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�Intro to Level

The current intro to the level would benefit from a short FMV sequence (3-4 seconds) which sets the scene for the Alien ship.



Greg has a model of this ship already in Alias, and could quickly set up a short sequence showing. The Disabled craft, tumbling very slowly in space, with a small amount of damage scoring (just a bit of discoloration on the texture), and a small amount of debris. 



The camera view would track in slightly over the duration of the sequence implying that it was the Breaching pod’s view as it heads towards the damaged craft.



Greg is on holiday next week, but could set it up in less than an hour and render it over lunch-time today. The background would be static, and the only moving element would be the alien ship as we close in, thus the compression would be good.

Done: Currently as a series of tiffs only, needs converting to AVI or smk file.





�Structure of level

Overview



A story (plot)

Find out who/what is controlling this ship, and what the hell is going on.

B story (subplot)

Mallory’s opinions and approach to alien contact.

Game Aim

Download the data banks using the data ripper, kill all opposition and collect whatever alien objects the player comes across.

Game function

Find out how to control the characters, how they interact with you, and the abilities of one character in particular, Mallory. 



NB This first section (rooms 1-9) is now much more linear, this will allow the player to get used to the controls and game before we spring the advanced AI on them later in the game





Level 1 Walk through:



Act 1

	Setup

Room 1(Level theme Foreshadowed)



The contrast between the Patton’s breaching pod and the alien ship is considerable.



This is alien, the room and sounds reinforce the strangeness of it.

There should be no aliens present here, the tension needs to increase.

Default settings should be Mallory in Join on me mode. This should be activated as soon as the player steps into the tunnel leading from the breaching pod. This is to try and make sure that Mallory follows the player into the first room.



Dialogue: Triggered by Mallory entering the first room.

Mallory: Are you getting this . (Exited and quick)

Patton: AV feed on line, looking good. (Calm and flat in tone)



Then conditional on the player not having activated the Sectoid display screen (in room 2), or not having encountered a Sectoid.

Mallory: Any ideas what we’re up against yet, I don’t recognise anything here. (Puzzled, apprehensive)

Patton: Negative, try and find something that looks like a console. (Calm and flat in tone)



The console itself should be picked out in the HUD as ‘active’.

Text 

Title: Environment analysis

Detail: Digital data pulses detected: Alien computer interface: probability 80%. Data ripper incompatible.



Mallory should automatically go to the console.(if possible)

Dialogue: Triggered by Mallory approaching the console.

Mallory: This seems to be just a terminal, we need to get to their main data banks for the ‘Ripper’ to work. (Cold, analytical)



(This will continue to build up the tension.)





Room 2 (the level theme explained)

The second room should also be empty.

The door to room 3 should be locked. And the table have a pillar with a distinctive switch on it next to it.



Closely approaching the table should activate the console screen, bringing up the Sectoid transparent overlay. (which needs to be updated).



Dialogue: triggered by Mallory either ‘seeing’ the Sectoid display in this room, or seeing a Sectoid itself (in any room) for the first time. 

Mallory: Sectoids, we should have known.(Worried, quietly said)



Manually activating the switch should open the door to the teleport room.

		

	

Room 3

Opening the door to the current teleport room, the player should see the far door closing, and two Sectoids in mid teleport out.

(This will imply to the player that something has just left - although it hasn’t).

The room should be re-configured to allow a console to be added. This console will have an ‘activation plate’ on it with the impression of a Sectoid hand. A ‘hand’ blown off a Sectoid will be needed to activate this. A hand should not become available until the player goes down to the lower levels of the ship using the lift.



If the player leaves Mallory on the pad she will be teleported to the hidden area when the aliens teleport ‘back in.’ (And probably die quite quickly as a result.)



Room 4 (level theme shown)

On opening the door in the teleport room that the player has just seen closing, the player should see a small lone Sectoid with his back to the player.

The Sectoid will activate almost immediately (allow a third of a second).

 (This should keep up the interest and draw the player in.)

Once the Sectoid has ‘awoken’ it should leg it down the corridor towards the bio-lab (room 5)

 (It is important that the first sighting should be of something at a distance, and that it should immediately run away, this should sucker them into pursuit. 



If the player takes out this creature before it gets to the door, then he has more time to plan, otherwise the creature should enter Room 5, and go behind the two Sectoids positioned there. This action will awaken the two Sectoids there with plasma weapons. 



The original Sectoid should then convert to one with a plasma weapon.(The confusion will hide the transition).



If the game is set on higher than normal difficulty levels there should be 1-2 extra Sectoids in this area (dependant on the actual difficulty). These should both be armed with a plasma weapon, and should be placed  at the base of the stairs leading to rooms 8/9. 

These should be activated when the player either moves into their line of sight, or enters room 5.



If the player moves down to a position just beyond the stairs heading for room 10 (marked ‘A ‘ on the map), then this will act as a trigger to.



Activate the Sectoids in Rooms 8 and 9 (assuming they haven’t already been activated.) . When the player reaches  the force-field trigger point, both doors open and two Sectoids come out firing. (the third seems unarmed, and will head towards the closest target) 



The third Sectoid is armed with a neuraliser, if it gets within arms reach that character is incapacitated for 15 seconds, and the Sectoid will attempt to reach another trooper. Once all troopers are incapacitated, the Sectoid will attempt to kill by applying a second charge.



Activate the force field on the door to room 10 (assuming it hasn’t already been activated.)



This door is deactivated by a ‘remote control’ dropped by the last Sectoid from rooms 8/9 to be killed.. The remote needs to be used in room 7.



Additional/ Incidental:

The door to Room 10 needs to altered.

The frame should look distinctive, compared to the others so far seen. The ‘door’ itself should ideally be a force-field. This may have a speed penalty because we are then looking into another zone, but it should be at least tried.

Ideally the geometry should be altered  in room 4 to make the line of sight more obtuse, and less corridor like.(this is currently low priority, especially for E3)



Room 5 

2 Sectoids, activated by either the first Sectoid encountered, or the close proximity of the players, on the other side of the door.



Creatures (remains of Ascidians) in vats and tanks should ‘groan, or gurgle, and bubble.





Room 6

As for room 5, the remains of Ascidians in vats and tanks should ‘groan, or gurgle, and bubble.



Room 7(Game Point 1)

Two Sectoids, one on a console, the other defending him.

The first is erecting the force-field outside room 10 (this will flicker into position when (either a player gets to outside rooms 8/9 or enters room 7, or the Sectoid ‘controlling the force-field’ is killed),. 

These two are activated when player enters room 5, or converted to 2 fully armed aliens if more than 5 minutes have elapsed into the game.

After the player gets the ‘door remote’ the force-field  to room 10 can be deactivated from this console.

When the force field is activated the console should ‘activate in some way’, and similarly the console should appear de-activate when the force field is shut down.



Room 8

Personally I would prefer the alien rats to be used in later levels and more subtly, but if they are to be kept then they need to be turned on ahead of time (before the player opens the door). They also need to be able to attack better.



This room also originally contained a single plasma wielding Sectoid, who should now have left.

A cryo-tube in this room should contain a  ‘key card’ That allows the player to cancel the self-destruct sequence, providing that the player manages to find the secret area before the time runs out.



If he doesn’t find the secret level this item then acts as a ‘smoking gun’ implying that he ‘missed something’.

A small open raised alcove (open bank machine) should contain a ‘data bead’.(Alien storage device. (This is a 20 poly elongated dodecahedron, which currently can’t be read).



Room 9

Music should go quiet on entry.



This room also originally contained a plasma wielding Sectoid, and a Sectoid armed with a neuraliser, both should have left and ambushed the player.



This room also contains the ‘frosty Sectoid’. This should have a texture showing the  ‘Melon growth’ of a Mental



If the player gives the Mental more than 5 seconds to recover after the whispering psionics start then Mallory should be taken over and used to attack the player character. This should continue until either the player is dead, or the Mental Sectoid (game over in either case).



Hidden in the back of room 9 should be a raised alcove which is activated by a camouflaged (but noticeable) switch.(bank machine like).

This should contain a small tetrahedral device (function to be decided later). 



General Act 1 speech

After the first encounter that is successful (neither player or Mallory killed) This is only ever said once. It is intended to show Mallory’s character.

Mallory: Now that’s what I call a close encounter.(Flippantly and with relief)







Act 2

Now it starts to get interesting and more non-linear.



Room 10



4 aliens (now that the first section is clear of aliens),  2 positioned in the alcoves to activate only on line of sight. One down the end of side corridor, as now. The remaining one in the middle. 

We can put more enemy in here now that we have made sure the player can’t get here until all those in Act 1 are destroyed. This may be slightly too many, the exact number may be pruned for low/Medium difficulty settings.



While the player is inside this room there should be Radio interference to Patton messages.

Similarly any messages from troopers in this room to the player should also be subject to appropriate ‘break up’.



Troopers should also take a small continuous health damage while in this room. 

The rationale, for both the above, is that they are near a source of high radiation.

There should also be some audio feedback, sort of like Geiger counter clicks.



Damage should vary with proximity to the ‘energy source’

Changes to values should be relatively low, say :

1 health every 3 seconds generally in room 10

Rising to 1 per second within 128 units of the energy unit itself.





Room 11 (PinchpointA)

Either lift button activates both lifts (preferably stagger the triggering by 2 seconds for the other lift) When they arrive they have 1-2 Sectoids in each. All armed with plasma.



If players leg it after calling lift Sectoids will move into room 10 and take up defensive positions (more to be scripted later)



Room 12

No change



Room 13

Two Sectoids, one is a commander (higher stats and different skin)

Data bead on window overlooking Patton 



Room 14

No alien waiting at base of lift, ‘hologram’ instead, in a dark corner. This does nothing except sucker the player into firing. When fired at it should break and stop transmitting. 



If shots fired alien positioned in Room (corridor) 16 should awake.



Also add Sectoid or other sign to wall to brighten it up a little.





Room 16

Sectoid armed with plasma pistol moved from room 14.



The display console should be made to act like the one encountered in room 2 (though this is low priority)



At end of corridor is a force field leading towards the biomedical area. 

This force field is deactivated when all the ships ‘engines’ are taken off line.





Room 17

This room will only be entered once the engines are off line. The player will very likely be under the ‘time threat’ of the countdown to self-destruct.

The room should be full of the gurgling noises of the bio-tanks.



Change fake background to other texture

Sounds and groans from things in tubes.



Room 18

Single Scientific Sectoid observing sample/console armed with neuraliser. Engrossed in work can be approached closely before changing state, unless weapon fired.

A Genetic sample container should be found here, but not on the floor, place it on one of the raised ‘beds’..



Room 19 (Midpoint)

No change to most things.

On her going into room 19 she says the following.

Mallory: 

I don’t remember this in the briefing when I signed up for Cydonia..



Room 20

Keep as is



Room 21

This room is now no longer one of the data download terminals.(they have been moved to room 28), instead it is one of the three ‘power converters’ that feed the raw Elerium energy into the gravimetric drive.



Getting LOS on the converter will bring up a HUD analysis. The Patton will also give you a secondary task, to close down these converters, but which message is said, and where depends on the order the converters are visited.



There will be a large switch (triggerable once) on the console that will shut down this particular power supply.



Room 21: Move data download stuff from here to Room 28a. make the location an engine control point. Write ‘Environmental analysis’ stuff and get message from 



Depending on the order that the switches are found and deactivated the Patton will broadcast messages asking you to close the remaining ones down (see audio brief).



Room 22

This is exactly the same as room 21



Room 27

As currently, but with alcove (hidden) containing plasma rifle in pristine condition.



Room 28

There are two Sectoids armed with plasma defending the room through the door.

Around the corner at one of the data download terminals a single unarmed Sectoid is accessing the data banks, it will continue until killed, if it is left alive for more than 5 seconds after LOS is established, then the self destruct countdown will start.



The player can use the data ripper here to get the data the mission requires.





Room 23/26 (Pinchpoint B)

There should be a Sectoid armed with neuraliser just behind each door. 

These are activated when the player is within range (512 units …even if door closed).

Whichever one is activated, the other should move towards room 24 and wait there for similar condition to be set.





Room 24 (Game point 2)

	

There should be two Sectoids here, both armed with plasma.

Whichever route the player takes (room 23/26) they should take up sniping positions at the end of the relevant corridor, making it difficult for him to get down. (They should ignore Mallory’s proximity, if possible, unless she fires at them)





Act 3

The player is now about to trigger the event that starts the final act.



Room 25 (Crisis)

Two Sectoids try to defend this room against the player.

The first is armed with a plasma weapon defending.

The other(unarmed) is desperately trying to set off the self-destruct sequence. 



This Sectoid should manage to do this even if he takes a fatal amount of damage, before dying. Otherwise it will happen 5 seconds after LOS is established.



Just after the countdown starts Mallory comes up with an appropriate remark.

Mallory: 

Roughly translated I think it means ‘The shit has just hit the fan’



The player will be able to shut down the engine, but not the countdown.



	

Room 4 (Climax)



On the way back room 4 should have been re-stocked (as now)



Room 3

Two Sectoids  should teleport in as you re-enter this room.

Killing the last of these will leave behind a ‘hand’ that can be used on the pressure plate to activate the teleport to a hidden ‘secret area’.



Secret area(Bonus)

This should contain a return teleport, the countdown clock, and a bonus alcove in case you still have the key-card you picked up in room 8.



Need also ‘Pithy and witty’ remark from Mallory.



There should be 3 Sectoids, 2 armed with a plasma weapon, the third with a neuraliser.



The countdown clock can be stopped from here via a switch on the console if this is done, and no Sectoids remain alive at the end of the level then the player is awarded a ‘treasure chest’ of Additional items to speed up development.(TBD when the overall research tree is sorted).





Room 0/1 (Resolution)

Returning to the Patton breaching pod, should ideally reveal a final alien armed with a plasma weapon, and an appropriate message from the Patton. 



Debriefing



END OF MISSION

�Additions / Changes in more detail



Equipment for level

I’m unsure as to the benefit of having so many weapons present with the trooper in the first mission.

I presume they are being shoehorned in to show the weapon variety, but they are in danger of unbalancing the level. 





Game Settings

I would like to try out the game settings with the weaponry (on both sides far more deadly).

At the moment the game-play favours a single player approach, as the player can simply take a fair bit of damage and dodge the incoming plasma bolts.

To remedy this I would like to try the following:

Make the Alien weaponry more deadly - three hits and you are toast.

Make the plasma from the plasma pistol move far faster. 

Make Human weaponry more effective, 2-3 hits and the Sectoid is dead.

I want the ambusher, and the user of cover to have a definite advantage.

If not already implemented, I want an approximation of hit locations attempted. 

Head Shots should do double damage

Arm shots (at least if holding a weapon or object) should cause the alien to drop that item.

Leg shots should slow the creature down, and activate ‘limping movement’ if appropriate.





Alien Types

I would like to see several variations on Alien type on this level:



Sectoid, unarmed. 

These should always run away. Ideally they should head for a nearest alcove (to be added in geometry), open it, and take out a plasma pistol.  Each Sectoid could have its own allocated alcove for this purpose.

Sectoid unarmed, but working at a console, even if the player attacks (He’s trying to garble the system and prevent data being taken, or warn the fleet). I’m unsure if animations exist for this.

Sectoid, armed with Plasma pistol. 

These will automatically attack, and behave as the AI currently controls them. They should not attempt to close in to the player.

Sectoid armed with ‘neuraliser’

A neutraliser is effectively the little gadget used by the aliens in ‘The invaders’. It is a small circular (octagonal) disk held in the Sectoid’s hands that can incapacitate, and kill.

A Sectoid with one of these will attempt to get close to a trooper. If he does and can use the weapon in close proximity. (Animation of the Sectoid raising it to towards the trooper and a red flash. Accompany a successful attack.)

If successful The trooper falls to the ground, stunned. But will recover in, say, 15 seconds. Unless a second attack is made in which case the trooper is dead. 

The device will need 5 seconds to recharge.

These Sectoids are obviously easy to shoot, but woe betide the player that lets them get too close. If the player is ‘stunned’ in this way, but not killed, he will be able to watch what is happening around him, but not issue orders until the paralysis wears off. Health should be reduced by about 20 points per hit.



Alternative Sectoid textures

Sectoid wearing a silver suit. Sectoids wearing this will be immune to plasma fire unless taking a hit to the head.

Sectoids with different head tattoos denoting rank or specialism.

Suggest:

Grand commander (purple and complex rank should have some repeating motif, like bars, to suggest degree of rank)

Commander (purple denoting rank, but relatively simple)

Scientist

Pilot

warrior (something very simple)

Drone (nothing)

Mentat (the ones that can use Psionics) they should have a pineal swelling on the head, roughly where the pineal eye is.

Sectoid wearing armour of some kind, body hits immune to most things, but kinetic energy weapons should knock them over.











Changes to Geometry/layout

‘Secret area’ assessable only via the teleport to be placed below the hold area of the ship.

T-Junction corridor should be modified to make it more room like and limit vision.

Weapon, and other ‘alcoves’ to be added. Most should have a switch activation.





Extra objects

Sectoid ‘hand’ blown off from a kill. This to be used as a ‘key card’ to allow use of the teleport. The switch should clearly show a Sectoid hand print on the activation plate. (in later levels we could use decapitated heads, for retina scan machines).

Neuraliser (To be used by some Sectoids to try and take out the player).

Data Beads - Alien data storage devices, which we can make much use of in progressing the story. We can add a ‘bead reader’ to the research tree, and if carried by a trooper in a latter mission this will allow instant availability of data, and information. Making specialists much more useful. They will also act as items to collect, making exploring the map useful for these extra special items.

‘Alien Items’: This is a category of small items, that are relatively unimportant,  but which can be researched to find out more about the Sectoids. They are ‘stocking fillers’ and will be unique to each race. Knowledge gained on them will cut down the time it takes to research the relevant alien, and provide a few interesting clues and ideas for research. They will all be simple in shape, probably around 12 or less polys, and use a small texture page. Ideas for them include:

Alien ‘food packets’ Help towards understanding of biology, and metabolic pathways, speeding up biochemical and biological weaponry.

‘Communication device’ Helps towards understanding alien technology in general.

Genetic material and samples. This should give clues as to what is going on, and eventually aid in the research of the aliens the samples are taken from.

Their other main reason for existing is the same as the ‘data beads’ to provide extra items to find around the map.





Bugs that should be fixed.

Grenades become unlit when thrown, its rather off-putting to watch a silhouette bounce around. Why is this happening?

Data ripper needs to be raised up (to stop it embedding in the geometry), and enlarged a little. This keeps being put off.

Player character should start with a weapon in hand, not the medi-kit.

The 1st console that the player comes up against, with the Sectoid on needs to have the graphic replaced.

�Level 1 Requirements broken down by Department

Level 1 Art requirements�����Requirement�Description�Size/Bitdepth�Priority��General������Is this the final version of the hand - still looks a bit kack??���������Neuraliser�Small circular disk with studs that should shock its target.

Low poly in game version (treated as a weapon)

Ufo-pedia version�~20 polys

Texture 128*128�E3�������Alien item 1:

Data bead�Elongated dodecahedron: stores data:

Low poly in game version

Ufopedia version�20 polys

Texture 128*128 (anything but a data crystal)�E3��Alien item 2:

Food packets�Tapered and chamfered cubes : low poly in game version

Ufopedia version�20 polys

texture 128*128���Alien item 3�low poly in game version

Ufopedia version����Alien item 4�low poly in game version

Ufopedia version����Sectoid textures�Versions for following:

Sectoid wearing a silver suit. Sectoids wearing this will be immune to plasma fire unless taking a hit to the head.

Sectoids with different head tattoos denoting rank or specialism.

Suggest:

Grand commander (purple and complex rank should have some repeating motif, like bars, to suggest degree of rank)

Commander (purple denoting rank, but relatively simple)

Scientist (face mask also)

Pilot

warrior (something very simple)

Drone (nothing)

Mentat (the ones that can use Psionics) they should have a pineal swelling on the head, roughly where the pineal eye is.

Sectoid wearing armour of some kind, body hits immune to most things, but kinetic energy weapons should knock them over.

NB not all these are needed for E3�
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�������Room 2�����Sectoid display�The texture for the Sectoid image needs to be updated to reflect changes to the Sectoid design over the last few months.�Keep the same�E3�������Room 3�����Activation plate texture�Texture for the console in room 3 (to be done by design) texture should have hand imprint/plate resembling the hand below�128*128���In game item�Dismembered Sectoid hand (palm up, with digits showing, and resembling the activation plate texture in pose). It should be created as if a weapon. With animation frames allowing it to be carried in the hand and:

Swing about a little as its carried

Being picked up

Being put down�80 polys��������Room 7�Console textures.

Textures for force-field on/off�128/128

64*64 (if applicable)��������Room 18�����Genetic Sample�Small cylinder, preferably with some translucence, and containing a small unrecognizable lump of tissue. Ideally this lump should pulse.�80 polys max. do in as few as possible

Texture all done in 128*128��������Secret area�����Countdown timer �Texture with 8 Sectoid hexadecimal numbers arranged vertically.

The value ‘0’ should be distinctive, the others should have variable density (like Roman numerals) to male identification easier.�16*128 or 32*256���

�Level 1 Design requirements�����Requirement�Description��Priority��General�All non usable consoles should have animating textures/or broken textures.����All usable consoles should have:

HUD message text entries

ability to affect something

Specific shape/texture pertaining to its function/specialty.

Biological (Sectoid, Ascidian))

Defense (Sectoid, Ascidian)

Defense (Snakeman, Ascidian)

Physical sciences (Sectoid, Ascidian)

Engineering (Sectoid, Ascidian)

Command (Sectoid/Etherial, Ascidian)

Classified (Sectoid)

Storage (Sectoid)

Landing bay (Sectoid, Ascidian)

Lift/transport system (Sectoid, Ascidian)

Recreation (Ascidian)

Other

Be set up as movers or creatures that can be shot at/ used, and which will change to another relevant state if these actions are carried out.�������Weapon balance�Alien weaponry should be made far more dangerous..�������Room 0 (Breaching Pod)����Sectoid placing / Scripting�A Sectoid should either be spawned, or make its way here from another nearby spawning site, after either the data downloads are completed, or the self-destruct sequence starts.�������Room 1����Alarm light (Part design/ programming)�Add an alarm object, this should be a mover with a red, ripple effect light surrounding it. The object should be shootable. Shooting it should :

Turn off the light (instantly)

Turn off the alarm (instantly)

swap mover to one with damaged light.

This should only happen once.

*Design’s task is to:

Put in the two swappable movers one intact and lit up, the other dark and damaged.

Add the circular pulsing light.

Set the movers to swap when triggered by a hit (once only)

Turn off the light instantly.

Existing textures should be used if at all possible.���Console HUD

Text�Title:

 Environmental analysis

Detail: 

Digital data pulses detected: Alien computer interface: probability 80%. Data ripper incompatible.

���Room 2����Add Graphic overlay�Add the Sectoid symbol on the left hand wall.���Alter ‘Sectoid display’�Turn the currently static display into a mover that instantly moves into position once triggered. The trigger is a once only trigger and the screen remains ‘on’.

It should trigger by  the v/close proximity of player or trooper.

NB.The display texture needs to be redone.�������Room 3����Teleport console�Add teleport control console:

Small Sectoid console for controlling the teleport. It should have a texture from art with a Sectoid hand depression/mark on it. 

This console will be re-used in the secret area.���Sectoid placing / Scripting�After the self-destruct sequence has been activated, entering this room should cause two Sectoids (both armed with plasma weapons)  to teleport in. Killing the last of these will cause the body to be Gibbed, and leave behind a ‘Sectoid hand’ object this can be used as the key in the teleport (above).�������Room 4��������Geometry change�Change geometry in room 4 to make the line of sight more obtuse., and less corridor like.�Low��Geometry change�Change Door frame to Room 10, to distinguish it from the other doors.���Mover / trigger alteration�Ideally the door should be replaced by a force field, This force-field should flick into existence either with a floor  trigger at location ‘A’ (triggered by any trooper), or events in room 7���Ambush point ‘A’

Sectoid placing / scripting�If the player moves down to a position just beyond the stairs heading for room 10 (marked ‘A ‘ on the map), then this will act as a trigger to.

Activate the Sectoids in Rooms 8 and 9 (assuming they haven’t already been activated.) . When the player reaches  the force-field trigger point above, both doors open and two Sectoids come out firing. (the third seems unarmed, and will head towards the closest target) 

The third Sectoid is armed with a neuraliser, if it gets within arms reach that character is incapacitated for 15 seconds, and the Sectoid will attempt to reach another trooper. Once all troopers are incapacitated, the Sectoid will attempt to kill by applying a second charge.

Activate the force field on the door to room 10 (assuming it hasn’t already been activated.)

This door is deactivated by a ‘remote control’ dropped by the last Sectoid from rooms 8/9 to be killed.

The remote needs to be used in room 7.���Sectoid placing / scripting�Place single lone unarmed Sectoid with back to player. The Sectoid should ideally be oblivious to the troopers for about a third of a second. The Sectoid should be just walking slowly towards room 5. Gunshots, or the third of a second being up will alert the Sectoid who should then run for room 5, 

If the player takes out this creature before it gets to the door, then he has more time to plan, otherwise the creature should enter Room 5, and go behind the two Sectoids positioned there.���Sectoid placing / scripting�If being played on high difficulty setting up to Two Sectoids, both armed with a plasma weapon should be placed  at the base of the stairs leading to rooms 8/9. 

These should be activated when the player moves into line of sight, or enters room 5.���Sectoid placing / scripting�After the player has triggered both data downloads, this area should be stocked with four more Sectoids. (one of which should have a neuraliser, the others should be armed with plasma).�������Room 5����Sectoid placing�2 Sectoids present, both armed with a plasma weapon. 

Both should be activated by any of the following:

proximity (trooper just beyond the door)

LOS with trooper

4 minutes into the game.

The Sectoid from room 4 entering the room.�������Room 7����Door control console�Retexture console:

Alter it with switches/movers to give visual feedback when activated/deactivated.

Consider moving it to change apparent link to the vat like, container.�E3



Low��Sectoid placing�Two Sectoids one, unarmed and using the ‘enter data on a console, while looking over shoulder’ animation frames, is erecting the force-field outside room 10. The other is supposed to be defending him with a plasma weapon, both should hold their ground if possible.



However if 5 minutes pass before these are activated then:

Activate force-field trigger (see below)

Convert both the two above to plasma armed and activate them.���Activate Force-field trigger�From this room the force-field leading to room 10 can be triggered by either:

A trooper entering room 7

5 minutes having elapsed into the game.

The alien ‘erecting the force-field is ‘killed’. These two are activated when player enters room 5, or converted to 2 fully armed aliens if more than 4 minutes have elapsed into the game.

After the player gets the ‘door remote’ the force-field  to room 10 can be deactivated from this console.

When the force field is activated the console should ‘activate in some way’, and similarly the console should appear de-activate when the force field is shut down.���Room 8����Sectoid placing�This room also originally contained a single plasma wielding Sectoid, who should now have left.

This Sectoid should have been activated by Ambush point ‘A’.���Object placement�A cryo-tube in this room should contain a  ‘key card’ That allows the player to cancel the self-destruct sequence, providing that the player manages to find the secret area before the time runs out. 

(If he doesn’t find the secret level this item then acts as a ‘smoking gun’ implying that he ‘missed something’.)���Geometry 

Object placement�A small open raised alcove (open bank machine) should contain a ‘data bead’.

(Alien storage device. (This is a 20 poly elongated dodecahedron, which currently can’t be read).�������Room 9����Sectoid placing�This room also originally contained two Sectoids. The first equipped with a plasma weapon, the second with a neuraliser.

Both should have left and ambushed the player after being triggered by ambush point ‘A’.���Sectoid placing�This room also contains the ‘frosty Sectoid’. This should have a texture showing the  ‘Melon growth’ of a Mentat .

‘Frosty’ should be found in the vertical cryo-tube and should be activated by the opening of the tube.���Geometry 

Object placement�Hidden in the back of room 9 should be a raised alcove which is activated by a camouflaged (but noticeable) switch.(bank machine like).

This should contain a small tetrahedral device (function to be decided later).�������Room 10����Sectoid placing�Four Sectoids:

2 positioned in the alcoves to activate only on line of sight.

One down the end of side corridor, as now. 

The remaining one in the middle area near the power source.�������Room 11����Geometry /

Sectoid placing�Either lift button activates both lifts (preferably stagger the triggering by 2 seconds for the other lift) When they arrive they have 1-2 Sectoids in each. All armed with plasma.

This could be made difficulty dependent. Easy = 2 Sectoids Total, Average = 3 Total, Difficult, or higher = 4 total (as above).���Sectoid scripting�If players leg it after calling lift Sectoids should be set up to move into room 10 and take up defensive positions (more detail possibly to be scripted later to make them gradually move through the level looking for the troopers.)

���Room 13����Sectoid placing�Two Sectoids, one is a commander (higher stats and different skin)���Object placing�Data bead on window overlooking Patton �������Room 14����Sectoid Placing�No alien waiting at base of lift, Instead move it to Room 16.���Object placing�Place ‘hologram’  in a dark corner to the left of the lift. 

This does nothing except sucker the player into firing. 

Add a small ‘transmitter box’ in ceiling above. When fired at it should break and stop playing the hologram (trigger/movers).�



Low��Geometry�Also add Sectoid or other sign to wall to brighten it up a little.�������Room 16����Sectoid Placing�Sectoid (plasma armed) moved to here from room14. If shots fired in room 14 or trooper gets to door it should ‘awake’. ���Geometry�The display console should be made to act like the one encountered in room 2.�Low��Geometry�At end of corridor is a force field leading towards the biomedical area. 

This force field should be deactivated when all the ships ‘engines’ are taken off line.�������Room 17a����Geometry�enlarge slightly to create a ‘preparation’ area on the right as you enter from room 16 (This could be a simple alcove)�Low��Room 17a����Re-texture�Change fake background to other texture, stars shouldn’t be visible.�������Room 18����Sectoid Placing�Place single scientist Sectoid (Commander would do at a pinch)�E3��Object placing�Place genetic sample jar on support�E3������Room 19�No change�������Room 20�No change�������Room 21/22����Edit level geometry/ texture/ switches�Move data down load terminals to room 28���Edit level geometry/ texture/ switches�Keep switch as one to close down the ‘power converter’ (Switch single use only):

Light effects in room should be changed to a bright pulsing rhythm which should fade quickly, leaving it dark .when the unit is deactivated.

Lightning effect should be removed.(or made to look better with coronas etc .(but that will undoubtedly slow it down a little))�������Room 27��Low��Geometry/ Object placement�Add small hidden alcove with automatic proximity switch, that opens to reveal a plasma rifle in pristine condition.�������Room 28����Sectoid placement�Place two Sectoids armed with plasma.���Rooms 28a/28b����Geometry/

Triggering�make both a new data download site.

���Room 28a����Sectoid placement�Single unarmed Sectoid should be accessing the data banks, will continue until killed, if left alive for more than 5 seconds after LOS established, then make the self destruct countdown start now.�������Room 23/26����Sectoid placement/ scripting�There should be a Sectoid armed with neuraliser just behind each door. 

These are activated when the player is within range (512 units …even if door closed).

Whichever one is activated, the other should move towards room 24 and wait there for similar condition to be set.�������Room 24�����There should be two Sectoids here, both armed with plasma.

Whichever route the player takes (room 23/26) they should take up sniping positions at the end of the relevant corridor, making it difficult for him to get down. (They should ignore Mallory’s proximity, if possible, unless she fires at them)�������Room 25����Sectoid placement/ scripting�Two Sectoids try to defend this room against the player.

The first is armed with a plasma weapon defending.

The other(unarmed) is desperately trying to set off the self-destruct sequence. 

This Sectoid should manage to do this even if he takes a fatal amount of damage, before dying. Otherwise it will happen 5 seconds after LOS is established.���Switches / triggers�The player should be able to shut down the engine, but not the countdown.

�������Secret area����Geometry�Add secret area to the main map���Geometry�Make sure the 2D map is also merged and finished.���Geometry�Add teleport console���Geometry�Add countdown console: This should be simple, with a large switch that must be triggered by the remote found in room 8.���Geometry�Build countdown clock, and set keyframes (if possible) to countdown for 4 minutes. This should be a set of large 8 sided ‘wheels’ each of which moves at 8* the rate of the previous one. Only the display portion of the wheels should be visible at any one time.

This clock is triggered by the events in room 25.���Sectoid placement/ scripting�Stock level with 3 Sectoids:

2 with neuraliser

1 with plasma���





��Level 1 Sound Requirements �����Requirement�Description�Notes�priority�������General������Sound of bubbles near specimen tanks?����Dialogue/messages�����Malloryfstencounter�Mallory: 

Now that’s what I call a close encounter!�(Flippantly and with relief)���Pattonshutdownall�Patton:

Patton to Breaching squad: That must be one of the three power converters, if we could get them all shut down we might be in a position to better analyse the ship.����Pattonshutdownall1� Patton:

One of the alien vessels power sources has just closed down. We are detecting two other similar sources, that we’d like also deactivated.����Pattonshutdownall2�Patton:

That’s the second, one more to go.����Pattonshutdownall3�Patton:

Congratulations, the ship is now dead, clear it out and come on home.���������Room 1�����Dialogue�����Malloryroom01A�Mallory: 

Are you getting this.

Patton:   

AV feed on line, looking good. 

�(Exited and quick)

(Calm and flat in tone)���Malloryroom01B�Mallory:

Any ideas what we’re up against yet, I don’t recognise anything here. 

Patton:

Negative, try and find something that looks like a console.�(Puzzled, apprehensive)



(Calm and flat in tone)

���Malloryroom01C�Mallory: This seems to be just a terminal, we need to get to their main data banks for the ‘Ripper’ to work. 

�(Cold, analytical)

���Room 2�����Dialogue�����Malloryroom02�Mallory: Sectoids, we should have known

�(Worried, quietly said)���Rooms 5/6/7�����SFX�Groans/gurgles from experimental creatures in tanks ���������Room 9������Music should go quiet on entry���������Room 10�����SFX�To fit in with Radiation damage the troopers are taking, Geiger counter like clicks and sounds, at two rates say :

1 health every 2-3 counts/per second generally in room 10

Rising to 10-15 counts/per second within 128 units of the energy unit itself.���������Room 16/17�����SFX�Sounds and groans from things in tubes.

����Malloryroom19 �Mallory: 

I don’t remember this in the briefing when I signed up for Cydonia..�(Sarcastically)��������Malloryroom25�Mallory: 

Roughly translated I think it means ‘The shit has just hit the fan’�(Sarcastically)��������Secret area������teleport player sound (if player being teleported)�����Quiet alien ambiance, strange and womb like. (Electronic Whale like noise?)�����Countdown clock noise.�����Alien countdown sequence.

Should be in alien hexadecimal, and be feminine in tone.(Although obviously weird.) And should start at around 300 .

(Need 8 words, one for each digit)

Alien phrase for

‘self destruct sequence initiated’

‘Self destruct has been canceled’����

��level 1 Programming Requirements ����Requirement�Description�Priority��General Front End�Font of main messages dodgy Arial - change if possible.����Revise content of main messages - ‘Playable Level’ must go.����Speed up screen transitions���Level General�����Implement all new general speech - and mood level??����Sound of bubbles near specimen tanks??����I don’t see trails from Mallory’s gunfire??����I don’t hear ‘ugh’ when Mallory takes hits??����Grenades are unlit when thrown, can this be fixed?����Grenade trajectories don’t seem flat enough.����Data ripper needs to be enlarged a little (try - say 30%)����Data ripper needs to be raised to stop it embedding in the geometry����Remove creeping hands (ie dismembered arms that move after gibbing)����Rats to attack player/trooper (jumping up)����Alien ‘target acquisition’ boxes should only remain active for a short period (say - long enough to repeat analysis string twice)

This should probably also be applied to all ‘Environmental analysis’ entries

If possible this should be re-settable, so that a player may choose to look at these entries again. Suggest as a default this happens every 30 seconds. (This should be long enough that most seen aliens would already have been killed, and that aliens that have left and run away would then re-appear  as ‘targets’ on acquisition.�E3

Med

Low���Hit locations to be implemented In general the following should apply.

Head shots should do double damage

Arm shots should make the alien drop the object they were carrying.

Leg shots should (if they do damage) reduce the creatures mobility., and preferably initiate ‘limping’ movement if available.���Provision for different alien types�See Alien types section.

Sectoid unarmed

Sectoid unarmed, working at console

Sectoid armed with plasma pistol

Sectoid armed with neuraliser���Provision for different types of alien skin�See Alien types section.

Silver suit

Tattoos, including the following

Grand Commander

Commander

Scientist

Pilot

Warrior

Drone (default standard)

Mentat (with psionics)

Armoured in some sort of kevlar/protective armour.

�

��Neuraliser:

Additional weapon

Scripting needed�

This is a small hand weapon which works by contact.(special animation not yet done so improvise)

A neuraliser is effectively the little gadget used by the aliens in ‘The invaders’. It is a small circular (octagonal) disk held in the Sectoid’s hands that can incapacitate, and kill.

A Sectoid with one of these will attempt to get close to a trooper. If he does and can use the weapon in close proximity. (Animation of the Sectoid raising it to towards the trooper and a red flash. Accompany a successful attack.)

If successful The trooper falls to the ground, stunned. But will recover in, say, 15 seconds. Unless a second attack is made in which case the trooper is dead. 

The device will need 5 seconds to recharge.

These Sectoids are obviously easy to shoot, but woe betide the player that lets them get too close. If the player is ‘stunned’ in this way, but not killed, he will be able to watch what is happening around him, but not issue orders until the paralysis wears off. Health should be reduced by about 20 points per hit.�E3������Room 0 (breaching pod)�Mallory should be in default JOIN mode.����You should start game with pistol in hand.

�������Dialogue�Triggered by the end of the first encounter that is successful (neither player or Mallory killed) This is only ever said once. (It is intended to show Mallory’s character.)

Malloryfstencounter�Low������Room 1����Alarm light  (Part design/programming)�Add an alarm object, this should be a mover with a red, ripple effect light surrounding it. The object should be shootable. Shooting it should :

Turn off the light (instantly)

Turn off the alarm (instantly)

swap mover to one with damaged light.

This should only happen once.

*Programming’s task is to:

Link the existing trigger to deactivate the playing of  the alarm sound.�������Dialogue:�Triggered by Mallory entering the first room.(No other Conditions)

Malloryroom1A���Dialogue:�Conditional on the player not having activated the Sectoid display screen (in room 2), or not having encountered a Sectoid.

Malloryroom1B���Dialogue and movement�After Mallory has entered room 1 she should if possible move towards the console and say the following. This should briefly interrupt any state she was in, and if possible return her to her previous state afterwards.

Malloryroom01C���Room 2����Dialogue�Triggered by either:

Mallory approaching the display sheet, after it has been triggered.

Mallory seeing her first Sectoid.(even if not in room 2)

Malloryroom02���Add switch�Add door lock switch to the wall by the Sectoid display.

This switch doesn’t actually open the door, but should toggle the door between a locked and unlocked state.

In locked state the door will not open if somebody goes near, in unlocked state it will operate in the same way as at present.

Use existing ‘lift button’ switch for this two state switch.���Room 3�����As the door to room 3(from room 2) opens for the first time:

The door opposite should be triggered to close (it will then work normally for the rest of the game)

Two Sectoids teleport out (reverse of what currently happens)��������After the countdown has been started, 2 aliens are seen teleported in as you re-enter the room on your way back to the breaching pod. If there is a trooper or object on the pad it should be teleported to the secret area as this happens. (ie swapped over)����At that time the dismembered hand is obtained by shooting the last alien of the above two.����The dismembered hand allows you to operate the console, and blue teleport effect is displayed.

(The Console in the corner of the room is to be added by design)

����Whilst ‘blue’ is  displayed, walking onto a  teleport pad should  take a player/trooper to the secret area.�������Room 8�Alien ‘Rats’ AI needs to be improved. They particularly need to:

Be a little more spread out when the player sees them for the first time (directions randomised etc.) possibly wake them up a little earlier.

They also need to be able to attack better.�������Room 9�If the player gives the Mentat more than 5 seconds to recover after the whispering psionics start then Mallory should be taken over and used to attack the player character. This should continue until either the player is dead, or the Mentat Sectoid (game over in either case).�������Room 10�Radio interference from Patton while in this room. (+ appropriate breaking up messages from Patton)����Troopers take small drain health damage. While in vicinity of energy source. (If possible make it more dangerous nearer to the discharge.

Values should be low-say :

1 health every 3 seconds generally in room 10

Rising to 1 per second within 128 units of the energy unit itself.�������Room 16����Scripting�The force field at end of the corridor leading towards the biomedical area should be deactivated when all the ships ‘engines’ are taken off line.�������Room 18����Scripting�The medical Sectoid should be armed with a neuraliser and should be apparently working on programming it, while flicking a look at the consoles (animation was done by wicks) Close proximity, a weapon being fired, or a directed attack should make him attack with the neuraliser.�������Room 19�����On her going through the door to enter room 19:

Malloryroom19�������Room 21/22/25�Once the first ‘power converter’ HUD box has appeared the following message will be heard from the Patton.

Pattonshutdownall����Once the first engine has been shut down, unless that happens to be in room 25 and the auto-destruct sequence has started, the Patton should respond with an appropriate message:

Pattonshutdownall1����Once the second engine has been shut down, unless that happens to be in room 25 and the auto-destruct sequence has started, the Patton should respond with an appropriate message:

Pattonshutdownall2����Once the third engine has been shut down, unless that happens to be in room 25 and the auto-destruct sequence has started, the Patton should respond with an appropriate message:

Pattonshutdownall3�������Room 25�����The Self destruct sequence is activated by this alien. hen he has line of sight. He will survive to do this, even if he has taken enough damage to kill him, then he will die.����Once the countdown has started Mallory should say the following.

Malloryroom25�������Room 28a����Scripting�If the single unarmed Sectoid accessing the data banks is left alive for 5 seconds after LOS is established, then make the self destruct countdown start now.�������Secret area�����Should contain a teleport control console that works in exactly the same way as that in room 3 (to allow return to room 3)����The countdown console should deactivate the self-destruct countdown.

This will only remained deactivated if all aliens on the level have been destroyed.�������







�Environmental Analysis�����Object�Title�Detail�Range visible��General�����Sectoid corpse�Bio Analysis�Deceased organic biological entity: Form matches type known as Sectoid with a 98% probability.�64��Sectoid ‘gibbed’ bits�Bio Analysis�Fresh Organic material, copper based haemoglobin. Species unidentifiable.�32��Un-researched /unused weapon

(All types)�Object Analysis�Alien weapon: Mechanism unknown: Operation unknown�32��Un-researched /unused item

(All types)�Object Analysis�Alien item: Mechanism unknown: Operation unknown: Use unknown�32��Plasma pistol�Object Analysis�Sectoid plasma pistol�32��Plasma rifle��Sectoid plasma rifle�32��Neuraliser�Object analysis�Sectoid neuraliser�32��Un-researched lifeform

(All types) �Bio Analysis�‘Unknown alien lifeform���Biological sample�Object Bio-Analysis�Mobile Bio-sample container: Analysis reveals Living Biological material: species unknown.��������Room 0�����Breaching pod�Environmental Analysis�Breaching pod�LOS�������Room 1�����Console�Environmental analysis�Digital data pulses detected: Alien computer interface: probability 80%. Data ripper incompatible.�128�������Room 2�����Display console�Environmental analysis�Digital data pulses and low power coherent light detected: possible visual display unit: probability 60%. Data ripper incompatible.�128�������Room 3�����Teleport Console�Environmental analysis�Digital data pulses detected: Alien control interface: probability 80%. Data ripper incompatible.�128��Teleport pad�Environmental analysis�Multi-band scanning frequencies at very high frequency present: Traces of  recent spatial disturbance: Energy signature resembles recent wormhole readings.�64�������Room 4�����Force field

(only if active)�Environmental analysis�Strong coherent magnetic flux detected: probability of impedance 100% �128�������Room 5/6/7�����Each Bio-tube�Environmental analysis�Nutrients in solution: Spectral analysis 80% similarity in composition to amniotic fluid.�128��Each ‘creature ‘inside bio tube�Bio Analysis�Living biological material. Species unidentifiable.�128��Force-field console��As for console in room 1�128�������Room 8�����Cryo-tube (empty)�Environmental analysis�Unit inactive: Infra red emissions low: Low temperature: Surfaces temperatures variable down to 0 degrees centigrade. �128��Room 9�����Cryo-tube (frosty’s)�Environmental analysis�Unit active: Infra red emissions low: Low temperature: Surfaces temperatures variable down to minus 110 degrees centigrade. �128�������Room 10�����Power supply�As current��128�������Room 13�repeat room 1 console����Room 16�repeat room 2 display console����Room 17�repeat room 25/6/7 Bio-tube stuff���������Room 21/22/25�����Power converter 1 �As room 10 power supply��LOS�������Room 20/27�����Elerium pod�Environmental analysis�Elerium specific radiation. Radiation well within suit tolerance limits �LOS�������Room 28�As current for data download���������Room 24�����Elerium pod (damaged)�Environmental analysis�Danger : Elerium specific radiation. Radiation well outside normal suit tolerance limits.�LOS�������
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