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Revision Notes
09/03/09 – Initial version of document
Quick Summary

Combine forces have overwhelmed and captured Gordon Freeman, stowing him away in a high-security facility for a gruesome series of interrogations to be followed by an equally gruesome public execution. All hope seems lost until Dog bursts into the hall and tears Gordon’s cell door off its hinges to free him. With Dog as escort, Gordon fights his way through otherwise overwhelming Combine firepower and escapes in stunning fashion. This is a single player, combat/escape mission set in the world of Half Life 2.
Gameplay Overview

The gameplay for this level focuses on the interaction between the player and Dog, and working together to overcome heavy resistance. Dog, as the muscle in their partnership, can block heavy enemy fire and hurl objects at enemies or through obstructions (weak walls, for instance), to clear a path forward. Gordon, as the brains of the operation, can target enemies firing from a distance or behind cover and press buttons/operate equipment to open doors. The goal is to allow the player to feel that they are a valuable part of a powerful team, and deepen the bond between Dog and the player.
Objective Summary

· Escape from prison cell with Dog’s assistance
· Retrieve weapons from guard office

· Clear a path/open first security door for Dog to open the second door

· Clear a path, then let Dog tackle turrets
· Move up stairs to ground floor

· Move across room by staying close to Dog as he blocks gunfire from turrets on right
· Fight incoming Combine on left until room is fully traversed

· Snipe Combine in guard towers

· A Combine tank rolls in, and Dog hurls it through the perimeter wall, creating an escape route
· Escape!
Technical Overview

Campaign

· “Jail House Rawk” is a stand-alone Half Life 2 level, and not part of any campaign.
Mission Location

· Theme: Prison breakout
· Mood: Excitement, narrow escape
· Setting: Combine high-security prison and interrogation facility
· Time of Day: Afternoon
· Season: Spring
· Weather: Partly cloudy
Mission Difficulty (1-5)
· Starting: 3 (fight out of lower level)

· Middle: 4 (fight through upper level into prison yard)

· Ending: 4 (Player takes out Combine and escapes perimeter wall with Dog’s assistance)

Mission Metrics

· Play Time:  ~4-8 minutes

· Physical Area – 5888 x 2048 x 512 HL2 units (max)
· Critical Path Length – ~8192
· New Characters – None

· Visual Themes: 1
· Combine prison facility
Technical Details

Level Atmosphere/Mood

The level is set in a Combine prison, inspired primarily by the Nova Prospekt environment in Half Life 2. Prison cells, tight corridors, prison security and worn concrete walls dominate the landscape, with a sterile, walled-in outdoor area in the latter portion of the level. The environment demonstrates a retrofitting of Combine technology - such as turrets, security cameras and computer consoles - into a run-down prison formerly used by humankind. The tone starts out as one of lonely misery in the lower levels, with grungy cells and dimly lit corridors. As the player moves into the cleaner, better-lit upper level and the sun-lit prison yard, an increasing sense of hopefulness and rescue emerges as Dog helps open the way for Gordon to reach the outside world.
Story

· Intro
· Gordon regains consciousness inside his own personal cell within a Combine prison facility. Through the viewport of his cell, he sees the occasional Combine guard walk by. After a few moments, the player hears Combine chatter and the sound of a wall collapsing. A crowbar slides under the door as Dog’s face appears in the viewport. He tears the cell door off its hinges and holds it in front of the hole he tore in the wall, blocking Combine gunfire from that direction.
· In-Game
· Gordon uses the opportunity and takes off down the hall. He uses his crowbar to take out a couple stun-stick wielding guards responding to the commotion. A one-way security field blocks his progress, forcing him to smash out the glass window of the guard station and climb inside. While retrieving his confiscated pistol, magnum and crossbow, another stun-stick guard runs in. Gordon mows him down and moves into the hall ahead.
· Several guards file in from the far end of the hall and open fire. Using local cover and his new weaponry, Gordon takes down the opposition and proceeds to open up the security field to let Dog through. Dog returns the favor by proceeding down the hall, grabbing a heavy piece of equipment and hurling it through the next security field into the console keeping the field up.
· Proceeding through the downed security field, Gordon uses a few open prison cells as cover against a group of Combine coming from down the hall. Several tripod turrets around the corner ahead pose a threat for which Gordon decides Dog would be best suited. Dog rounds the corner and topples the guns dramatically, clearing the way for the pair to ascend the nearby stairwell.
· At the top of the stairs, Dog notices the manned turrets on a raised platform ahead, and assesses the situation quickly. He runs up and grabs onto a large piece of machinery, holding it up as cover for Gordon. As Dog slowly moves across the room, gunfire pinging off his makeshift shield, Gordon stays close. A few Combine guards trickle through the security fields behind the pair, forcing Gordon to take them out.
· After making it safely across to the entrance to the prison yard, Gordon takes out the Combine in the guard towers with his crossbow, using random objects as cover.
· Extro
· As soon as Gordon has neutralized all the guards, a Combine tank rolls in, ready for war. Dog acts quickly, grabbing onto the tank and tossing it through the perimeter wall. This creates an escape route that Dog and Gordon take advantage of immediately.
Major Areas/Visual Themes
Combine Prison Facility
· Visual References

· Terrain/Vegetation – N/A

· Models/Architecture
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Figure 1 - Guard tower concept
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Figure 2 - Guard station concept
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Figure 3 - Security field concept (foreground)
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Figure 4 - General prison architecture, cell concept

[image: image6.jpg]~





Figure 5 - General prison lighting concept
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Figure 6 - Cell door, ground level lighting concept
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Figure 7 - Barbed wire (perimeter wall) concept
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Figure 8 - Manned turret concept
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Figure 9 - Security camera concept
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Figure 10 - Tripod turret concept
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Figure 11 - Crossbow weapon concept
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Figure 12 - Magnum weapon concept
· Textures/Lighting
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Figure 13 - Concrete texture concept
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Figure 14 - Alternate concrete texture concept
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Figure 15 - Floor texture concept
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Figure 16 - Sky over prison yard concept
· Characters/Vehicles
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Figure 17 - Gordon Freeman, protagonist
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Figure 18 - Dog, robotic ally
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Figure 19 - Combine stun-stick guard
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Figure 20 - Combine tank (not player accessible)
Map Objectives

· Primary – Escape the Combine prison facility
· Secondary – Assist Dog as he enables your escape
· Bonus – None
· Hidden – None
Challenge Highlights

· Combat
· Crowbar fighting with stun-stick guards
· Pistol/Magnum gun-fighting with pistol/sub-machine gun guards

· Crossbow sniping with guard-tower and other guards in prison yard

· Stealth - None
· Puzzles - None
· Conversation - None
· Boss Battles - None
Water Cooler Moments

· Start – Dog tears the door off Gordon’s prison cell to free him
· Middle – Dog blocks player from heavy enemy fire and gets him safely across an open room
· End – Dog throws Combine tank through perimeter wall and opens up escape route for player
Actors

Player

· Model(s) – None
· Inventory – None at start
· Start Location – Prison cell
· Motives/Objectives – Escape facility
Key Actors

Dog
· Model(s) – Dog
· Inventory - None
· Motives/Objectives – Escort Gordon out of facility
· Starting Location – Down the hall from Gordon’s cell
Supporting Actors

Combine Forces
· Model(s) – Metro Cop, Combine Soldier
· Inventory – stun sticks, pistols, sub-machine guns
· Motives/Objectives – Keep Gordon and Dog from escaping
· Uses Within Level – Various locations, combat challenge
Key Assets
· Weapons/Ammo – Crowbar, pistol, magnum, crossbow
· Vehicles – None player-accessible
· Interactive Elements – Buttons/doors
User Interface

· Pre-Game Information

· Briefing - None
· In-Game Information

· Introduction - None
· Conclusion - None
· Post Game Information

· Debriefing - None
· Stats - None
· HUD Elements

· Normal Elements Used – All standard Half Life 2 HUD elements
· Special Elements Required - None
Gameplay Details
Gameplay Mechanics

· Prerequisite Skills:
· Basic movement

· Intermediate melee/projectile combat skills
· Intermediate sense of utilizing cover
· Skills Learned

· Teamwork with Dog
Level Progression Chart
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Map
[image: image22.jpg]Map Legend

PS - Player Start

DS - Dog Start

CS - Combine (Stun Stick)
WS - Weapon Stash
(Pistol, Magnum, Crossbow)
B - Button (Opens Door)
CG - Combine (Gun)

C - Console (Opens Door)
T - Automated Turret

MT - Manned Turret

GT - Guard Tower

TK - Combine Tank

[ - Cover

[ - Prop (Dog Throws)
- Cover (Dog Moves)
= - Security Field
- Dog-Breakable Wall
e - Breakable Window

(Green arrows indicate Dog activity)
Level 2 (Red arrows indicate Enemy activity/sight) END




Walkthrough/Detailed Map Description
Area 1 - Underground
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· Gameplay – Player starts in cell, receives crowbar. Dog takes cell door off hinges and blocks incoming fire from his entrance point for first wow-moment. Player takes out stun-stick guards and breaks window to get into guard station. Player retrieves weaponry, fights another stun-stick guard and enters hall. After shootout with gun-wielding guards coming in from end of hall, player presses button to let Dog come in past security field. Dog moves down hall and hurls piece of machinery through next security field into console that keeps field up. With field down, player clears gun-wielding guards at end of hall, using cells as cover. Dog moves ahead and wipes out tripod turrets around corner. Player and Dog ascend stairs to ground floor.
· Dialog – None
· Visual References –
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Figure 21 - Combine stun-stick guard
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Figure 22 - Guard station concept
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Figure 23 - General prison architecture, cell concept
Area 2 – Ground Level/Outside
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· Gameplay – Player and Dog come up stairs; Dog grabs and holds machinery up as cover for player against manned turrets. Dog slowly crosses room with player close by, gunfire pattering against cover (second wow-moment). While moving along, player takes down guards trickling in through security fields on opposite side of room. After traversing room, player and Dog enter prison yard, where player snipes guards in guard towers. With guards down, Combine tanks roars in through security field. Dog grabs on and hurls it through perimeter wall (third wow-moment). Player and Dog escape through gap in wall.
· Dialog – None
· Visual References –
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Figure 24 - Manned turret concept
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Figure 25 – Guard tower concept
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Figure 26 – Combine tank (not player accessible)
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