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�Initial
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��Intro to Level





Characterisation dialogue has been added, including dialogue for the player character ‘Wraith’. These sections will be highlighted, as they will undoubtedly prove contentious. It isn’t my intention to make these ‘player comments’ frequent, but I consider them very useful for scene/situation setting and for generating the proper atmosphere, especially in the first level.



The aim is to make more of in-game cut-scenes, with the plot, and progression being acted out more within unreal itself.



In all cases bear in mind the intent of the activities and not necessarily the absolute letter of what is written here. If something is impossible, or very difficult to carry out, and the same effect can be obtained more simply, tell me about it.



�

What has gone before

This is the first true mission against an enemy threat.

Prior to this the player has experienced only:



The first part of the intro sequence.

The short introduction scenario onboard the Patton. 



Intro Sequence

The following change will be needed to bring the second half of the intro cut scene into line with this briefing, and the revised plot (See Cut-scenes doc for these and other changes in detail).



The dialogue referring to the Sectoid craft following them needs to be changed to dialogue referring to a nearby wrecked ship showing no signs of life. The captain will ask for it to be brought into the hanger bay for examination.



The Sectoid UFO shown at the end of the sequence needs to be replaced with a shot showing the Patton approaching a slowly tumbling, damaged and disabled, Sectoid craft, which matches the design of the one in the mission.

Introductory scenario on board the Patton

See the Patton doc.



The mission briefing is then played.



Player mission briefing



Mission briefings will take place in the mission briefing room on board the Patton. Details of this are still TBD.



“Our sensors have detected a small alien scout craft drifting nearby, presumably damaged during the recent battle.



Sensors indicate that the vessel is totally incapacitated, but there are some residual energy readings from force-fields over the breaches in the hull.



I have ordered that the wreck be recovered, and placed in the main hanger bay. Although this action carries some risk I consider it more important that we gain knowledge of what we are up against.



Your task is to enter the ship through the hull breach and check that it is safe, for the scientists to examine, and if not, to render it so.



We need this urgently, we don’t know where we are, or what we are up against. We’re counting on you to get us some answers.”



After the mission briefing there will be an intra-ship message over the ships system saying:

“Would Wraith please proceed to the armoury”



NB Weapon selection and Inventory are TBD



Details of the squad selection and equipping TBD, but if all troopers should be flagged as being injured (the exact damage amounts TBD to stagger making them available over a period of time), and will not be available for selection.



The player will only have to worry about his own inventory, and to be honest there won’t be much choice as equipment will be very limited.



�Structure of level

Overview



A story (plot)

Investigate the wreckage to make sure nothing is still alive in there, and find out what is piloting the ship.

B story (subplot)

Introduce more of the Patton to the player

Game Aim

Explore every bit of the wreckage, and neutralise any Sectoids still alive in order to render it safe for the scientific study.



Game function

Find out how to control your main character.

Introduce the Sectoid threat

Provide several plasma pistols for use in later missions.

Provide experience of ‘puzzle solving’.



Points of interest

View of the Patton’s hanger bay with the Alien ship within it.

Main weapon being fired in the hanger bay as the alien ship starts to power up. 

Dangerous power supply

Alien hunched at console, firing last shot before dying

Close proximity puzzle to shut down the automated ships defences (the gun outside)

Collapsing floor in room 11 leading to alien encounter

Consoles that bring up different Sectoid data screens that the player can fiddle with.

Helpful advice and annoying chatter from the Patton.

One Sectoid frantically purging the ships data files, while the other fires back to protect him.



Game progression

There are only 4 Sectoids currently planned for the mission, and at least 2 should already be injured enough that a single shot will kill, so there is little likelihood that ammo will run out unless it is wasted.

All Sectoids should be equipped with only Plasma pistols, and be ordinary sectoids,



�

Level  Walk through:



Room 0A Lift

The level will auto load from the Patton level, when the player gets into the lift heading for the hanger bay.



Patton Message (Yeager):“Wraith, its Yeager here, we will be monitoring your telemetry while you’re inside the alien vessel, but it looks like reception will be patchy. The thing’s damaged and giving out a lot of interference”

Room 0B Locker area

On exit from the lift the player will see another trooper. (nondescript). 



The trooper should greet the player with.

“Hi Wraith, glad to see you made it through the wormhole without a scratch. I’ve been ordered to guard the entrance to the alien ship while you’re inside, and to shoot anything that comes out that isn’t you.”.

The trooper should then ‘follow’ the player until the player gets to the outside of the alien vessel, continuing to talk. At that point he should go into guard mode.



Wraith message: “Ok, they’re counting on us, lets get this show on the road”



Room 0C Hanger bay

The trooper continues:

“Claire says we lost everyone on D deck, when the hull buckled, due to explosive decompression”



“You heard about Kate O’marley? She was in her quarters when something pierced the hull, she was sucked through an eight inch gap. All they found was a bloody stain around the hole” 



Wraith message: “Sounds like her”



Any attempt to go back down the lift will result in the ships ‘automated response message’ 

“The lifts have been disabled”



On entry to the hanger bay the bulk of the damaged alien craft will tower over the player.



Ideally, the trooper accompanying the player should pause and look at the alien craft and say:

“I wonder who built this sucker.”



As the player makes his way around to the left hand side The player should say:

“Sure looks one, mother of a beast, wonder what its like to fly”



The player will come across Nick Skelton (head of research). who will be squatting next to the ship.



Ideally if the player had gone to the right hand side of the craft Nick Skelton should have ‘waved’ or gestured towards the player and said

“Over here Wraith, I haven’t got all day”

The trooper would then say:

“I think Nicks waiting for us”

Wraith message: “Let him wait”





As the player approaches Nick he should stand and greet them both.

“Wraith, … This is it” <Gesture indicating saucer to his left >

“I can’t make it out” <Gesture Shake head >

“There are definite signs of Elerium specific radiation,”< on the ‘one hand’ gesture >

“but it looks like nothing we’ve encountered before.” < shrug/ beats me gesture >

“I’m about to induce electromagnetic interference near the force-field capping the breach, this should cause it to collapse, and allow you entrance, then you’re on your own.”



Wraith message: “So what’s new?”



<the above with Talking head movement gestures>

“Okay here goes” 

<gesture nod>

<crouch down and fiddle with apparatus>



The force-fields capping the ends should die with appropriate crackling sounds. 

Skelton continues:

“Go…go…I’m not sure how long I can keep it down” <continue crouch down and fiddle with apparatus gestures>

After a second or so, time to be determined by playtesting, (irrespective if the player has entered the alien ship or not) Skelton should say:

“That’s odd … it must have more power reserves than I thought”



The saucer should then start firing at the player and other trooper present, from its belly gun-mount. Sequence should be as follows:

Gun-mount powering up noise.

Skelton says “Oh my god get out of here… its active”

Wraith message: “Damn!”

Skelton runs for the lift.

Trooper who was by Skelton crouches and fires at the alien gun-mounting.

Trooper yells “Its weapons are on line”

Skelton hit by the first charge. (He falls, but isn’t killed…he’s needed later)

The weapon effect should be of a plasma lance like effect, with an explosion where it hits

Gun recharges.

Second shot fires at the trooper still shooting, and gibs him totally.

Gun recharges and from then on will fire at the player. If this hits its a full gib effect.

The shot is fired at where the trooper was a second ago, so if the player keeps moving he is safe.

The hanger bay is sealed, any attempt to leave it will result in the Internal message “The hanger bay has been sealed to prevent contamination to the rest of the ship.”

The only really safe place is inside the ship.



Shortly afer this all starts the following message from the Patton should be received.

Patton Message (Yeager):“Wraith, what the hells going on.”

Followed by :

Patton Message (Yeager):“All security personnel to the hanger bay airlock, we have a possible Trojan  incident in progress”



Room 1 (Hull breach)

The corridor should be dark, with a few strange alien sounds of hidden machinery.

Gas jets should intermittently spew forth from small vents in the walls, and ceiling with a loud hiss that then dies away. Small, dim, volumetric lights should be placed near these areas.

Footsteps should sound weird.

Patton Message (Yeager):“Wraith, listen carefully. I have a security team standing by, but we can't approach until the ships weapons are disabled, you must shut them down.

Repeat, you must shut down the crafts main weapons”



Area 2 (First Doors)

As the player approaches this part of the ship the corridor lights should flicker into existence, along with a suitable deep rumble-throaty sound. The lighting should however remain subdued and low in intensity.



As the player approaches the doors to rooms 5+13 the door to room5 should open automatically. (All automatic doors in the ship, unless otherwise stated, should open if any pawn is nearby and remain open as long as a pawn is in reasonable proximity. This should unsettle the player.)





Area 3 (Power supply)

Access to the crafts power supply is situated here, it has been damaged somewhat, and although working is giving out severe radiation, and an electrical discharge that blocks the corridor leading to ‘area 4’.(Along with damaged ceiling, floor and wall sections that allow a view into the inner workings of the ship). 

The radiation source should be identified via HUD message, and damage accrued for getting too close.(See radiation areas)

Any attempt to get past the electrical discharge, into the area marked 4, should give enough damage to kill.

Any console associated with the power supply should be severely damaged and on the floor.

The area also has doors to Rooms 8 (locked) and room 9 (unlocked).

Area 4 (Far doors)

The door to room 7 is a proximity door that opens automatically.

The door to room 10 is locked until unlocked in ‘room 9’ (control room). The status of the doors should be shown  on the associated door control.

Room 5 (Storage 1)

Room 5 is badly damaged, the floor buckled and cracked, with plates missing allowing the player to look down into the workings of the ship.

The area where the floor is buckled should have broken pipes and sparks coming from it, and a green glow (associated with Sectoid power supplies and engines).

The area is heavily irradiated and dangerous (See radiation areas).



None of the storage containers are usable, although some should be burst open with strange goo, and stuff hanging down.

Some of the storage containers should be marked with a Sectoid ‘Explosive’ symbol.

Shooting these should destroy the container with an explosive equivalent to a grenade.



Access to Room 12 will be blocked, the door buckled in its frame, where the ground has been bent upwards.



Access to Room 7 is through a proximity door, that is malfunctioning. The door should open and close every few seconds, with just enough time to get through before it closes again.

Several power cables, one of which is sparking, should hang down from the ceiling. It should be possible to get under if the troopers crouch, otherwise they should take damage from the discharge.(See electrical discharge)



The other door in the room gives access to lift (room 6)

This door will be active, but the lift will not work, with a Sectoid ‘power symbol’ flashing, unless the puzzle in the wall of room 10 has been completed.



Room 6 (Lift to Inner Sanctum)

This area is little more than a lift to access the inner sanctum (room 14).

The lift will be inactive until the power supply is diverted in the damaged mission room (room 10)

Room 7 (Cryo-chamber)

Access to Room 12 will be blocked, the door will refuse to open with a grinding/screeching noise,.

Room 9 (Bridge)

A single badly injured Sectoid should be slumped at the console. He should look dead. If the player or Victor approach the console, he should 'come to life' and fire one last shot at somebody.



The Sectoid should have enough health that a single shot should not kill him outright.

On death the Sectoid should slump to the floor.



This will be the first Sectoid met with, as the others will all be inaccessible until the player has been here and fiddled with the control panel.

After it has been despatched, or if the Sectoid is closely approached, the following message should be played.

Patton Message (Yeager):“Sectoids, I can't believe it, all this way and we run into those mothers again.”



The controls here will:

Unlock the weapon pod door

Unlock the door to the damaged mission room.

Symbols on the controls should link to these doors.

Room 8 (Weapon pod)

The walls of the room should be covered with targeting displays and external views of the Patton shuttle bay.

There will be only a single set of controls which, when suitably modified, will deactivate the external weapons.



Deactivating the external weapons will also:

Reseal the forcefield over the hull breaches, preventing the player from escaping.

Clear the external views of the ship from the monitors.

Cause the console to spark and explode (doing only very minor damage)

Once deactivated the weapons cannot be brought back on line.(One use switch)



Room 10 (Damaged mission room)

This room should be a damaged mirror image  version of room 13. It should be possible to see into the ships superstructure and various of the internal ‘gubbins’ that make it up. The door to room 13 should be inoperable, and there should be a small console (see room 13 for details)



Any attempt to use the console should result in the roof mounted ‘emitter’ starting to lower, and then jamming amid a shower of sparks that will slightly damage the player. Once activated the emitter will continue being a hazard, it shouldn’t be possible to turn it off.



If the Emitter has been turned on, passing through he door to room 11 (in either direction) should take the trooper through this discharge and hence they should take damage (not much say 5 health per initial contact with the discharge and 5 points per second thereafter.

NB The emitter and controls should appear damaged.



There should be a hole in the wall backing onto the lift. The hole should be:

only accessible when crouching.

give access to a small ‘bypassing’ puzzle which, when complete, gives power to the lift.



�

Room 11 (Storage room with broken floor)

The room is a storage room, and should also be heavily affected by whatever disabled the ship. 

The floor of this room has been severely damaged, any attempt to walk on it, by the player or by Victor will result in it giving way. The trigger should, if possible, be far enough into the room that it will be impossible to trigger and get away again before the floor collapses. The floor should have at least one large crack running across it to hint to the player that the floor is dodgy.



When the floor gives way it should do so by collapsing 'hinge like' and form a slope enabling the trooper/player to climb out again.

The door to Room 12 Should operate normally, but slowly, it should start with a grinding noise and a small jerk, and should jerk towards the end also implying that it isn’t running a smoothly as it should.

Room 12 (Damaged Storage room below broken floor)

This area should contain a single solitary Sectoid. If possible this Sectoid should appear to be crushed by the collapsing floor, but should still be alive, and able to fight back.

Once the floor has collapsed, the only way out is back up the debris of the collapsed floor and the damage from the room.

The doors from this room will not work.



Room 13 (Intact Mission room)

The intact mission room should be quiet, with a very different feel. The general ambience of ‘fucked up ship’ should give way to stranger and quieter tones. This area still works.

The doors to ‘area 2’ and ‘room 10’ should be operable via small indicator pads, which should toggle them from being ‘locked’, into a state where each acts as a proximity door.



There is a single stalked control panel with multiple controls.

One of these controls should activate the ‘emitter’ lowering the ceiling mounted bit (as for room 10…but this one works)



Once the emitter is active the other controls should bring up various displays.

(See mission room control in ‘Set pieces’) 



The switch for the main graphic display should bring up an orrary of the local system.

The other switches should bring up different overlayed information. 

This information should only be available if the Sectoids in room 14 haven’t purged all the data records.

This information needs to include:

Animated Sectoid text

Various pictures of Sectoid and Ascidian craft.

Pictures of Ascidia, at various resolutions and a city.

Picture of an Ascidian

The information can be shown as transparent, or masked, flat movers.

These pictures will be re-used in the debriefing, providing the player gets there early enough to stop the data purge.

Room 14 (Inner Sanctum)

This area should have a large view screen, with three consoles attached, and small Sectoid chairs.

There should be two Sectoids present.



Console ‘A’:

This should  be the unit controlling the Self destruct mechanism.

There should also be a switch for toggling the hull breach force-field on/off.



Console ‘B’:

This unit should control the ships computer.



Console ‘C’

This unit should control ship communications.



The state of the various consoles should depend on how long has elapsed since power was diverted to the lift.



If less than four minutes have elapsed since power was ‘diverted to the lift’:

The self destruct will not be active, and a Sectoid will be waiting at the Console ‘A’ to activate it. If the player doesn’t take him out within 3 seconds of the lift coming to a halt, this Sectoid should activate the self destruct and then pull out a Plasma pistol and attack the player.

The other Sectoid should remain at console ‘B’ purging the ships data records. He should not stop (even if hit) until the four minutes are up (and presumably the data records are erased). At that point he will attempt to attack the player. Killing this Sectoid before the data records are purged will result in them being available to the scientists on board the Patton.

 

If more than four minutes have elapsed since power was ‘diverted to the lift’:

The Self destruct mechanism will be activated, and all data records purged. Both Sectoids should therefore be on the hunt for the player (if not already killed elsewhere).





Events arising from re-establishing power to the lift

but not using it until after four minutes (exact time to be determined by playtesting) has elapsed.:

The ships self-destruct mechanism should be started (introducing this 'tactic' to the player).

Within seconds there should be a slight lurch, and the background noise levels should increase. In particular a humming, or whatever sound has been linked to 'generators', should get louder. 

The alien alarm should sound, this should be identified by an unearthly wailing, and a Sectoid count down.

An alien broadcast should be  heard.

Patton Message (Yeager):“Wraith, its Yeager here, we're just picking up an increase in nutrino emissions. That thing is getting dangerously hot, it has to be shut down within the next few minutes.”

The Sectoids in this room should then call the lift, enter it, and make their way to room 13.

The Sectoids should then actively search out the player to try and kill him, staying together if possible, and not getting split up.



Additional Patton messages:

With only a minute to go to self destruct:

Patton Message (Yeager):“ Wraith, the way the radiation levels are rising, we estimate you only have a bout a minute before she blows.”



With 3 seconds to self destruct:

Patton Message (Yeager):“ Wraith, She’s about to go, get out of ….. “

<Boom> white-out (ship blows up!)



For a Detailed breakdown of consoles see the Set pieces section



If the self destruct is active, the player will need to turn it off via the combination puzzle (see ‘set pieces’ later).





Completion:

The level is considered complete when:

All Sectoids are dead

The alien craft is not undergoing self destruct.

The player exits the alien craft.



At that point the following should happen:

The door to the end of the hanger bay should open and several troopers should come storming out towards the player.

Patton Message (Yeager):“A job well done Wraith , now get down to med-bay, and I’ll meet you in de-briefing.”

As the troopers approach Wraith Fade to black.









�Debriefing



The exact form of de-briefing is still being worked on (see Patton doc)

Fade up to briefing room 

In general the approach is likely to consist of two parts:

The first part will consist of the default elements that are always true if the mission succeeded.

The second part will contain the conditional elements, which will vary depending on what happened in-mission. 



The degree to which conditional elements make up the debriefing is still being worked out, but should be kept to a minimum.





General success



“Great job Wraith.”

<AVI starts with slide-show of pictures of the craft in the hanger bay>

Now that the alien craft has been made safe, the research team are taking it apart.



As you

Dr. Skelton was very lucky to survive, and is recovering in medbay. He might appreciate a visit if you have time.

Trooper Collins was less lucky, a memorial service will be held in the axial mount bay at 12.00 hours. 



Additional if data not purged









General failure

�

Additions / Changes in more detail

Controls

Sectoid door controls



Sectoid doors are either:

Proximity doors, where the door opens automatically on being approached

Activate-able doors, where the switch must be pressed to activate it

Locked/restricted versions of the above

Override-able version of the above 



The above also applies to force-fields, hatches or anything that blocks the player, in other words anything that are effectively simply doors.

Proximity doors:

These need no controller, and simply open automatically.



Activate-able doors

These simply need a button or other event to open them, which is associated by the door itself.



Locked/Restricted Doors

Locked/restricted Proximity doors:

Will refuse to open until unlocked by:

Being triggered from an event elsewhere (normally a switch)

Having an appropriate ‘remote control’ activated within range

Having an appropriate ‘token’ on your person which automatically gives entrance.

There needs to be a link between the graphics for the switch/remote/token and the door, to allow the player to make the link.

�Appearance

Something associated with the door, with an appropriate indicator to tell the player the doors state.









�Locked/restricted activate-able doors:

Again the door will refuse to open until unlocked by:

Being triggered from an event elsewhere (normally a switch)

Having an appropriate ‘remote control’ activated within range

Having an appropriate ‘token’ on your person which automatically gives entrance.

Again there needs to be a link between the graphics for the switch/remote/token and the door, to allow the player to make the link.

Appearance

Again associated with the door, with an appropriate indicator to tell the player the doors state.

These should be a relatively simple affairs consisting of the following parts. (Do not necessarily take the picture as being representative of the shapes required, only of the content)

�





















The Symbol should indicate if the door is locked/unlocked or what security level is needed pass. The Button is the switch that opens it.

Override-able doors:

These look identical, but should be associated with a nearby ‘junction box’, which will allow the door to be overridden. 

The texture for the junction box needs to give the player a clue that the box will open and give access to the internal wiring. Providing the visual clues are given, the door’s symbol and ‘button’ can even be on the junction box cover.

Junction box Appearance

























�

Completing the ‘puzzle’ should ‘unlock the door’

If the ‘junction box’ or puzzle are located some distance from the door they should share some appropriate symbol or other link.



�Destroyable geometry

Glass

Glass is used all through the levels…since we are re-visiting the levels we should be considering putting in destroyable glass surfaces.

Glass should come in the following categories:

 

Breakable glass

Easily shatterable by any weapon that does impact damage.(ideally it should allow laser fire to pass straight through)



Unbreakable glass

Specially toughened glass…nothing should be able to damage this…not even rocket launchers, although again laser fire should go straight through.



Unbreakable glass that has been weakened, so it is now destroyable. 

The same textures as above, but severely cracked, indicating that it has taken a lot of damage. Heavy weapons should be able to finish the job. (Again laser fire should go straight through



Each category should only use textures specific to that category, and textures in the same category should share the same characteristics.

It is important that the player gets to recognise the characteristics of each category.

For a list of minimum requirements see the art specification.



�Animations

Sectoids

Sectoids will need animation frames for the following:

Seated Slumped at a console

As above but raised weakly on one arm and firing.

Dying at the console

Lying on the ground weapon in hand (for crushed beneath the floor section)

Raising/turning to left and right and firing(Front of body only)

Dying from above position

Character animations

Nick Skelton.

It would be nice to have a few ‘twitch animations’ for when he is talking. Currently we don’t have any for this purpose, and I can see them becoming increasingly important if we use in more game cut-scenes like this.

Animations requested are (in order of priority):

Gesture indicating saucer to his left.

Talking head movements…head moving as if talking)

Shake head

Nod (agreement)

Crouch down and fiddle with his apparatus.

Talk gesture 1 (cycling hand)

Talk gesture 2 (both hands facing up, cycle towards player)

Talk gesture  (on the ‘one hand’ gesture)

Talk gesture 1 (shrug/ beats me gesture)



Skelton should use the standard trooper mesh, and be distinguished only by a unique texture.

(Ideally I would like a trooper variant mesh with no helmet, so that the head and features can clearly be seen, but I can’t see anyone agreeing to this at the moment)

�Set pieces

Lift power bypassing puzzle

This will be little more than the simplest of the combination lock puzzles.

It should consist of 2 ‘cogs’, each with 4 images of wiring. The images should be masked, and overlap slightly. (Giving 16 possible outcomes).

The textures should show various wire patterns. Depending on which combination of cogs is used different wires should line up.

The effect should not be active until a small toggle switch is toggled on.



Getting the combination A should give an audio feedback of power rising, with the panel lighting up green. Textures should include all the wiring lining up on both cogs. (Combination 2,4)

Getting the combination B should give an audio feedback of a few sparks, doing very minor damage. Textures should show some wiring correct, a few strands wrong. (Combination 1,3) The sparks should occur every second or so (some slight randomness).

Getting the combination C should cause a massive spark that does much more damage. Textures on the two cogs should cross a low and a high voltage line, this should be the only combination to do so. (Combination 3,1) The spark should occur every 2 seconds, and should recharge between times.



Textures should give clues as to what is likely to happen.

These textures should set conventions for the following:

Coloured Data lines

Hackable data line

High voltage power line (positive and negative)

Low voltage power line (positive and negative)



(see trooper activity and close proximity puzzle doc. For more detail)

�Mission room control







�













The switch for the main graphic display should bring up an orrary of the local system. This requires mask-able sprites for:

Ascidia, and its moon(s)

Symbols representing Ascidian/Sectoid ships.

Battle debris



The other switches should bring up different overlayed information. 

This information should only be available if the Sectoids in room 14 havn’t purged all the data records.



This information needs to include:

Animated Sectoid text (scrollable masked/translucent text (use existing graphics)

Various pictures of Sectoid and Ascidian craft.

Pictures of Ascidia, at various resolutions and a city.

Picture of an Ascidian

The information can be shown as transparent, or masked, flat movers.



These pictures will be re-used in the debriefing, providing the player gets there early enough to stop the data purge.



�Inner Sanctum consoles

Console A

If the self destruct has started 

The console should show the Sectoid self destruct symbol and should be counting down to zero.

Cancelling the Self destruct

This will again be the simplest of the combination lock puzzles.

It should consist of 2 ‘cogs’, each with 16 images of Sectoid symbols (NB these need be very small and could all be contained on the same texture). 

The images should be masked, and not overlap. (Giving 256 possible outcomes).

Depending on which combination of cogs is used different symbols should line up.

The player should line up the Sectoid Self destruct symbol on cog 1 and the cancel elf destruct symbol on cog 2.

The effect should be constantly active.



Getting combination A should cancel the self destruct. This should reverse the Self destruct symbol on the main console. (Combination 3,4)

Combination B should be the ‘activate self destruct sequence. (Combination 4,3).

If the self destruct is not active, and combination B is set, then it should start as if initiated by a Sectoid.

If the self destruct is re-activated, it should pick up where it left off.

No other combinations should be active.



If the self destruct hasn’t started

The console should show the Sectoid ‘self destruct’ symbol

See above for if it’s fiddled with.



Hull breach force-field control

Console A should also have another switch, which toggles off the forcefield over the hull breach. It is a simple switch, with a texture/symbol linking it to the forcefield. (Perhaps a image of the ship with and without the forcefield.





Console B

Console B is a simple switch toggle.

If the data hasn’t been purged it should show:

Off: Sectoid symbol

On: Kaleidoscope of Sectoid text and images (as per the mission room)

If the Data has been purged

It should show a single blinking symbol (meaning data purged)

Console C

This will be a simple switch which, if activated, should bring up the Sectoid head. The figure should respond with surprise (Blink and look startled), the player will then hear a few words of Sectoid before the screen goes blank….This action cannot be repeated.

�Plasma Lance 

This is the Sectoid crafts main weapon.

It should be a very very powerful plasma effect. It should be lance like, and have an explosion where it hits.

It will only be used in very large rooms or open spaces.

It’s damage should be formidable.

It should cause full gib and knockdown.

Damage should be high enough that irrespective of which armour is chosen, the wearer will have little health left after even a single hit.

It will be required as a mounted weapon in later levels.

It should be capable of being scripted to fire at specific points and targets for in-game cut-scene work.



Environmental effects



It would be nice to give audio and visual feedback of environmental conditions met with during the game.

This feedback should generally be in the form of an appropriate icon(s) showing what is causing, or likely to cause, damage in the near future.

Environmental effects should include the following:



Electrical discharge

Plasma 

Radiation

Microwaves

Heat / Cold

Acidic/Caustic environment

Vacuum / High pressure

Sonic disruption



Electrical discharge

Currently we do not have environmental effects such as this, and we need them.



The discharge needs to be of several types.

Discharge that can be placed on specific points of the map, and which are triggered by something.

Discharges that are attached to moving meshes, or movers, such as the ends of a dangling cable. I don’t know how best to construct this, probably as a mesh/weapon with the discharge where the weapon poly would be.



Whichever way is decided the discharge point needs to be ‘destroyable’ so that we can ‘turn off the power’ or blow the cable/console away.

�Radiation areas

Areas flagged as being dangerous should give damage to the trooper in the following way.



















�













When Radiation is detected it should be indicated by an audio Geiger-counter effect.

The effect should be present in the following ‘flavours’



Slightly radioactive�low number of clicks: 

No affect on health. This exists to heighten player awareness of the threat of radioactivity.��Normal-high�Effect starts low with a few random clicks ramps to several per second. ��High�Random clicks of several per second:

Small affect on health. Health should drop at the rate of 1 every 3-5 seconds. This means ‘don’t spend too long in this area’ ��High-very high�Frequency ramps quickly to increase five-fold��Very high�Random clicks of a score or more per second:

Large affect on health. Health should drop by about 1 point every second. This means ‘do not go here, get the hell away.’��Very high-high�Frequency drops back to high��High-background-normal�Frequency drops back to a few random clicks and then ceases.��

The audio feedback should be supplemented with a HUD display icon showing the radiation symbol. The symbol should vary in intensity with the strength of the radioactivity:



Slightly radioactive: 		Dull yellow

High radioactivity:		Yellow

Very high radioactivity:	Red



It should also be possible to flag zones as one of the above. The whole zone should then be affected.

�Sectoid symbology

We should be using Sectoid and Ascidian symbols and language to throw clues at the player.

We already have a wide variety of symbols for both races, and should be rationalising their use to specific functions.

As a first pass these should be:



Locked

Unlocked

‘Restricted 1’ Sectoids(and Etherials) only

‘Restricted 2’ (Commanders and above only)

‘Restricted 3  (High mentats/Etherials)

Explosives

Caustic environment

Power (Electrical)

Data

Elerium

Radiation

Nutrition

Cryogenic area

Laboratory

Service areas

Data extraction/interrogation area

Landing pad

Go in this direction

Danger

Alert

Intruder detected

Damage symbol

This should be used on all items designated as explosive, or in all areas which contain things that can explode.�

Equipment for level



The only equipment available to the player for this level will be:



Standard encounter suit

Pistol

Rifle







�Level 1 Requirements broken down by Department

Level 1 Art requirements�����Requirement�Description�Size/Bitdepth�Priority������������Level 1 Design requirements�����Requirement�Description��Priority��������Level 1 Sound Requirements �����Requirement�Description�Notes�priority�������������level 1 Programming Requirements ����Requirement�Description�Priority����������Environmental Analysis�����Object�Title�Detail�Range visible�������
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Symbol (locked/security etc.



¥



Symbol (locked/security etc.



Button 



‘Puzzle’

(overriding door)



Junction box cover  

Opens to reveal the ‘puzzle’



Turns the Emitter On



Turns main graphic display on



Pages through the other overlay displays



Slightly radioactive:

Radius for radiation area  detected via HUD 





High radioactivity:

Radius for radiation area  affecting player at high level



Very high radioactivity:

Radius for radiation area  affecting player at extremely high level








