Level Concept – Level 2: The Chase (Moving Level)
1 Notes
1/18/2013 – Created Document (MG)
3/9/2013 – Changed the geographic location (MG)
2 Location

Use this section to outline where the level will take place, for example: 

2.1 Geographic Location
· Outdoors, moving through the city
2.2 Time of Day

· Night
2.3 Current Weather

· Clear
 2.4 Architecture or Terrain Style

· Large Mechanical fortresses moving across dusty plains
· Each moving fortress consists of multiple stories (or levels)
· 3 levels to the structure that span the length of the fortress, and a fourth level at the head of the machine
· Doors to hide enemies behind
· Elevators to lift players to higher levels
· Stairs to gain access to higher levels
2.5 Visual Reference

3 Player

This section describes information about the player in the level:

3.1 Player Start Location

· Bottom level of the first moving fortress
3.2 Player Inventory

· Same load-out as level 1:
· Assault rifle
3.3 Briefing/Starting Information

· None, direct continuation from level 1
· Player sees the Dean off in the distance

3.4 Reasons For Being There

· Chase the Dean
4 Objectives

This section contains the vital information about that the player needs to do to win the mission or finish the level successfully.

4.1 Main/Primary Objectives

· Catch up to the Dean
4.2 Secondary Objectives

· Destroy the Dean’s mobile fortresses
4.3 Bonus Objectives
· Defeat enemies to power up the elevators to the second level of a fortress
4.4 Hidden Objectives

5 Challenge Highlights

What are the key challenges and encounters that will happen in the level?

5.1 Combat Encounters

· The moment the player lands on each mobile fortress, the player is ambushed by the Dean’s FACULTY
· Player needs to kill a special bot to make the elevators work

· Bot is spawned after the player takes down all of the enemies spawned when the player arrives on each mobile fortress

· New enemies are spawned as the player progresses to the top of each fortress
6 Wow Factor 

What are the memorable moments (not represented in the section above) that will stick with the player?

6.1 Top of each mobile fortress
· Each fortress is constantly in motion as the player is moving on them. The effect is most prominent at the peak of each mobile fortress
· In level 2B the player can initiate a “barrel roll” in the top room of the level. This turns the entire level upside down and kills off all enemies on the top of the level
7 Map Description

This section allows you to verbally describe key areas of the level, explain complicated sections and generally provide other team members with an vision of the environment.

After fighting through the FACULTY horde and reaching the top of a mobile fortress, the player will have to hit the self-destruct button of the mobile fortress. For the first fortress, this will trigger a cutscene showing the player moving on to the second fortress while the first fortress sinks into the dust clouds below. On the second fortress, triggering the self-destruct sequence will play a cutscene and transfer the player to the final level
8 Assets and Requirements

List here anything that you know the level will require in terms of external assets

8.1 Models

· Elevator platform
· Rails for the walkways and stair cases

· Stairs

· Floor

· Random, Cyperpunk Structures

· Large gears

· Large door

8.2 Textures

· Textures for each model
8.3 Sounds

· Bonnie Tyler’s “I Need a Hero”
· Kenny Loggin’s “Highway to the Danger Zone”

8.4 Lighting

· Daylight for the first part, transition to evening sky for the second fortress
8.5 Effects

Sketches and Additional Reference
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