Strauss Rescue

Quake 4


Exit Only
Quake 4
Document Date: April 25, 2006
[image: image1.jpg]



Designer: Travis Hoffstetter
Intended Level Delivery Date: 06/17/06
Table of Contents
4Revision Notes


5Quick Summary


5Overview


5Campaign


5Mission Location


5Mission Difficulty


5Mission Metrics


6Details


6Level Atmosphere/Mood


6Story


6Major Areas/Visual Themes


6Area 1


8Area 2


9Area 3


11Area 4


12Map Objectives


12Challenge Highlights


12WOW Moments


12Actors


12Player


12Key Actors


12Actor 1


13Supporting Actors


13Actor 1


13Actor 2


13Actor 3


13Actor 4


13Gameplay


13Gameplay Mechanics


14Level Progression Chart


14Map(s)




Revision Notes

12/19/05 – Initial version of document

Quick Summary

Overview

Campaign

· Exit Only: Send Repair bots to put out the fire blocking the path and find the rear exit to the coolant shutoff switch.
· This level takes place right before Kane has to shut off the coolant pumps.  Specifically it’s at the end of the level right before Kane gets sent to the medical facility. 
Mission Location

· This level takes place in the Nexus Hub.
· The time this level takes place right before Kane shuts off the coolant pumps.
· The season is the same as it is in Quake 4.
· The level takes place inside, but near the coolant pumps, so the temperature is cool.
Mission Difficulty
· The starting of the mission is a moderate difficulty.
· The difficulty picks up in the middle of the level.
· The ending will more difficult than the middle or beginning.
Mission Metrics

· The game play length of my level is five minutes.
· Physical Length

· Physical Area

· There will be no new characters introduced in this level. 
· The max number of visual themes will be six.
Details

Level Atmosphere/Mood

Story

· The facility was rocked by explosions and Kane must find the rear exit to the coolant shut off switch.  A large fire blocks his path and he must activate repair bots to put out the fire. 
Major Areas/Visual Themes

Area 1

· Before the repair bots put out the fire, there are two locked doors in this room and one open door.  The open door leads to the repair bots control panel.  After the fire is put out, one door unlocks and two Strogg Marines run out and attack the player.  Once free of the fire, Strauss goes to the terminal on the wall and opens the remaining locked door which leads to area 3, the elevator shaft.  There will be coolant pipes along walls as well as blood splatters, hanging wires and a burnt spot on the ground where the fire was after its put out.
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A – This is bottom of the elevator shaft, from which the player enters the level.

B – The first thing the player will look at will be Kane trapped behind this fire wall.

C – This, the only open door, leads to the room housing the repair bot activation switch to extinguish the fire. 

D – This hole in the floor will hold a shotgun, shells and armor shards.

E – When the player re-enters this room, two strogg marines rush at him through this door.
F – The player walks over to the terminal here to open up the door to the elevator shaft.

G – This glass will have a crack in it so the player knows it is weak and can be broken.  Behind the glass is a health pack and a rail gun with ammo.

H – This is the door to the elevator shaft.

· Visual References

· There is no terrain or vegetation in this level.

The architecture will match those used in hub 1 and 2.  Models used in this area will be the crucifix torso machine from environment and:  models/mapobjects/strogg/structural/pillars/pillar_01.lwo
models/mapobjects/strogg/machines/pallet/pallet01_lo.lwo
models/mapobjects/strogg/doors/generic/prison/door_right.lwo
models/mapobjects/strogg/doors/generic/prison/door_left.lwo
models/mapobjects/strogg/doors/generic/prison/door_frame.lwo
· There will be floor lights along the edging of the main pathway.  The coolant pipes will provide light as well as some ceiling lights.  Textures from common floors, common walls, common misc., hub, terminal, and decals will be used. 

· The characters used for this area Kane, Tech Strauss and two Strogg Marines.

Area 2
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· The objective of this area is to make it to terminal F and activate repair bots to put out the fire.
A – This is the door through which the player enters and exits the level.
B- As soon as the player enters, an elevator shoots down this shaft with a Strogg marine looking for blood on board.

C - As soon as the player enters, an elevator shoots down this shaft with an angry grunt aboard.

D – These are moving pumps coming down from the wall for visual purposes.

E – These are coolant pipes going from the floor up into the ceiling.

F – This is the terminal to activate the repair bots to extinguish the flames.

G – This window allows the player to see the repair bots come out and extinguish the flames.  A grenade launcher will be lying there.
H – Here three ceiling panels will fall down and three sentries will float down and attack the player. 

· Visual References

· There is no terrain or vegetation in this level.
· There is no terrain or vegetation in this level.

The architecture will match those used in hub 1 and 2.  Models used in this area will be the pumping machine and strogg health machine from environment as well as:  models/mapobjects/strogg/structural/pillars/pillar_01.lwo
models/mapobjects/strogg/console/generic/set1a_base.lwo

models/mapobjects/strogg/doors/generic/prison/door_right.lwo
models/mapobjects/strogg/doors/generic/prison/door_left.lwo
models/mapobjects/strogg/doors/generic/prison/door_frame.lwo
· There will be floor lights along the edging of the main pathway.  The coolant pipes will provide light as well as some ceiling lights.  The elevator shaft will have lights going up and down it.  Textures from common floors, common walls, common misc., hub, terminal, and decals will be used. 

· The characters used for this area Kane, Tech Strauss and one Strogg Marines, one grunt and three sentries.
Area 3
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· This area is a ride down an elevator shaft.  Enemies jump on the elevator as it descends downward.  The shaft is a circular tube, its supposed to make the player feel like they are inside a giant coolant pipe.
     A – This is the entrance to the area 

B – This is the platform that lets onto the elevator.

C – This is the elevator, it has some crates and barrels on it to provide cover for when the Strogg start jumping down on the elevator.  The goal for the length of the elevator ride is forty five seconds.

D – This section of the elevator walls is coolant pipes, with the moving blue liquid inside.

E – This section of the wall has a hole in it that Strogg Marines are waiting for the elevator to pass by in.

F, G, H – These are all separate, non flush, wall sections to make the walls interesting
· Visual References

· There is no terrain or vegetation in this level.

· There is no terrain or vegetation in this level.

The architecture will match those used in hub 1 and 2.  Models used in this areaare:  models/mapobjects/strogg/structural/pillars/pillar_01.lwo
models/mapobjects/strogg/console/generic/set1a_base.lwo

models/mapobjects/strogg/doors/generic/prison/door_right.lwo
models/mapobjects/strogg/doors/generic/prison/door_left.lwo
models/mapobjects/strogg/doors/generic/prison/door_frame.lwo
· There will be floor lights along the edging of the main pathway.  The coolant pipes will provide light as well as some ceiling lights.  The elevator shaft will have lights going up and down it.  Textures from common floors, common walls, common misc., hub, terminal, and decals will be used. 

· The characters used for this area Kane, Tech Strauss and eight Strogg Marines.

Area 4
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· This area holds the rear exit to the coolant shut off switch.
A – This is where the player enters the level.  

B – This is pumping equipment.

C – This is moving BSP that raises revealing a rocket launcher and body armor.

D – These two are also moving BSP that raise and each relase a Strogg Marine.

E – When the player hits the elevator switch, a gladiator comes down this elevator shaft to attack. 

F – This is a decoration pipe system.

G – A sentry comes out this door to attack the player.
· Visual References

· There is no terrain or vegetation in this level.

· There is no terrain or vegetation in this level.

The architecture will match those used in hub 1 and 2.  Models used in this area will be the pumping machine and strogg health machine from environment as well as:  models/mapobjects/strogg/structural/pillars/pillar_01.lwo
models/mapobjects/strogg/console/generic/set1a_base.lwo

models/mapobjects/strogg/doors/generic/prison/door_right.lwo
models/mapobjects/strogg/doors/generic/prison/door_left.lwo
models/mapobjects/strogg/doors/generic/prison/door_frame.lwo
· There will be floor lights along the edging of the main pathway.  The coolant pipes will provide light as well as some ceiling lights.  The elevator shaft will have lights going up and down it.  Textures from common floors, common walls, common misc., hub, terminal, and decals will be used. 

· The characters used for this area Kane, Tech Strauss and two Strogg Marines, one sentry and one gladiator.
Map Objectives

· The Primary objective of this level is to find the rear exit to the coolant shit off switch, 
· The secondary objective is to activate the repair bots to put out the fire.
· There are no bonuses in this level.
· There is a hidden health pack behind the broken glass.
Challenge Highlights

· The combat highlights will be using the level for cover during gun fights.
· There are no stealth highlights.
· There are no puzzles in this level.
· There are no conversations in this level.
· There is not a wow moment in this level.
WOW Moments

· The wow moment for area two is watching the repair bots put out the fire.
· The wow moment for area three is seeing the Strogg Marines jump down on the elevator.
· The wow moment for area four is seeing the moving BSP raise and reveal Strogg Marines.
Actors

Player

· The player model is Kane.
· His inventory is a machine gun and pistol.
· The player starting point is area 1.
· His motives and objective are to free Strauss, protect Strauss and escort Strauss to the next terminal.
Supporting Actors

Actor 1

· This model is a Strogg Marine.
· He has his default inventory.
· He wants to kill all Marines.
· He is used to attack Kane.
Actor 2

· This model is a grunt.

· He has his default inventory.

· He wants to kill all Marines.

· He is used to attack Kane.

Actor 3
· This model is a Sentry.

· He has his default inventory.

· He wants to kill all Marines.

· He is used to attack Kane.

Actor 4

· This model is a Gladiator.

· He has his default inventory.

· He wants to kill all Marines.

· He is used to attack Kane.

Gameplay

Gameplay Mechanics

· The prerequisite skills for this level is the ability to play Quake 4.
· The skill learned in this level is elevator fighting.
Level Progression Chart

· Depicts gameplay, difficulty, and tempo over time throughout the level with Wow Moments, Challenge Highlights, and Objectives clearly identified
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Map(s)

Non-deco BSP Outline

[image: image7.jpg]



[image: image8.jpg]I -
P
—
|:wm, .
-





Critical Path
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BSP / Decorative BSP / Models
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Monsters and Pick Ups
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Action Temperature 

[image: image15.jpg]



[image: image16.jpg]Warm Action

Hot Action

J——





PAGE  
Hoffstetter
Page 18 of 18
Level Design Document 

