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Revision Notes
04/05/09 – Initial version of document
04/08/09 – Added Level Progression Chart & Map sections
Quick Summary

Gears of War hero Fenix responds to a distress call from compatriot Cole, who finds himself in captivity at a remote Locust-occupied prison facility. The player must free Cole, ideally staying undetected throughout the process of infiltration and extraction to avoid excessive enemy resistance. This is a stand-alone, single player stealth-action mission set in the Gears of War universe.
Gameplay Overview

The main objective of SP_PrisonBreak revolves around getting into the facility, freeing Cole and getting him out safely. The player chooses between two primary approaches to the level: using stealth tactics, or abandoning them in favor of fighting heavy waves of enemies. If the player dies, or the Berserker kills Cole, the player loses. The level favors stealth play; the player that embraces this strategy avoids challenging combat situations at the cost of patience and careful maneuverings. Allowing the Berserker to crash through destructible barriers along the path from the facility helps the player escape more easily as well.
Objective Summary

1. Begin at drop zone outside front of prison facility

2. Avoid searchlights, which trigger emergence holes

3. Have Jack rip front door while updating HQ on progress

4. Locate Cole, learn location of wheel to open cages

5. Avoid glass/debris, which trigger emergence holes

6. Turn wheel to free Cole; Berserker cage opens and front entrance seals

7. Avoid Berserker while Jack rips side entrance

8. Escort Cole back to drop zone for pickup; avoid or Hammer the Berserker
Technical Overview

Campaign

· None: This level is a stand-alone mission, and not part of any overarching campaign
· Level Position in Campaign: Not applicable
Mission Location

· Theme: Infiltration and escape, stealth-action
· Mood: Dark and tense
· Setting: Gears of War universe, remote prison facility in woodsy environment
· Time: Late at night
· Season: Early autumn; trees outside prison walls are changing colors
· Weather: Clear, calm
Mission Difficulty
· Starting (avoid spotlights outside): 3 (4-5 without stealth approach)

· Middle (avoid glass and Berserker inside): 4 (4-5 without stealth approach)

· Ending (avoid Berserker outside): 4 (3-4 if player kills the Berserker)
Mission Metrics

· Play Time: 5-10 minutes

· Physical Length – N/A

· Physical Area – approximately 4,000 Unreal units wide by 10,000 units long

· Critical Path Length – approximately 20,000 Unreal units from start to objective

· Max New Characters – N/A; Uses Gears of War protagonist Fenix, allies Cole and Jack, and various Locust enemy characters including the Berserker

· Max Visual Themes – 2

· Secure yet run-down looking prison

· Dark surrounding autumnal forest
Technical Details

Level Atmosphere/Mood

Story

· Intro

· Fenix starts at the drop zone, receiving a mission-briefing refresher through his earpiece to set the scene and story. Fenix complains to HQ that Cole always rushes into trouble without thinking, mouth and guns blazing. This highlights the contrary stealth approach, which should help the player keep from ending up in Cole’s poor condition. The player gains full control and begins his mission.

· In-Game

· Fenix sees the first searchlight and HQ warns him to be careful. He progresses stealthily, running low and using swat turns to move quickly and dodge the moving searchlights.

· Fenix manages to avoid detection and reaches the front door of the facility. He cannot get into the front door under his own strength, and so calls on Jack to decloak and rip the door. Jack finishes quickly while Fenix collects nearby ammo and Hammer of Dawn (foreshadowing).

· Jack quickly rips the door, exposing a caged Berserker at the far end of the facility (further foreshadowing). Fenix updates HQ on the situation, who reassures him that the bars of the cage seem to be made of a durable alloy too powerful for the Berserker to break through.

· Fenix hears Cole mumbling to himself nearby and finds him locked up in a cell. He looks to have seen better days. Cole is thrilled to see Fenix and almost seems to forget about his situation in his excitement. Fenix prompts him to point him in the direction of a means to free him, and Cole tells him about a wheel that controls the cells in the prison.

· Fenix navigates carefully through the noisy, scattered debris before reaching the wheel and opening Cole’s cell. Interestingly enough, the wheel opens all the cells in the prison, including the Berserker’s cell, and seals off the front door exit. The beast marches out, waiting for Fenix to make a misstep.

· Fenix whispers to HQ that he may have entered a trap. They advise him to trick the Berserker into knocking down the side door, and either sneak away from the beast or get outside and drop the Hammer on it.

· Jack finally gets the side door open, allowing Fenix and Cole to get outside and make their escape to the extraction point. (Depending on the difficulty of this exit trip as determined through playtesting, actions in the facility may turn the searchlight power source off so that the Berserker is the sole threat).

· Extro

· A simple sequence - in which Fenix contacts HQ and tells them that the mission was successful - signifies completion of the level. Cole thanks Fenix, and rejoins him in the war against the Locust.
Major Areas/Visual Themes

Prison Facility
The theme of this space centers on stealth in hostile territory, and the type of tension that comes with carefully avoiding detection by enemy forces. Spotlights threaten to expose the player, as does scattered debris that makes noise when the player treads on them. Jack, Fenix’s robot companion, carries several skills that emphasize the theme of stealth and infiltration, including a tool to cut open sealed doors and a cloaking device. The boss encounter for the level also highlights stealth; since the Berserker responds to fast movement, its behavior rewards player silence. The prison environment also aligns with the theme, being readily associated with stealthy, late-night prison breakout movies/stories, alert guards, spotlights etc.

The following also affect the mood:

· Surrounding darkness, with localized dim brownish lighting to lend an eerie feel

· Autumn, reflected in trees beyond perimeter, offer associations with Halloween and fear

· Run-down, war-torn architecture suggests that battle has raged here and could again if not carefully avoided

· Crickets and odd noises against a generally silent backdrop keep the player on edge

· Loud “stinger” when emergence hole is triggered, to alarm the player
Visual References

Terrain/Vegetation
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Autumn foliage beyond prison perimeter concept
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Level outside terrain and worn-down outside barrier concepts, Gears of War
Models/Architecture
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Prison searchlight in watchtower concept
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Searchlight structural concept
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Searchlight with lighting effect concept
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Hall of cells in prison complex concept
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Grungy prison complex interior mock-up, Gears of War
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Prison cell bars concept
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Solitary prison cell interior mock-up, Gears of War
Textures/Lighting
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Moonlight and general darkness concept
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General darkness with eerie local lighting concept, Gears of War
Characters/Vehicles
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Marcus Fenix, protagonist, Gears of War
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Augustus Cole, ally, Gears of War
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Jack, robotic ally, Gears of War
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Locust, enemy horde, Gears of War
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Berserker, enemy juggernaut, Gears of War
Map Objectives

· Primary – Get into the prison, free Cole and escape with him
· Secondary – Avoid detection and the Berserker
· Bonus – N/A
· Hidden – N/A
Challenge Highlights

· Combat – Triggered emergence holes let Locust troops loose on player
· Stealth – Being caught in spotlight or stepping on glass triggers nearest emergence hole
· Puzzles – Getting Berserker to knock down exit door from facility
· Conversation – N/A
· Boss Battles – Berserker battle, should player choose to engage with Hammer
Water Cooler Moments

· Player unintentionally frees Berserker while trying to free Cole
Actors

Player

· Model(s) – Gears of War’s Marcus Fenix model
· Inventory – Lancer, Shotgun
· Start Location – Drop Zone at south end of area
· Motives/Objectives – Get into the prison, free Cole and escape with him
Key Actors

Cole
· Model(s) – Gears of War’s Augustus Cole model
· Inventory – Empty (or if not an option - Lancer, Shotgun)
· Motives/Objectives – Wait for rescue, follow Fenix out of facility
· Starting Location – Individual prison cell in facility
Supporting Actors

Jack
· Model(s) – Gears of War’s Jack robot model
· Inventory – N/A
· Motives/Objectives – Assist Fenix on his mission
· Uses Within Level – Rips front door of prison facility
Berserker
· Model(s) – Gears of War’s Berserker model
· Inventory – N/A
· Motives/Objectives – Run down Fenix and Cole
· Uses Within Level – serves as stealth boss-battle finale
Locust Troopers
· Model(s) – Gears of War’s Locust troops models
· Inventory – Hammerburst (Locust assault rifle), shotgun
· Motives/Objectives – Destroy Fenix
· Uses Within Level – Rise from emergence holes when player triggers alarm
Key Assets
· Weapons/Ammo – Weapons: Hammerburst, Hammer of Dawn; Ammo: shotgun, Lancer, Hammerburst
· Vehicles – N/A
· Interactive Elements – Wheel (open prison cells), door (Jack rip), door (Berserker breakable), searchlights (detection), glass debris (detection)
· Etc. – Emergence holes, breakable cover
User Interface

· Pre-Game Information

· No custom pre-game UI utilized
· In-Game Information

· No custom in-game UI utilized
· Post Game Information

· No custom post-game UI utilized
· HUD Elements

· Normal Elements Used – Standard Gears of War HUD elements only
· Special Elements Required – N/A
Gameplay Details
Gameplay Mechanics

· Prerequisite Skills: reasonably solid handle on core Gears of War gameplay

· Skills Learned: use of stealth tactics as an alternative to combat
Level Progression Chart
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Map(s)
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Key

Drop Zone – Player start/end

T – Searchlight tower

S – Searchlight

M – Mantle-able cover

D – Destructible barrier (Berserker)

DR – Rip-able main door (Jack)

DS – Destructible side door (Berserker)
H – Hammer of Dawn and ammo

Berserk – Berserker cell

Cell – Empty cell

Star Symbol – Cole’s cell

Glass/Debris – Noisy debris

Wheel – Wheel to unlock prison cells

(Note: there is one local emergence hole per spotlight.)

Risk Management – If there is not enough time to implement all planned features, destructible barriers outside can be cut, as can Jack’s door-ripping or any desired complexities to Berserker behavior. If necessary, two Boomers may replace the Berserker as well.
Walkthrough/Detailed Map Description
Area 1.1
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· Gameplay – Player starts at 1, receiving mission briefing as he walks toward 2 slowly with a finger on his earpiece.
· Dialog – Marcus: “Alright, HQ, how’s it lookin’?”
HQ: “About as bad as we thought. You should be coming up on the spotlights soon. Be careful not to get caught under one; the Locust tunnel network beneath the facility is immense.”
Marcus: “Not a problem. Fenix out.”
Area 1.2
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· Gameplay – From 2, the player must reach 8 by either dodging the spotlights cleverly along the way or getting himself caught in any number of them. Being caught before 4 triggers an emergence hole at that position, blocking the path forward and forcing the player to deal with the emerging Locust before proceeding. Optimally, the player dodges from 2 to 3, then from 3 to 4 and rounds the corner safely. Triggering a spotlight at 5 or 6 opens an emergence hole just before area 7. Mantling over the cover at 5 and 6, being careful at 6 to avoid the returning spotlight, will keep the player from detection. Being caught in area 7 triggers an emergence hole above the last mantle-able cover (uppermost “M”). If the player dodges between the paths of the two spotlights, he reaches the door at 8, unscathed. Jack appears and begins ripping the door (15 seconds), giving the player time to find and grab the Hammer of Dawn at 9, if he wishes.
· Dialog – Upon reaching the front door at 8. Marcus: “Jack, rip the door.”
Area 1.3
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· Gameplay – Player enters the door after Jack rips through (10). Immediately he hears Cole mumbling and sees his comrade-down icon. He also sees the Berserker within the cell straight ahead. The player may choose to check up on Cole first (11), or head directly toward the wheel that opens his cell (12). Ideally, the player avoids treading on any of the glass between him and 12 and reaches the wheel safely. Otherwise, an emergence hole triggers behind him, blocking the way back to Cole until the enemies are dealt with. Turning the wheel causes a malfunction in the security systems of the facility, simultaneously opening all the cells and cutting off all communications with the Locust network beneath the facility (making all emergence holes - and by extension, all glass and spotlight threats - impotent). Unfortunately, this also frees the Berserker, as shown by a machinima. The glass can alert the Berserker, so the player must carefully navigate through it and past the beast to revive Cole (11). The player must then trick the Berserker into ramming down the door at 13 by lingering in front of it and making noise. With the door open, Fenix and Cole can escape.
· Dialog – Upon entering the facility. Marcus (whispering): “I’m in.”
HQ: “Well done. You should find a wheel that will allow you to open the cells in Cole’s sector. Tread lightly; the security system is rigged to detect noise above a certain decibel level.”
Marcus (whispering): “Roger that.”
Upon turning wheel. HQ: “It seems that the cell door control has malfunctioned the facilities security systems… The Locust should be unable to detect your presence to send reinforcements any longer.”
Marcus: “Well waddya know: good news for a change.” (Berserker breaks free.) “…Sh*t.”
Upon reaching Cole’s cell at 11 (before freeing him). Marcus (whispering): “Cole. How you holdin’ up?”
Cole: “…”
Marcus: “Not good…”

Upon helping Cole up. Cole: “I’m back in the game!”
Area 1.4
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· Gameplay – After having the Berserker blow open the side door (13), the player may trick the Berserker into knocking down the destructible cover (such as at 14) to cut a fast path to the drop zone. Otherwise, the player may snake back through the way he came. The spotlights will not cause trouble either way.
· Dialog – N/A
Area 1.5
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· Gameplay – Assuming the player has tricked the Berserker into opening direct access to the drop zone, the player successfully escapes.
· Dialog – Cole: --Insert generic Cole-ism here--
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