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Title

Chapter Number: 1 
Mission Number: 03

Name: Prison Break
Description

In the lower levels the player discovers a prison complex come torture chamber run by Serverus. The player must penetrate the prison and free the Ethereal Ko’vash and his comrades. The Imperium is alerted and the Imperial Guard starts attacking from all sides. The Imperial Commander is heard during these battles. Once Ko’vash has been rescued the player must fight a retreat while protecting Ko’vash, and try to find a place where the drop ship can come to you and the Etherial’s aid.

Objectives

1. Shoot the locks on 10 comrades cells.

2. Shoot the lock on Ko’vash’s cell.

Location/Setting


Planet / Prison Int.
Action

You start by going through the door to the lower level and must fighting your way past the imperial guard. 

The deeper you go, the more winding and complex this place will become. There will be a number of door puzzles for you to solve while breaking open the cells and before reaching Ko’vash.

The cell doors are opened by shooting off the magnetic locks. All cells must be opened in this way, releasing all 10 of your comrades before you can gain access to the lower cells, where the cell of the Ethereal lies.

Once into this section you will encounter tech priests who are torturing another comrade (who cannot be saved). They are more powerful than imperial guard and will give you a taster of the marine forces to come.

Once you have made it to where Ko’vash is being held, you must shoot the lock off the cell to free him, and accompany and protect him on the way to your extraction point.

Characters

Allied:


The Ethereal Ko’vash

Tau Line Troopers

 
Dropship deck officer


Prisoners

Enemy:


Imperial Guard Troop



Imperial Guard Captain



Imperial Guard Commissars

Enemy Boss:


Space Marine Bolter

Weapons

Tau Default:


Tau Rifle 


2 Auto D-Charges
Enemy:


LasGun


LasPistol

Plasma Pistol

Bolter

To Find:


T grenades

Sniper Rifle


Notes

This mission continues where the last left off and therefore the mechanism of using a helmet info upload/download would be useful for masking loading. This can be used for the transition between every level as a way to hid the loading and inform the player about the next mission. Also, the presentation of this sequence would reward the player by showing them which objectives where completed, the time taken and so forth.  
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35. Way down from the surface

· On arriving here the ramp should raise up again, sealing the player in.

The player will not have any opponents here, but on the level load being completed the following should happen.

There should be a huge explosion that shakes the screen, and causes dust and debris to fall from the ceiling. The player should then receive a message.

MESG Miss3_START

Orbital barrage complete, Long-range scans show that the main courtyard doors have now been destroyed, and our troops are now breaching the wall defenses. The Imperial forces may try to prevent Kovash’s rescue by killing him.

You must reach Kovash first.

Release any Tau prisoners you find enroute, but rescuing Kovash is the highest priority. Kais! May good fortune jog the arm of thy enemy.

OBJECTIVE 1+2

On screen the player gets his first objectives. They are shown as text strings that fade after a few moments.

OBJ_Miss3_01

FIND KOVASH

OBJ_Miss3_02

RELEASE TAU PRISONERS

MESG Miss3_001

<static… overlaying message>

Kais, I’m experiencing a jamming signal of some type .. Kais you must ……..

<static increases until it drowns out Lusha. An overlay briefly appears>

‘Signal lost’

46. Cells (upper)

Note on prisoners

Once the prisoners have been released they will need to make their own escape… this is tricky given that this level is a separate load to the first.

Player progression around the cell ring is clockwise. 

Allies should be scripted to move anti-clockwise and congregate in the cell area 46a.

46a

· As the player approaches the three cells 46a the door to the right should open revealing a guard. The door to the left should not be open able.

· The cells should be closed by a large circular wrought iron wheels (like a gothic version of the deep space 9 doors.

· The cell can be opened by shooting a magnetic lock at one side. When the circular door will roll out of the way.

Encounter 3.1 (the captured Tau…for rooms 46a-d)

· The prisoner once released will say:

MESG Miss3_002

I am pleased to greet you comrade. I thought my days would end here, but my prayers have been rewarded and you have come. The others are trapped on this level.

· The prisoner will then go to the ramp and say.

MESG Miss3_003

I consider it possible that I could lower this ramp from here. I will attempt this and await the others here. Go now, and release them.

· The prisoner will then start to fiddle with a control box next to the ramp.

Any attempt to approach the prisoner should give one of the following responses:

OBJECTIVE 1 COMPLETION

Each time a Tau is released from a cell the player partially fulfills his second objective. 

On screen the player gets a completion message. 

It is shown as a text string that fades after a few moments.

OBJ_Miss3_01COMPLETE

OBJECTIVE: TAU PRISONER RESCUED

The player does NOT get a message for completing finding all Tau prisoners… rather his rating improves for each one.

MESG Miss3_004

You should hurry, they need you.

MESG Miss3_005
I have no need of your help, go help others

MESG Miss3_006

Your aid is needed elsewhere

MESG Miss3_007

I can not go where you go

46b

· The next door in the player’s clockwise progression, the door in the south wall, will open after the player has released one of the prisoners.

After each prisoner is released they should stop and say something to the player as a ‘reward’ before disappearing along the corridors to join the first one. 

MESG Miss3_008

You have saved us

MESG Miss3_009

Thank you trooper

MESG Miss3_010

My family will celebrate your name trooper

46c

· This door should open as the player approaches, the corridor should appear empty.

· #A checkpoint should be placed here.

· After each prisoner is released they should stop and say something to the player as a ‘reward’ before disappearing along the corridors to join the first one. 

MESG Miss3_011

May you have many offspring

MESG Miss3_012

Salvation! Thank the Ethereal

MESG Miss3_013

My life is yours.

46d

· After each prisoner is released they should stop and say something to the player as a ‘reward’ before disappearing along the corridors to join the first one. 

MESG Miss3_014

I owe thee a debt I cannot repay!

MESG Miss3_015

I honor thee and thy family.

MESG Miss3_016
The Ko’vash is held in the lower cells. You must seek him out.
· This last statement should be said by the last prisoner to be released

Encounter 3.2

· As the last prisoner is released and escapes to the south, the door to the North east should start to open, but badly, it should raise a little, then close again, then try again. The door should then wedge open slightly, followed by someone yelling ‘blow the damn thing’ three seconds later the door should be blown apart, the sections bouncing around the room, and injuring the player if he stood too close. The occupants should then charge the player in room 46d. (t would be prudent here to fight a retreat)

Encounter 3.2 (the stuck door)

MESG Miss3_100

It’s stuck

MESG Miss3_101

Get the damn thing open, here give me that!

MESG Miss3_102

It won’t budge!

MESG Miss3_103

Blow it then.

MESG Miss3_104

Fire in the hold, 3 2 1 

47. Cell control room

· One of the opponents here will be a captain who will have the key associated with opening up the stairs in room 50.

· This room should have numerous alcove like control bays with view screens and indicators for running the complex. 

· On one of the walls should be a map of the cell level and the level below.
48. Toilet/Shower room

· This room is just a small, half hidden room with two guards who will open the door after you have passed the room is unremarkable, but should contain the body of a prisoner who had been beaten up and killed.

· It is an area that will allow the player to sneak up and overhear what they are saying (if he so wishes).

Encounter 3.3 (the overheard conversation)

MESG Miss3_110

He’s dead, you used the probe to harshly.

MESG Miss3_111

He told us nothing of importance, they are too stubborn, they die before they break.

MESG Miss3_112

Why are we interrogating these things, what use are they?

MESG Miss3_113

Severus wanted them, and whatever Severus asks for he gets. 

MESG Miss3_114

Like he wanted Space marines here, why? Its as if we can’t keep order ourselves. Damned super human elite, they think they own the universe.

MESG Miss3_115

As far as you’re concerned the Space marines do own the universe, and you’d better get used to it. I’d be careful what you say about Severus, he isn’t averse to breaking his own guards if the mood takes him. Any hint of subversion and you will fare worse than the scum we have here. 

MESG Miss3_116

I’ll arrange for the body to be disposed off.

MESG Miss3_117

We should see how the battle goes, we may be needed, but I would have thought we should have beaten back their feeble attempts by now.

· Once the guards are activated and see the player. One should run to a wall mounted alarm, and the other should attack the player. (placing for the alarm to be determined) The guard running for the alarm should have its health set so that it falls at the slightest damage. If the alarm is raised, then all guards between here and 46d should come as reinforcements.
49. Crypt

· An ornate room, not on the main route through. This is where the bodies of prisoners are laid out after interrogation. The walls should be lined with morgue like cavities, or if we really want to be chilling, some method of more permanent disposal. Getting here is a bonus room, and it should be well defended by a small number of opponents. The player should be rewarded with a superior weapon, though with limited ammunition.

50. Access to Under cells and torture chamber

· There should be a key card console on the north wall of the room.

· Activating it (once you have the correct key card) should activate a lift to the lower levels. This lift should look archaic and run on toothed guide rails. Its mechanism should be transparent showing whirling cogs and toothed gears.

· #A checkpoint should be placed here.

Note on reinforcement.

If required reinforcement can be introduced by spawning new opponents in the ends of the dead end corridors that lead to locations 38 and 45.

The player cannot be in two places at the same time, so if these spawnings can be made conditional on him being somewhere else on the map.

Map 
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51. Torture chamber ante-level

· A small squat room, no features with a wide arch leading to the start of the snake walk.

52. Snake walk

· This is a series of vaulted domes that slowly descend, each successive one being accessed by a short flight of steps (just 2 or 3) The overall effect should be of a gradual progression deeper into the earth. The lighting should become starker and with more contrast as the player descends. (Eg area 51 should be fairly bright and lit by white light. The colour should edge towards the orange (but never red) as the player moves towards location 57.

53. Cathedral

· A Very tall room with a ring of lights and hanging chandeliers illuminating little patches of floor. The room is very dark and also has a ring of pillars just inside the corners. Where the opponents can defend from. From above should come the muted sounds of the battle and explosions and small falling debris/dust.

54. Chamber guards

· A small guard room, it will erupt into action as the player approaches.

55. Vaulted corridor

· A low vaulted corridor with many buttresses and supports for both player and opponents to use for cover.

Encounter 3.3

As soon as the player approaches location 55 the alarm should be raised. The closest opponent should yell:

MESG Miss3_120

Intruder!  Alert Severus

The other opponent should then go to loc 57 and then return. Bringing with him the opponent from outside the cells at location 56.

The closest opponent will then continue to yell at the player, whenever he gets out of line of sight until he is killed, or runs out of things to say.

MESG Miss3_121

Give up TAU

MESG Miss3_122

You cannot win! 

MESG Miss3_123

We shall see your race ground into the dust.

56. Severus’ room

·  This is Severus’ private room, though of course he isn’t here.  The walls should be highly decorated with large dynamic pictures of the Imperium in action. The lighting should be predominately red.
57. Reinforcement lift

· Ten seconds after arriving near this lift the reinforcement lift should be triggered. There should be an indicator showing that the lift is in motion, and an analogue dial or display showing how long it will take to arrive. The player will not be told how long he has, but the lift will take 30 seconds to arrive.

· When the lift arrives it will disgorge a group of opponents (numbers to be determined).

· If the lift is empty the doors will close, and it will be re-initialized for more reinforcements in the future. The lift doors will not close if the player is inside the lift.

· (The lift may optimally be another type of subsurface shuttle platform and tunnel… the platform on which the reinforcements arrive could then be an ‘open’ carriage with no need of doors. (The rails should be electrified and give damage).
· Second (and subsequent reinforcements should occur but the rate and conditions will be set during development.

58. I Interrogation room

· A very tall room with an arched ceiling and floor far below, with a walkway sticking out over a huge drop and a large ornate interrogation device. hanging down over the questioning chair like a chandelier. The Ko’vash sits in the interrogation chair, a large iron lung like affair that largely encloses his body, though parts can be seen through transparent parts of the casing.

· When the player ‘sees Kovash’ objective 2 is met.

OBJECTIVE 2 COMPLETION

Finding Kovash fulfills the second objective. 

On screen the player gets the second objective complete message. 

It is shown as a text string that fades after a few moments.

OBJ_Miss3_02COMPLETE

OBJECTIVE 2 COMPLETE:  KOVASH FOUND

· Above the ‘chandelier’ is descending towards his head. When it connects it will enclose Ko’vash’s head completely. When this happens the chair and Kovash should rotate to face Severus and the interrogation sequence should start.


· Beyond, across the gap and sitting in an isolated room (59b) fronted with glass is Severus. 
· Severus should then say:

MESG Miss3_141

Space Marine, end this troublesome insect now 

the door to 59a should open and a space marine should emerge to engage the player.

Severus then (apparently) leaves the intercom on, allowing the player to hear his next words.

MESG Miss3_142

I need to get on that ship, do you understand…DON’T ASK THEM, TELL THEM.

· He is watching the player and his actions. He will stay here at least until both the tech priest and the space marine are dead. He will then stay until either the player releases Ko’Vash, or the player tries to shoot him behind the glass. 

Severus will then say:

MESG Miss3_143

This is tiresome…Kill the beasts! 

Severus smiles and crosses to a small control console on a stand and where he activates something. The whole room will then move upwards like a lift out of sight.

· The player can release Ko’vash by blowing off the magnetic lock, which resembles the one used on the cell doors, from the restraining harness. The harness then opens releasing Ko’vash. If the chandelier has descended, it will raise at this point Ko’vash will then rise shakily to his feet and say.

MESG Miss3_160

I am in your debt trooper. Now we must get clear of this place.

The headset should then respond with another message (its been quiet for a while)

MESG Miss3_161

<Static kicks in. Overlay on screen saying ‘Signal reestablished’ Static fades over the first few seconds of the statement.>

Jamming  signal overridden. Establishing contact. Well done Kais, you have rescued Ko’vash.<slight pause>

Local scans indicate that reinforcements within the prison complex make escape via your initial access route impossible. You need to find another way out.

Deep radar has detected a possible extraction point, sending coordinates now.


The waypoint indicator should appear on the player’s HUD

MESG Miss3_162

Head for the extraction point trooper, and protect the Ko’vash. We will instruct you as you go.

OBJECTIVE 3

On screen the player gets his third objective. It is shown as a text string that fades after a few moments.

OBJ_Miss3_03

LEAD KOVASH TO SAFTEY

Ko’vash will then make to go by this route, leaving the player to keep up and guard him from harm.

As the player makes his way towards loc 60, and the start of the cave complex, he should start to receive a further message.

MESG Miss3_163

The waypoint will lead you to a point where the cavern roof has collapsed. We are sending a ship, but you must get there as soon as you can.

59. Unfinished corridor

· The door to this corridor will be open able only after Ko’vash has been released. It will lead to an opening where workmen once broke through into a series of caves, and where they downed tools at some remote time in the past.

· The Waypoint marker will guide the player through the cave complex to location 62.

· #A checkpoint should be placed here.

60. Cave complex

·  While passing through the cave complex pursuing opponents should be spawned as needed to keep pressure on the player to keep moving. The exact locations to be defined as needed.

61. Cavern and escape point

· The player will have to approach the place where the evacuation is to take place.

· As they approach Ko’vash will say:

MESG Miss3_164 

Quickly trooper they await us.

·  As you do the sound of gunfire will be heard, more opponents will be spawned and Kovash will run towards the ship under covering fire from the troopers surrounding it. 

OBJECTIVE 3 COMPLETION

Kovash getting onto the drop ship completes the third objective. 

On screen the player gets the third objective complete message. 

It is shown as a text string that fades after a few moments.

OBJ_Miss3_03COMPLETE

OBJECTIVE 3 COMPLETE:  KOVASH RESCUED

· If the player takes his time and doesn’t get aboard, he should get the message.

MESG Miss3_165

Hurry! The ship cannot remain here long.

It may be interesting to have the drop ship leave without the trooper if he doesn’t get in within a specific time period, and then keep pouring on troops until he is dead. This would be an alternative end of game.

· END of mission 3

Loading sequence for next level

The autosave/loading sequence starts:

Fade to black:

Suit data starts streaming up the screen:

Including:

· List of objectives carried out and score for each.

· Opponents killed

· Items found %

· Accuracy rating

· Overall skill rating

· Awards

MESG Miss3_END (Lusha)
Please remain still, while the data from your suit telemetry is transferred. The data will prove useful for future training of Tau warriors.

<very slight pause>
A successful first mission Kais.

<very slight pause>

Data transferred.

<Alert noise>
(KOVASH) Thank you trooper. You are indeed worthy of the title Firewarrior. Lusha … when this is over I request you assign this firewarrior to me. I would make him my protector. 

Cut scene showing dropship leaving planet surface and heading for the Tau ship.

Note on style

2 part doors.

It would be nice to have doors consisting of two separate elements.

1. A grill … like a circular wrought iron wheel that rotates,/rolls into place from the wall, and through which the player can see the section beyond.

2. An opaque iron or stone door which also blocks sight.

This has the advantage that a door can be totally impenetrable from one direction for both player progress and sight. Coming from the other direction the player can raise the opaque element, and see where the doors leads (ie somewhere he has been before), but still not be allowed to go back. This makes puzzles over multiple loads easier, and allows us to show the player how the map links up without them becoming too lost.
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38 Staircase up to Barracks level (map4)


45. staircase up to Underwalls (map 4)





46. a-b: Cells


47. Cell control room


48. Toilet/Shower


49. Crypt


50. Access to under cells and torture chamber





Opponent


Ally





Areas which duplicate areas from     


map part 4





45





50





56





55





54





53





51. Torture chamber ante-level


52. Snake walk


53. Cathedral


54. Chamber guards


55. Vaulted corridor


56. Torture cells


57. Severus’ room
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Note on Interrogation sequence.


Note that the interrogation is never actually completed, but Ko’vash’s screams and shrieks after the chandelier should act as a backdrop for the fight.


Uses 


MESG Miss3_150-155 for shrieks and moans etc.
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