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QUICKSUMMARY

The Game Mas S NX)éhallgnges tNd player witthreea / £  8aA O DI YSHet ahfigy AWARABBRA {
¢! wLQasx. N¥NR1 288 3 YS &K Zhe Levdishieddad tditlwithis thé HaBL8duriiverse, but

showcase unique gameplayypicalof a combat oriented First Person Shootdteplayer is amed with onlythe basic physics

cannon and must solve each puzzle to advaihbe.Level@ difficulty must be accessible to all skills levels.

¢CKS DIYS abaM@BNDASI I'YAZNR F2NJ £ f 0SS Qife 20heIIB  t SINH By {LK 2 DES NIS |
D2 (2 wl@SyK2tYé |yR alAIKgle& mMTEéd D2NR2Y CNBSYlYy FAYyRa |
3 YSaidSNRa dzyRSNEANRdzyR f AN D2NR2Y Y dneindeigoundsr ofRie y 3 S N2 dza
mysterious Game Mastéogeti 2 G KS GNI Ay GNI Ola tSIFRAYy3I (2 leeKvthguizike IKg I &
based gameplay. THevel balancepuzzle elementsvith Zombie andMan-Hackcombat. The level takes place inside an

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

Figurel: The Game Master's Lair
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GAMEPLAY

¢tKS tS@St GFr1Sa GKS LXFeSNIFf2y3 | fAYSFENI LINPINBaarAzy KN
passageo the next room opens. Exiting the elevatan extreme closeip of the Mysterious Game Master greets the player via
atelevisionmonitor 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 Sirdie puzzle. For every mistake, the player must dodge falling exploding barrels or
fight off ManHacks with his Physics Cannon. The player interacts with a button in the centerrobthdo demonstrate the

puzzle sequence. After withessing 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 playerundst cove and dodge the

explosions. Each consecutive error causes more barrels and eventualifatarto fall from the ceilinghfter completing the

puzzle sequence the player advances to the next room. Again, the Mysterious Game Master heckles the playgrtauasn

he enters the room.

The second room presents the player with a Largendkitor showing a very familiar image of a brisleaker style game. In

front of the monitor,interacting withr ¢ wA 3KG¢é¢ ' yR &[ STl é 0 dzi G 20¢s thé PoftamNaRtiie LI y St
screen. A Combine Energy Ball waits for the player just under the screen. As the player uses the Physics cannon anddaunches
ball, the image on the TV displays the ball bouncing around breaking some of the colored blocks. @atdfaiigvith the

platform keeps the ball in play. When the ball misses the platform, alarms souddrasiackgall from the ceiling behind the

player. The player must then pull the energy ball from the game and dispatdiiahéHacksbefore trying againClearing 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 blodak away and clear a path to the door i

opposite side of the room.

The Final room is smaller than the othefhree clearly marked doortandl @ G522 NJ | M€ X a522NJ 1 HE Y
side of the room, storage units containing wrenches, saw blades and shovels clutter the spee¢hentirevious rooms. As the

player enters the final room, TV monitors burst to life with images of the Game Master. This time the Game Master raveals a b
Y2NB FNHAGNI GA2Yy F2N G§KS LI I eGArhaMasteRpEseitditBedifer/ vith theloptionlaldzl T £ S N.
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 arxdthefzatbies

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, lapenst KA RRSYy St S@F i2NJ NB@St Ay3a (GKS fS@St Qa S

The sequential, linear flow &els the player from puzzle to puzzle. Doors seal Gordon into each room eliminating any confusion or
misdirection that might inspire the playamnto looking foran alternate path. Solving each puzzle is the only way to proceed

through the level. The heckth DI YS al aiSNDa Gldzydia 06S02YS |y Ay@lLfdzotS
puzzle.
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OBJECTIVE SUMRY

1. Exit the Elevator into the first room to watch the Game Master introduce the levels.
Objective 1: Simon Puzzle
a. Enter the first Simo 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 barredad defeatMan-Hackshat fall from the ceiling upon making an erriorthe
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:BrickBreakOut
a. See the Coilnine 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 iplay and breaking the colored blocks.
c. Defeatmanhack dzaAy3 GKS SySNHeée olff Ftye GAYS GKS LI RRES
d. Break through the layers of blocks to destroy a block in the deepesttlageunlocksthe door into the next
area
3. Walkthrough the room containing the remaining colored blocks and into the next &éaw moment walking through
the life sized BriclBreakOut game within the game.)
ho2aSOGABS oY [SGQa / K224S | 522NJ
a. Watch another video on the large monitor as the Game Maglays host in a demented game show.
b. Consecutively open ththiree doors and defeat the zombiasid inside thenusing the Physics Cannon to throw
available room items.
c. The Game Master reveals his appreciation for having you as a playmate and reveals aladdtm.
4. Enter the Elevator and exit the level.
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OVERVIEW

CAMPAIGN
f Name¢ KS DIYS al adsSNRa [ AN
1 Level Position in Campaign

o bSFNAY3I (GKS SyR 2F (GKS a2 S 5entgr<an eldaor. THThevGa@S y K2 f Y ¢
al & i S NJawel béginshabidon as Gordon exits the elevator.

o C2ft2pAy3a GKS tS@Stx D2NR2y NBlOdz2Nya G2 GKS GNFXAy &

| MISSIONLOCATION
1 Theme:Ahaunting twist toclassic game puzzles.
 Mood:ThejdzE (i I LI2AAGA2Y 2F OKAf RNBwamsa Il YSE | YR YdzZNRSNRdza 0 2
1 Setting Confined underground metal chambers
I Time Late afternoon/early evening
1 SeasonSummer

1 Weather A bit hazy but otherwise clear skies

MISSIONDIFFICULT(8CALE:-B)
1 Start 2-3 (Making mistakes with simple puzzle elements spawn expldingls then MarHacks)
1 Middle: 2 (Making mistakes with simple puzzle elements spawn-Maoks)

1 End 3 (Battle multiple zombies with only the Physics Cannon)
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MISSIONMETRICS
1 PlayTime 8minutes
1 Physical Length- 150 feet through 50 foot wide rooms
1 Phystal Area150 x 50 foot area
1 Max New Characterd (The Mysterious Game Master (face and voice only)
1 Max Visual Themeg-3

0 Area 1 The First two rooms resembleGitadel stylecconstructionwith colorful game piece elements (i.e.:
Simon Floor Panels an®l@red Bricks in Pong Puzzle)

o AreaY LYyR22NJ/AlGlI RSt &deft S Fwodd ivludes shelvingiuhis anti @l & & T A Y
cluttered about Sections oincompletewall reveal underground stone wooden beams and rock

0 Area 3: Optional Extet (Upon Leaving the elevator Gordon catches a glimpse of the outdoor train tracks)
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LEVEIDETAILS

LEVEIATMOSPHER¥OOD

The deep underground lair of the mysterious Game Master holds familiar yet dissonantlife SR Ay i SNI Ol A 8S OK
The coloful 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 extremauplo$a strangely excited

hermit, pops on to the screen when least expected. The eerie, excited chuckle booms over loud speakers as the player makes an
move. Someone is watching.

STORY

[INTRODUCTION

1 The Preacher in Ravenholm helped Gordon make his way into the caves under the ceiete@ordon rushes to
catch up with the rebels near Highway 17. The path through the caves under the cemetery slowed his progress. Gordon
y2iA0Sa Iy StS@OFi2NI KARRSY Ay (GKS O2NYySN 2F | routtdS ol ¢
the surface, Gordon steps inside.

IN-GAME

1 Gordon steps out of the elevator into a dark doo# strange face on TV Monitors in the room teases him and boasts of
GKS Fdzy FyR 3l YSa skoShe dlevatiISdkIbeNid Rim antl §& dol@a@liggNid the next room
opens.

1 Gordon steps into malmost completely bare room, except ffwur colored panels on the floor in front of hifihe bare
room is of meticulous construction. Clearly, the man on the screen has too much time on his handarklinetallic
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-lifas real
conseaiences analearly,the man behind the screen vicariously enjoys manipulating Gordon as if he were an avatar in
some FirstPersonShooter video gameStepping across a colored panel ignites an alarm and Exploding barrels and Man
Hacks ambush him from hatek 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

T IntherSEG NRB2YZI Fy20KSNJ ¢+ az2yAd2N) adlyRa Ay FTNRByd 2F KA\
glowing energy ball floats under the screen. Usingghéwitygun, Gordon pushes the ball into the hole and notices it
appear on the screen in fronff diim. The ball slams into the colored blocks on the screen and breaks one as it returns
back towards the bottom and past the paddle. Agailarms sound and 3 Malmacks divdbomb him from more ceiling
hatches. Gordon quickly dispatches them by usinggiagity gun to throw them into each other and the wall. Another
oFftf FLIWISFNAR 0St2¢ GKS AONBSYyd® ¢KA&a GUAYSEI D2NR2Yy LlzaK:¢
ball from hitting the bottom of the screen. After a few tries, the ball tkiethrough to the deepest row of colored
blocks andwo doors open to the next room. As Gordon steps inside, he sees that the room is thiedifeversion of
what he was just playing on the screen. Gordon makes his way to the door at the other endlastvkak apart all
around him.
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1 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 mmmelutter
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 He2ihbs 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

1 After dispatching the zombies, the man in the monitor becomes much more subduednksses to Gordon that he
2y 0S $2N]J SR 2y G(GKS O2YO0AYS LINR2SOGa dzydAf (GKS a2t RASNE
since, and admits to going a little maguietly a hidden door panel slides open revealing another elev&amly 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.

Gcn {9/ hb5{[hCé D! adt

91 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 fmeces. Gordon acts quickly using his PhyGcsion to grab a sawlade from
the shelf. He aligns his shot, and launches the blade at the first zombie in his way. The blade slices through the zombie
andthen through a second zombie stepping through th@deay. 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
al @GSN) fdzZa3Ka KeadGSNARAOIfte GSIaAyd RR2NR2BW dF FNI2O K Z2 &iK)Y53
aK2dziad aLG YAIKEG KFEBS + ySg OFNIAY AlHéE D2NR2y 2L)Sya
monitor, as four more zombies stumble out

Todd Gorang Page |14 of 56 June 24, 2009



¢KS DIYS aladsSNRa [ AN Level Design Documel

SUPPLEMENTATORYSAMPLE

As Gordon exits the elevator intodark 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.

Gh2222KKKK® 28 KIFI@S | @ArAairiz2NI R2 6SKéE | @2A0S o622Ya 2
beensuk | f2y3 GAYS® LQ@S aSi dzLJ I g2y RSNFdzZH LI @NR2Y y2
82dz oAttt 0SS LIXSIFaAaSRd L FY IftYy2ad O02YLX SGSté& FTAYyAaKSRo®
yougettotheld i NB2Y3IX LISNKI LA &2dz Oty &dza3aSaid RSO2N}GAZ2y&ad D
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 sgad 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 peeghole.

G!' NB e2dz BIBA B8 KE X6 aLQPS 0SSy -mate. Sde thgt Hoorfos thd othed ¥de of fha Y S
NE2YK L (GKAY]l @2dz ¢tyd (2 32 GKNRIdZAK AGd ,Saod ,Saz &2c
R2 2 NXé¢

After a pause, the voiceontinues as if he was waiting for Gordon to try.
G!' KK ' KK ! KKK® ¢Aa]l GAale® {AY2y RARYQG &l & o¢
/I fSINIé&s KSQa Sye2z2eAiy3d KAYaStfo

G, 2dzQf f KIF@S G2 LINB@S G2 YS (GKFG &@2dz NBaALISOG {AY2yo |
. 2 dzQ f tb rerkeimi@Bsomething if you expect that door to open. Push that button there and prove that you can

NEYSYOSNI a2YSGKAY3 FYR YIFeoS GKFEG R22NJ gAfft 2LISy F2NJ &
GhK FEfNRIKIX {AY2WSAISe d I[WKSKIEKSy@bizy® o611 (KNRdAdAK
AYO2KSNByYy(d a AT GKIG ftAyS gl a tSaa NBKSFNBRSRI GKSy ON

Gordon presses the button. Suddenly the colored panels on the floor begin to playioglods 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
2LISYy 10208 (GKS Ft22NI LI ySta FyR | aAy3at S ol bdebdtheR NB LI&
room just as the cylinder explodes.

GhK RARYyQU L G(Stf e2dzK ,2dz R2y Qi s¢lyld G2 aaGSLI 2y GKS |
GKI Gdé ¢KS FI OS 6SKAYR (UKS ¢+ Y2yAG2NI Oft SI NI & Syzz2eéea L

Gordon pressethe 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.

GDNNJ F 33Kf ay I NBHft SHHHH L YIRS A4 22 SlIaegHH ¢KIFIiQa 6KI i
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MAJOR AREAS/VISUAHHMES

AREA 1SIMON PUZZLE

Figure2: Layout for Area 1

TEXT DESCRIPTION

The metallic room carves into theeh sealing away the light of day. Glowing monitors stand as the only source of light. Glossy
glass floors reflect some of the ligh&ck up along the wallwirroring theall too unlikely setting. Four brightly colored floor

panels contrast the cold darketal 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 runninlg throug
them. A metal and glass pedis stands alone in front of the primary colored floor panels.
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VISUAL REFERENCES

Figure3: Reflective Floors, Metal Slats jutting out from the Hs

1 Terrain/VegetationNone
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T Models/Architecture

Figure4: Elevator Doors
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Figure5: Pedestal holding button for Simon Puzzle
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