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Revision Notes

04/16/07 – Initial version of document

04/17/07 – Added whole buncha stuff

08/22/09 – Updated with final images

Quick Summary

Shortly after destroying the Nexus, Matthew Kane and the remnants of Rhino Squad are re-assigned to the USS Heimdall, the newest ship in the SMC fleet. During the flight to their new home on Virgon 6, the Heimdall comes under attack by an experimental Strogg vessel which makes use of a cloaking device. The Strogg ship breaches the outer hull of the Heimdall and attempts to overtake the human vessel. Kane must repel the boarding party and fight his way on to the Strogg ship in order to disable it.
Gameplay Overview

The focus of the level is initially similar to that of the two missions that take place on the USS Hannibal in the original Quake 4 campaign; the player must reach Rhino Squad’s briefing room. After the player reaches a certain point in the level, the focus changes to defend-shoot-kill-deactivate. The Strogg attack catches the majority of the ship’s crew off-guard so while the player is not alone, most of the other marines are unarmed. During the attack, the environment should provide a sense of chaos, as the marines are caught with their pants down. Alarms blaring, klaxons going off, explosions, and the sounds of battle just around the corner should unnerve the player while they are on the Heimdall. The player sees the Strogg breach the ship and the initial chaos that the attack causes. Once the player goes into the Strogg ship, the atmosphere will naturally change a little: while there is the occasional alarm, most of the sounds and action are coming from off in the distance, which acts as a sort of motivation for the player to keep moving and do what is necessary to capture the ship. 

This mission builds upon the feeling the player gets at the end of ‘Operation: Last Hope’ from the original Quake 4 campaign. At the end of that mission, the Hannibal comes under attack from Strogg forces, but the player never actually sees any Strogg enter the ship. While the player does see his fellow marines prepping for intruders (rushing to certain positions, aiming at certain doors), none of these doors are ever breached and no combat is ever actually seen, it is just implied by some of the radio chatter after the player has reached a certain point in the level.  By focusing heavily on scripted events and AI behavior, this level reproduces that feeling of surprise, and builds upon it by leading the player into a search-and-deactivate mission from that.

Objective Summary

· Report to Rhino Squad briefing.
· [Previous objective canceled] Kill off all Strogg invaders in the Maintenance Bay.
· Disable the Strogg vessel’s cloaking device.
· Disable the starboard engine drives.
· Head to the coolant duct that leads to the aft engine drives. [End of Mission]
Technical Overview

Campaign

· This level is a stand-alone mission, but the end of the mission implies that there is another level following.  At this time, there is no follow up level planned.
· Level 1
· Kane must head the bridge of the Strogg ship and disable the cloaking device, and then head to the starboard engine drives and disable them before continuing on the other side of the ship.
Mission Location

· Themes: USS Hannibal, Nexus Hub and Nexus Core.
· Mood: Initially subdued/relaxed, quickly changing to chaotic.
· Setting: USS Heimdall, a relatively new ship in the SMC Navy, and an experimental Strogg vessel.
· Time: Early morning (~ 3 AM)
· Season: N/A
· Weather: N/A
Mission Difficulty
· Starting: Easy
· Middle: Hard
· Ending: Moderate
Mission Metrics

· Play Time: Approximately 5-10 minutes.
· Physical Length: Approximately 9600 world units
· Physical Area: Approximately 3.33 million world units  
· Max New Character: Zero
· Max Visual Themes: Three, Human Ship, Strogg Ship Bridge, Strogg Ship Engine Room
Technical Details

Level Atmosphere/Mood

Story

· Introduction
· None/Provided in level.
· In-Game
· The USS Heimdall is attacked by Strogg forces while enroute to a distant Strogg outpost.  The Strogg ship was equipped with some sort of cloaking device which allowed them to pull up right next to the Heimdall undetected, and its Kane’s job to clear and disable the ship so it can be studied by SMC scientists.
· Extra
· None.
Major Areas/Visual Themes

Area 1 – Mess Hall and Armory
· Look and Feel: Follows the style and architecture of the USS Hannibal; a lot of tight, low ceiling hallways (~128 units + 32 units for deco, ~224 wide), packed with high-tech, human equipment. Walls and floors are (relatively) clean (with no signs of combat). There are few other marines wandering the halls, either working or sleeping. The Maintenance Bay control room has an unbreakable glass window that allows the player to see into the Maintenance Bay while the Strogg forces are invading. The Breach scripted event occurs when the player enters the Maintenance Bay control room, which is technically in this area. The player’s HUD starts out disabled, and it is only enabled after the Breach event concludes. The player starts out with full health, but no armor and only a blaster pistol; they pickup a shotgun, a machine gun, a nailgun, and some armor in the Armory (which the player should get into before they reach the Maintenance Bay and any Strogg). The Armory on the Heimdall is slightly different from the one on the Hannibal since the player actually has to physically pickup their weapons.
· Visual References
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Figure 1: USS Hannibal Mess Hall from ‘Operation: Advantage.’ 
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Figure 2: USS Hannibal Armory from ‘Operation: Advantage.’ 
· Final Level Images
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Figure 3: USS Heimdall Mess Hall
Area 2 – Maintenance Bay and Strogg Ship Umbilical
· Look and Feel: The Maintenance Bay and area immediately before it share a similar style to the Hannibal’s Loading Bay and the first area: human architecture, high-tech, tight corridors with low ceilings, etc. The only difference is the signs of struggle and combat: blood-stains, spent shell casings, and dead marines. The Maintenance Bay also changes after the Breach event: obviously the bulkhead is breached and the remnants of the chaos that followed (more dead marines, steam and spark emitters from various wires and pipes). The Strogg ship umbilical (and the Strogg ship as a whole) uses a style similar to that of the Nexus Hub Tunnels, Nexus Hub, and, to a lesser extent, the Nexus Core levels.
· Visual References
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Figure 4: Loading Bay from ‘Operation: Advantage.’
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Figure 5: Hallway from ‘Nexus Hub Tunnels’
· Final Level Images
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Figure 6: USS Heimdall Maintenance Bay Control Room
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Figure 7: USS Heimdall Maintenance Bay, post-breach event
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Figure 8: USS Heimdall Maintenance Bay, mid-breach event
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Figure 9: Strogg Ship Umbilical/Turret Room 

Area 3 – Strogg Ship Bridge
· Look and Feel: While the Strogg ship is a lot darker than the Heimdall, the feel of the ship is somewhat similar. The technology is drastically different, but the Strogg ship shares the Heimdall’s cramped, low ceiling hallways (again, ~128 tall + 32 deco, ~224 wide), with very little room to maneuver. The control room/bridge of the ship is similar in that it has been streamlined to get the most out of a relatively small area.  There are a lot of non-interactive screens and displays crammed into a small area.  The bridge’s style resembles that of the various control rooms spread across the Nexus Core and Nexus Hub levels.
· Visual References
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Figure 10: Small control room, from ‘Nexus Core.’

· Final Level Images
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Figure 11: Strogg Ship, main Hallway
[image: image13.jpg]



Figure 12: Strogg Ship Bridge
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Figure 13: Strogg Ship Bridge
Area 4 – Strogg Ship Engine Room
· Look and Feel: In contrast to the rest of the ship, the engine room is relatively large with massive pieces of Strogg machinery filling up the central areas of the room(s). Again this room shares the same style as the Nexus Hub and Nexus Core levels.
· Visual References
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Figure 14: An example of what the engine drives might look like and their approximate size (picture from ‘Nexus Core’).
· Final Level Images

[image: image16.jpg]



Figure 15: Strogg Ship Engine Room
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Figure 16: Strogg Ship Engine Room
Map Objectives

· Primary – 
· Report to Rhino Squad Briefing

· Kill off Strogg boarding party in Maintenance Bay

· Disable Cloaking Device on Strogg ship

· Disable Starboard Engine Drives on Strogg ship
· Secondary - None
· Bonus - None
· Hidden - None
Challenge Highlights

· Combat: Defeat Strogg boarding party and seize enemy ship. 
Water Cooler Moments

· Area 1 – Watching the Breach scripted event take place in Area 2.
· Area 2 – Seeing the carnage the Breach has caused and fending off Strogg boarding party.
· Area 3 – Watching as a fellow marine is slammed into a wall right in front of you after being thrown by a Grunt.
Actors

Player

· Model(s): Kane, post stroggification
· Inventory: Pistol, Assault Rifle, Shotgun, Hyperblaster, Nail Gun
· Start Location: Mess Hall
· Motives/Objectives
· Report to Rhino Squad Briefing

· Kill off Strogg boarding party in Maintenance Bay

· Disable Cloaking Device on Strogg ship

· Disable Starboard Engine Drives on Strogg ship
Key Assets
· Weapons/Ammo
· Pistol
· Assault Rifle
· Shotgun
· Hyperblaster
· Nail Gun
· Vehicles
· Walkers (Unusable)
· Interactive Elements 
· Cloaking Device console in Strogg ship’s Bridge
· Engine Drive console in Strogg ship’s Engine Room
User Interface

· Pre-Game Information
· None
· In-Game Information
· Kane is given all information through radio transmissions
· Post Game Information
· None
· HUD Elements
· Normal Elements Used:

· All normal Post-Stroggification HUD elements are used

· Special Elements Required

· None

Assets Needed

Textures

· ‘command_ship’ package

· ‘decals’ package

· ‘guis/monitors/marine’ package

· ‘guis/monitors/strogg’ package

· ‘common_walls’ package

Models

· ‘mapobjects/marine/equipment/doors/double_door’

· ‘mapobjects/marine/equipment/crates/’

· ‘mapobjects/marine/equipment/chair/’

· ‘mapobjects/marine/equipment/chairs/’

· ‘mapobjects/marine/equipment/monitors/’

· ‘mapobjects/marine/equipment/table/’

· ‘mapobjects/marine/equipment/tables/’

· ‘mapobjects/marine/equipment/autopsy/’

· ‘mapobjects/marine/equipment/’

· ‘mapobjects/strogg/monitors/’

· ‘mapobjects/strogg/airdefense/cpubox1’

· ‘mapobjects/strogg/barrels/’

· ‘mapobjects/strogg/console/arcade_machine/’

· ‘mapobjects/strogg/console/generic/’

· ‘mapobjects/strogg/console/security/’

· ‘mapobjects/strogg/crates/’

· ‘mapobjects/strogg/doors/elevator_2/’

· ‘mapobjects/strogg/doors/elevator_1/’

· ‘mapobjects/strogg/doors/fire/’

· ‘mapobjects/strogg/doors/generic/prison/’

· ‘mapobjects/strogg/lights/mini/’

· ‘mapobjects/strogg/lights/prison/’

· ‘mapobjects/strogg/machines/’

· ‘mapobjects/strogg/misc_equipment/’

· ‘mapobjects/strogg/pipes_wires/’

· ‘mapobjects/strogg/structural/’

· ‘mapobjects/strogg/terminal/laser_coupling’

· ‘mapobjects/strogg/terminal/processing/conduit’

· ‘mapobjects/strogg/terminal/processing/securitygui’

Gameplay Details
Gameplay Mechanics

· Prerequisite Skills – All skills learned in Quake 4
· Skills Learned – None
Map(s)
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Level Progression Chart
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Walkthrough/Detailed Map Description
Note: The hand-drawn maps in the section below are close to those of the end result, but are not exact; some of the minor, non-primary path areas were cut to save on development time. The primary player path is nearly exactly the same however, barring a few room additions to more enemy encounter space.
Area 1
· Kane has just finished up his 3rd cup of coffee when he gets the call to report to the Rhino Squad briefing room. It’s particularly late at night, so the Mess Hall is mostly empty, with only a few stragglers catching some quick naps or getting some more coffee to make it through the night. As he’s walking by the Maintenance Bay control room, klaxons and alarms start to blare, and Kane hears what sounds like the Makron’s voice inside his head. Seconds later, a series of successive small explosive charges go off just outside the Maintenance Bay’s 8-inch external bulkhead. Once the explosion is clear, Strogg begin to pour into the Maintenance Bay, killing all of the NPCs in the area. [At this point, either a blast shield comes down or something smashes into the unbreakable glass, shattering it and blocking the player’s view of the carnage in the Maintenance Bay; this is to hide any cleanup or additional enemy placement done via script to avoid pop-in]. After witnessing the carnage, Kane rushes to the Maintenance Bay, stopping by the Armory to suit up before braving the invading Strogg forces.
Area 1 Map 
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Area 2
· As Kane approaches the Maintenance Bay, he can already see some signs of struggle and brief combat; blood-stains mark walls, shells littered across the floor, etc.  No Strogg are actually visible yet but there are sounds of combat coming from other areas of the ship.  Once Kane reaches the Maintenance Bay, he has to fight off a squad of Tacticals (4), 2 Grunts, and a Berserker.  After he has cleared the Maintenance Bay, Kane is given orders to board the Strogg ship via the umbilical and disable it by first heading to the control room and deactivating the sensor cloak. The area on the Strogg ship immediately across the umbilical has three turrets to defend against possible counter attacks. (Not all enemy positions are indicated on map; Strogg Umbilical is on Area 3 Map)
Area 2 Map
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Area 3
· The control room is Kane’s first target on the Strogg vessel.  In order to capture the Strogg vessel, Kane first needs to disable the cloaking device.  Before Kane manages to reach the bridge, he watches as a Grunt throws one Kane’s fellow marines across the room, slamming him into a wall.  After defeating the Grunt, Kane encounters a few Strogg marines, and a Gunner guarding/manning the bridge.

Area 3 Map
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Area 4
· The last thing that Kane has to do in this level is make it to the engine room at the back of the ship and disable the port sub-space engine drives, then continue on to the starboard side of the ship via a coolant duct to disable the starboard engines (which takes place in the next level/mission). The mission ends when the player enters the coolant duct after having disabled the three drives in the engine room. 

Area 4 Map
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Time: 3:15





Difficulty: Moderate/Hard


Tempo: Fast





Room 3: 


Player reaches Strogg ship’s bridge, disables the cloaking device.





Time: 2:30





Difficulty: Moderate/Hard


Tempo: Fast





Room 3: 


Wow Moment 3: Player explores Strogg ship, seeing a fellow marine get thrown against a wall.





Time: 2:15





Difficulty: Moderate


Tempo: Moderate





Room 2: 


Player crosses umbilical to board Strogg vessel. Encounters 3 turrets and guards.





Time: 1:45





Difficulty: Moderate/Hard


Tempo: Fast





Room 2: 


Wow Moment 2: Player reaches Maintenance Bay. Encounters a whole lot Strogg.





Time: 1:30





Difficulty: Easy


Tempo: Moderate/Tense





Room 1: 


Player reaches Armory, loads up, moves to Maintenance Bay.





Time: 1:00





Difficulty: Easy


Tempo: Moderate/Tense





Room 1: 


Wow Moment 1: Breach event; Strogg boarding party cuts through bulkhead and starts attack.





Time: 0:45





Difficulty: Easy


Tempo: Slow





Room 1: 


Start level in Mess Hall. Ordered to report to Rhino Squad Briefing Room.
































Time: 4:30





Difficulty: Easy


Tempo: Slow





Room 4: 


Player enters coolant ducts and ends mission.





Time: 4:15





Difficulty: Easy


Tempo: Slow





Room 4: 


Player deactivates engine drive, gets new orders.





Time: 4:00





Difficulty: Moderate


Tempo: Fast





Room 4: 


Player clears Engine Room of enemies.





Time: 3:30





Difficulty: Easy


Tempo: Slow





Room 3: 


Player heads back through ship finding previously locked door unlocked.








PAGE  
Steve Baroski
Page 22 of 25
Level Design Document 

