣ DƻǊŘƻƴ ǇǳǎƘŜǎ ǘƘŜ ōŀƭƭ ƛƴǘƻ Ǉƭŀȅ ŀƴŘ ǳǎŜǎ ǘƘŜ ƳƻǾƛƴƎ άǇŀŘŘƭŜέ ǘƻ ƪŜŜǇ ǘƘŜ 

ball from hitting the bottom of the screen.  After a few tries, the ball breaks through to the deepest row of colored 

blocks and two doors open to the next room. As Gordon steps inside, he sees that the room is the life-sized version of 

what he was just playing on the screen. Gordon makes his way to the door at the other end as blocks break apart all 

around him. 
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¶ The man on the monitor yammers away at Gordon as he enters the final room. Three doors stand in front of him, clearly 

marked as 1, 2, and 3. Gordon notices that this room is not nearly as refined as the previous two rooms. Tools clutter 

shelving units, and holes in the wall reveal the depths of the underground cave the facility digs into. Gordon opens the 

doors only to find poor souls driven mad from the Head-Crabs invading the space reserved for their heads. The zombie 

like creatures careen towards him and Gordon must defend himself by throwing the tools at them. One by one, Gordon 

opens the doors and puts them out of their misery.  

EXTRO 

¶ After dispatching the zombies, the man in the monitor becomes much more subdued. He confesses to Gordon that he 

ƻƴŎŜ ǿƻǊƪŜŘ ƻƴ ǘƘŜ ŎƻƳōƛƴŜ ǇǊƻƧŜŎǘǎ ǳƴǘƛƭ ǘƘŜ ǎƻƭŘƛŜǊǎ ǘƻƻƪ Ƙƛǎ ǘǿƻ ŘŀǳƎƘǘŜǊǎ ŦǊƻƳ ƘƛƳΦ IŜΩǎ ƘƛŘŘŜƴ ŀǿŀȅ ƘŜǊŜ ŜǾŜǊ 

since, and admits to going a little mad. Quietly a hidden door panel slides open revealing another elevator. Sadly, the 

Game Master wishes Gordon farewell and advises him to enter the elevator and continue on. The elevator leads Gordon 

to a set of train tracks returning him to his path to meet up with the Rebels along Highway 17. 

 άсл {9/hb5{ hC D!a9t[!¸έ 

¶ After finishing two familiar puzzles, Gordon enters the final room. The Game Master on screen wastes no time as he 

taunts Gordon into opening one of three Doors. Upon opening a door, a gaggle of zombies burst to life and stumble 

towards Gordon intent on tearing him to pieces. Gordon acts quickly using his Physics Cannon to grab a saw-blade from 

the shelf. He aligns his shot, and launches the blade at the first zombie in his way. The blade slices through the zombie 

and then through a second zombie stepping through the doorway. The blade lodges itself into the wall behind them for 

a moment before Gordon yanks it back out with the Gravity Gun just in time to dispatch a third Zombie. The Game 

aŀǎǘŜǊ ƭŀǳƎƘǎ ƘȅǎǘŜǊƛŎŀƭƭȅ ǘŜŀǎƛƴƎ DƻǊŘƻƴ ŦƻǊ ŎƘƻƻǎƛƴƎ ǘƘŀǘ ŘƻƻǊΦ άhǇŜƴ ŀ ŘƛŦŦŜǊŜƴǘ ŘƻƻǊ ȅƻǳ ŦƻƻƭέΣ ǘƘŜ ǇǊŀƴƪǎǘŜǊ 

ǎƘƻǳǘǎΦ άLǘ ƳƛƎƘǘ ƘŀǾŜ ŀ ƴŜǿ ŎŀǊ ƛƴ ƛǘΗέ DƻǊŘƻƴ ƻǇŜƴǎ ŀ ǎŜŎƻƴŘ ŘƻƻǊΦ άL ƎǳŜǎǎ ƴƻǘΗ IŀƘŀƘŀƘŀŀŀΗέ ǎƘƻǳǘǎ ǘƘŜ Ƴŀƴ ƛƴ ǘƘŜ 

monitor, as four more zombies stumble out.   
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SUPPLEMENTAL STORY SAMPLE 

As Gordon exits the elevator into a dark room, a flash of light erupts from the corner of his eye. A large eye stares at him 

from TV Monitors on both sides of the room.  

 άhƻƻƻƻƘƘƘƘΦ ²Ŝ ƘŀǾŜ ŀ ǾƛǎƛǘƻǊ Řƻ ǿŜΚέ ŀ ǾƻƛŎŜ ōƻƻƳǎ ƻǾŜǊ ǘƘŜ ǎǇŜŀƪŜǊ ǎȅǎǘŜƳΦ ά/ƻƳŜ ǘƻ Ǉƭŀȅ ŀ ƎŀƳŜ ƘŀǾŜ ǿŜΚ LǘΩǎ 

been sucƘ ŀ ƭƻƴƎ ǘƛƳŜΦ LΩǾŜ ǎŜǘ ǳǇ ŀ ǿƻƴŘŜǊŦǳƭ ǇƭŀȅǊƻƻƳ ƴƻǿ ŀƴŘ ƛǘΩǎ ŀƭƳƻǎǘ ŦƛƴƛǎƘŜŘΦ  ¸ƻǳ ŀǊŜ ǘƘŜ ŦƛǊǎǘ ǘƻ ǾƛǎƛǘΦ L ŀƳ ǎǳǊŜ 

ȅƻǳ ǿƛƭƭ ōŜ ǇƭŜŀǎŜŘΦ L ŀƳ ŀƭƳƻǎǘ ŎƻƳǇƭŜǘŜƭȅ ŦƛƴƛǎƘŜŘΦ ²ŜƭƭΦ ¢ƘŜ ŦƛǊǎǘ ǘǿƻ ǊƻƻƳǎ ŀǊŜ ŦƛƴƛǎƘŜŘΦ LŦ ȅƻǳΩǊŜ ŀƭƛǾŜ ōȅ ǘƘŜ ǘƛƳŜ 

you get to the laǎǘ ǊƻƻƳΣ ǇŜǊƘŀǇǎ ȅƻǳ Ŏŀƴ ǎǳƎƎŜǎǘ ŘŜŎƻǊŀǘƛƻƴǎΦ Dƻ ƻƴΦ Dƻ ƛƴǎƛŘŜ ƴƻǿΦέ ¢ƘŜ ǾƻƛŎŜ ǘǊŀƛƭǎ ƻŦŦ ƛƴǘƻ ŀ 

grumbling chuckle.  

The lights burst on and the door opposite the elevator slides open. Gordon enters a virtually bare room with four 

colored floor panels spaced evenly across the floor. A single button rests on top of a pedestal in the center of the room. 

The door slams shut behind him. Again the monitors in the room burst to life as the giant face peers through its 

electronic peep-hole.  

ά!ǊŜ ȅƻǳ ǊŜŀŘȅΚέ ǘƘŜ ǾƻƛŎŜ ǎŀȅǎΦ άLΩǾŜ ōŜŜƴ ǿŀƛǘƛƴƎ ŦƻǊ ǎƻƳŜ ǘƛƳŜ ŦƻǊ ŀ Ǉƭŀȅ-mate. See that door on the other side of the 

ǊƻƻƳΚ L ǘƘƛƴƪ ȅƻǳ ǿŀƴǘ ǘƻ Ǝƻ ǘƘǊƻǳƎƘ ƛǘΦ ¸ŜǎΦ ¸ŜǎΣ ȅƻǳ ŘƻƴΩǘ ǿŀƴǘ ǘƻ ǎǘŀȅ ƛƴ ƘŜǊŜ ǘƻƻ ƭƻƴƎΦ Dƻ ƻƴΦ Dƻ ƻƴΦ Dƻ ǘƘǊƻǳƎƘ ǘƘŜ 

ŘƻƻǊΦέ 

After a pause, the voice continues as if he was waiting for Gordon to try. 

 ά!ƘƘ !ƘƘ !ƘƘƘΦ ¢ƛǎƪ ǘƛǎƪΦ {ƛƳƻƴ ŘƛŘƴΩǘ ǎŀȅΦέ  

/ƭŜŀǊƭȅΣ ƘŜΩǎ ŜƴƧƻȅƛƴƎ ƘƛƳǎŜƭŦΦ 

 ά¸ƻǳΩƭƭ ƘŀǾŜ ǘƻ ǇǊƻǾŜ ǘƻ ƳŜ ǘƘŀǘ ȅƻǳ ǊŜǎǇŜŎǘ {ƛƳƻƴΦ ¸ƻǳ ǊŜƳŜƳōŜǊ {ƛƳƻƴ ŘƻƴΩǘ ȅƻǳΚ L ƘƻǇŜ ȅƻǳ ǊŜƳŜƳōŜǊ ǎƻƳŜǘƘƛƴƎΦ 

¸ƻǳΩƭƭ ƘŀǾŜ to remember something if you expect that door to open. Push that button there and prove that you can 

ǊŜƳŜƳōŜǊ ǎƻƳŜǘƘƛƴƎ ŀƴŘ ƳŀȅōŜ ǘƘŀǘ ŘƻƻǊ ǿƛƭƭ ƻǇŜƴ ŦƻǊ ȅƻǳΦέ IŜ ŘƻŜǎƴΩǘ ǇŀǳǎŜ ǾŜǊȅ ƭƻƴƎ ǘƘƛǎ ǘƛƳŜ ŀƴŘ ŦƛƴƛǎƘŜǎ ǿƛǘƘΣ 

άhƘ ŀƭǊƛƎƘǘΧ {ƛƳƻƴ ǎŀȅǎ ǇǳǎƘ ǘƘŜ ōǳǘǘƻƴΦ wŜǇŜŀǘ ǘƘŜ ǎŜǉǳŜƴŎŜ ŀƴŘ ǿŀƭƪ ǘƘǊƻǳƎƘ ǘƘŜ ŘƻƻǊΦέ IŜ ƎǊǳƳōƭŜǎ ǎƻƳŜǘƘƛƴƎ 

ƛƴŎƻƘŜǊŜƴǘ ŀǎ ƛŦ ǘƘŀǘ ƭƛƴŜ ǿŀǎ ƭŜǎǎ ǊŜƘŜŀǊǎŜŘΣ ǘƘŜƴ ŎǊŀƳǎ ƛƴΣ ά¸Ŝǎ ȅŜǎΣ {ƛƳƻƴ ǎŀȅǎ ŀƭƭ ƻŦ ǘƘŀǘΦέ 

Gordon presses the button. Suddenly the colored panels on the floor begin to play melodic tones as they illuminate in 

sequence. He steps across a panel to get a closer look and to his surprise, alarms boom around him. Suddenly panels 

ƻǇŜƴ ŀōƻǾŜ ǘƘŜ ŦƭƻƻǊ ǇŀƴŜƭǎ ŀƴŘ ŀ ǎƛƴƎƭŜ ōŀǊǊŜƭ ŘǊƻǇǎ ŦǊƻƳ ǘƘŜ ŎŜƛƭƛƴƎΦ LǘΩǎ ƻƴ ŦƛǊŜΗ DƻǊŘƻƴ ŘƛǾŜǎ ƛƴǘƻ ǘƘŜ Ŏorner of the 

room just as the cylinder explodes.  

 άhƘ ŘƛŘƴΩǘ L ǘŜƭƭ ȅƻǳΚ ¸ƻǳ ŘƻƴΩǘ ǿŀƴǘ ǘƻ ǎǘŜǇ ƻƴ ǘƘŜ ǇǊŜǘǘȅ ŎƻƭƻǊǎ ƛƴ ǘƘŜ ǿǊƻƴƎ ƻǊŘŜǊΦ ²Ŝ ŘƻƴΩǘ ǘƘƛƴƪ {ƛƳƻƴ ǿƻǳƭŘ ƭƛƪŜ 

ǘƘŀǘΦέ ¢ƘŜ ŦŀŎŜ ōŜƘƛƴŘ ǘƘŜ ¢± ƳƻƴƛǘƻǊ ŎƭŜŀǊƭȅ ŜƴƧƻȅǎ DƻǊŘƻƴΩǎ ƳƛǎǎǘŜǇΦ 

Gordon presses the button again, remembers the sequence, and this time cuts a very careful path across the floor 

panels. As he steps across the last panel, colored panels play out the haunting tones in a dance of light, climaxing as the 

passage to the next room clears. 

 άDǊǊŀŀƎƎƘƭǎƴŀǊƎƭŜΗΗΗΗ L ƳŀŘŜ ƛǘ ǘƻƻ ŜŀǎȅΗΗ ¢ƘŀǘΩǎ ǿƘŀǘ L ƎŜǘ ŦƻǊ ǇǊŀŎǘƛŎƛƴƎ ƛǘ ƻƴ ȊƻƳōƛŜǎΗΗέ 
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MAJOR AREAS/VISUAL THEMES 

AREA 1: SIMON PUZZLE 

 

Figure 2: Layout for Area 1 

TEXT DESCRIPTION:  

The metallic room carves into the earth sealing away the light of day. Glowing monitors stand as the only source of light. Glossy 

glass floors reflect some of the light back up along the walls mirroring the all too unlikely setting. Four brightly colored floor 

panels contrast the cold dark metal walls. The arrangement of the colored panels on the floor seems as if it belongs in a Chuck E 

Cheese restaurant. Metal slats jut out from the walls, possibly concealing an intricate network of electronics running through 

them. A metal and glass pedestal stands alone in front of the primary colored floor panels. 
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VISUAL REFERENCES 

 

Figure 3: Reflective Floors, Metal Slats jutting out from the walls. 

¶ Terrain/Vegetation: None 
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¶ Models/Architecture 

 

Figure 4: Elevator Doors 
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Figure 5: Pedestal holding button for Simon Puzzle 












































































