Michael Licht & Thao Le

Level Outline:  Decapitation

Updated: 6-02-03

Hight level Goals:

Introducion to Dark, Militaristic gameplay. 

High action, but relatively easy gameplay.  

Limited interaction with Arena center. 

Scripted Squad in beginning, player not the Leader..

The player starts the game without his CD-17 and helmet.  

Introduction to the main Geonosian and TF enemy    

   Art Concept: This level is an aftermath level. The time is early in the morning. Long shadows, sunlight beams shine through the cracks and broken walls.  Smoke and fire can be seen thought the level.  Body parts and dead Geonosian and Clones  lay everywhere. This is a dark and messy environment with sounds of war in the distand and the occasional camera shake when artillery gets too close.  Dust and pieces of walls break off during shellings. 


Intro Level:  (See supplemental document for alternate introductions)
Scripted/short gameplay intro level

Scene opens with three Gunships flying over the Geonosian environment.  Establish player view from inside gunship looking over rolling hills towards the battle of Geonosis (EPII) raging on in distance at the Arena.  Your ships are heading for a hanger off to the side of the arena.  Mace Windu  gives you your mission briefing over your com to locate and capture Sun Fac as the gunship approaches the hanger entrance.  The Player rides the ship into silent hanger and can look around but not movement.  As the Gunship starts to land in the hanger, Geonosians stream out of the walls and fire on your ships from all sides. 

Gameplay:

     The player has control of his gun and can shoot out the opening in the side of the ship, but can’t move.  All the clones in your ship start picking them off as well and they Geonosians fire back up to you,  (it should feel very high action).  You might hear the pilot of the gunship call out enemy locations.  On the ground of the hanger will be a turret perched in a specific location.  Several Geonosians are running for that turret and its up to the player to stop them.  (You might hear the pilot yelling “TURRET!!”)  Eventually one makes it to the turret (either the player misses or runs out of ammo) and fires the Turret on the other gunship blowing it up.  (Big explosion with clone bodies falling in flames around the ship)  The shock from the explosion rocks your ship making it hard to target and allowing another shot from the turret to be fired!  It hits your ships wing and sends you and your squad down in a spiral.  The player blacks out…  (End intro level – Load game level) 

Geonosian Common Spaces

HC:  First glimpse of the Geonosian Warrior (not flying) 

A.  Geonosian Hanger (See sketch)

(Level loads)  The player wakes up on the ground near a smoldering mess that was his ship, his CD-17 & helmet are in pieces next to him.  (The player starts with no weapons and no helmet.)  After the Crash, the player wakes up to find that the Geonosians are retreating!  The surviving clones have been injured and are firing on retreating geonosians.  (The player will not get a good chance to really examine these geonosian warriors.)  Bodies lie everywhere, Geonosian and Clones.  You’re given a pistol from another clone and you have no helmet.  The chase begins.  You and the other clones chase after the Geonosians, which leads you out of the hanger into the corridors.  
B:  Geonosian Catacombs View:  (see sketch for Art)  The first few corridors in the hallway has several windows that view out to the arena giving the player his first close look at the arena and the ongoing battle.  There is plenty of destruction and it’s hard to see most of the arena due to the wreckage and smoke.  There will be various combat down these hallways as the player chases after the retreating Geonosians.  

C:  Intersection Ambush:  (Intro to the Geonosian Drone) The player and the surviving clones get to what looks like a dead end intersection with a few closed doors.  The geonosians they were chasing put up a fight here, but are quickly dispatched.  Things get quiet, the door behind you closes!  The clones rest for a minute, they look haggard and tired.  Scratching and various noises are heard from inside the walls in the room.  …SCREECH!!!!  Geonosian drones start to pour out of all corners of the ceiling and walls and attack the clones!  A firefight ensues and the clone wipe out the drones.  A door opens on the far side of the room leading outdoors and two Geonosian warriors enter leaving the door open.  The player dispatches them.  After the fight, each clone decides to go on his particular mission and leaves the player.
D:  Arena Bleachers View:  (Combat with flying Geonosian Warriors)   The player leaves the intersection area and walks outside to the bleachers.  It’s a high area above the arena.   This is a limited area that allows the player to shoot some flying Geonosians but doesn’t allow the player to get out of the one area.  Basically, you go outside, walk along some seating, shoot flying Geonosians, and then back inside.   We will also allow a pause in the gameplay to enjoy the view and then it starts back up again.

Da:  Crumbling Corridors:  

Tech:  Crumbling walls, Camera Shake

      Back inside the arena corridors, distant bombardments can be heard and the camera starts to shake a little.  The Geonosians are hard to see and the room is dark, they come from just about every corner.  The futility of the pistol is starting to show.  The distant rumbling of artillery can be heard and the halls start to shake more often.  Rubble starts to fall from the ceiling as the blast get closer.  The clone army is shelling the area above your head.  Parts of the wall start to break off and the camera shakes more violently.  Combat picks up.  

E:  Dead Commando:  Scripted event - Player gets helmet:  

Tech:  Helmet pickup, floor breaking, camera shake

The player sees enters a larger space and sees a Clone Commando fighting a few Geonosians, (but he can’t get to him yet.)  It’s a brilliant battle with the very powerful DC17!  Artillery is shelling the area near you shaking the camera, and during the fight one shell hits close and a huge piece of the ceiling falls on the Commando crushing him and knocking his helmet off.  (The player can’t get to the weapon because it’s under the rubble, but he can get the Helmet.)

          After the player finds the Helmet, he puts it on, gets a cool quick introduction to the hud data, and then he hears some info come in over the hud about artillery barrage coordinates change.   There is a loud BOOM!  Camera shake and the player falls through the floor into the catacombs leading to the animal pen.  

End scripted event
Animal Pen: 

Enemy: Geonosians Drones, Some Warriors, Rankor

Game Concept: Fight in the dark using the HUD, moving towards the light.  Fighting off drones.   Get past Rankor     
Art: Dark caves, sparse well placed enemy, scary surprise fighting, enemy positioned for ambush.

Sounds:  Creepy caves sounds, with hint noises of enemy.  Animal sounds in the background.

Tech:  Night Vision, crumbling walls
G:  Animal Feeding Room:  After the player falls into the pit, there should be a few seconds of silence and gameplay pauses so the player can get oriented.  The HUD should blink and show some static (to illustrate you just took damage), as well as the health data that the player was just injured, but then it works fine.  After the player orients himself from the fall he calls in to stop the artillery!  The feeding room is a small space that look much less refined then the corridors above.  There areas are used for raising and training fighting animals and moving them around to get to the arena. (Rubble is laying everywhere on the floor as well as other animal leftovers.) The only light source comes from cracks in the ceiling and a few lights on the walls.  It’s very dark and creepy…  

H:  Catacombs: For moving animals

Dep: Other Animal art and AI


Drone Combat, hunt and ambush should be the theme of combat in these areas.  It’s dark so it’s hard to see the drones, and the fact that they blend into the walls doesn’t help either.  (This is a kind of aliens combat.)  Combat primarily with Geonosian drones & possibly some Warriors.  

I:  Training Space: 

Scripted Sequence:  Might be cool to see an animal and a Geonosian fighting here.

Gameplay:  Geonosians shoot at player from behind bars.  Player can’t get past area till Geonosians are all dead, and the player can’t get to them because they are behind the bars.  Careful shooting.


This space looks like they lock animals in a cage and practice fighting with them.  There are weapons around, body parts and blood stains everywhere.  General combat  

J:  Main Animal Pen 
Location: Main Pen from James drawings:  
Gameplay objective:  Sneak past the Rankor to aquire the DC17, Escape pen

Art:  Rankor

Sound:  Rankor noises, Scary animal pen noises

Scripted Sequence:  Finding Rankor

     (Scripted sequence)   The player finds the second Commando in combat with the Rankor in the Animal pen.  (This is the second commando from your insertion that disappeared early.)  The fight shows the futility of using the DC-17 against the Rankor as a hint to the player.  The player will see the Commando shooting into a chamber in the animal pen and hears roars from the Rankor.  The player can’t see what the Commando is shooting yet, but as the player gets closer a huge hand reaches out from the pen and grabs the Commands causing him to drop his weapon.  The rankor stands up tall and can be seen (from the shoulders up) eating the Commando. 
     Rankor Gameplay: (AI)   The Rankor can't leave his chamber because the gate isn’t open fully and the player has to run get his gun in front of the cage and not get grabbed by the rankor.  This could be a bit of a timing thing to get the weapon.  This really pisses off the Rankor and he bangs on the walls of his cell.  There is no point in just shooting him because we already learned that the weapon doesn’t hurt him or he could moves to an angle that the player cant get a shot in on him from outside the chamber.  All the Rankor noise attracts the attention of some Warriors who were outside in the Arena.  They open the door (leading to the Arena) to check up on the Rankor leaving the door open behind them.  (This is how the player gains access to the Arena.)
K.  Arena 

Intro to Battle Droids  

Concept:  Defeat battle droids, see Sun Fac, get past gun turrets, avoid rankor, use turret on rankor and door, get out of arena.

     The player defeats the Geonosians that opened the door and has now enter the Arena.  The Rankor in the animal pit can still be heard roaring as the door shuts behind him.   The arena looks like is been pounded hard by artillery.  Signs of battle are everywhere and pieces of droids are scattered around (Including SBD parts).  There will be several battle droids in the area left over from the earlier battle. (Intro to the Battledroid) 

     From a distance, on a higher ledge, the player hears and sees Sun Fac yell something and a few Geonosians run to turrets on the perimeter of the walls.  They start to fire down on the player forcing the player to find cover. There is a short reload time for the Turrets and the player could run to another cover spot or if he waits too long the covers start to break away forcing the player to run.  Halfway across the arena will be a great cover spot made of a large stone object for the player to rest behind.  From this angle the player can see another Turret that was knocked down when the wall was damaged.  Right then the player hears a load crash and the Rankor bursts out of the animal pen into the Arena, he is VERY ANGRY!  (Uses normal AI, nothing special)   

     GP:  The player must make his way to the turret that was knocked down to take out the Rankor or make a run for the door below the other two turrets.  It’s not critical path that the player use the turret on the Rankor, but he must use the turret to blow up the other door leading out of the arena.  Escape the Arena and head up to Sun Fac’s chamber.  (see diagram)

L.  Sun Fac War room

Assasinate Sun Fac

Intro to Sun Fac and SuperBattleDroids.

Concept:  Defeat Battledroids and SuperBattleDroids.  Assasinate Sun Fac.

Reason to Assasinate Sun Fac :  Sun Fac is coordinated the Evac of Ships.  Assasinating him will stop a certain protion of that evac.

     The player climbs up the steps to the main entrance of the small spire for the viewing room.  The player must fight his way up the stairs through battledroids till he gets to the main hall leading to the entrance to the viewing/command room.  This should be an intricate hall that has many niches in its side to hide large enemy.  As the player approaches, battledroids start to step into this hall and attack the player.  It’s a classic long hall shoot’em up scene.  The player must defeat these BD’s and make it to the door.  The door will be locked so the player will need to place a charge on the door and set it off.  After the blast, the smoke starts to clear and the player will be able to see inside.  He will see Sun Fac at the far end of the room, then two Super Battle Droids, step into the doorway behind two cover object, crouch down and start firing hard.  Also, two other SBD’s appear on the other side of the hallway and pin the player in.  The hallway is filled with shots.  

     At this time the place calls in to base letting them know he found Sun Fac.  He is given orders to assassinate him immediately.  If the player peeks his head out from his cover he can see Sun Fac between the SBD’s.  (It looks like he is coordinating the evac of several control ships and is very franticly working in this war room.)  This is the chance the player needs to take him out.  It might be possible to take out these SBD and just assassinate him, but it could be easier to just wait for the moment the SBD’s reload and (with the alt view mode of the gun) try to snipe Sun Fac between the SBD’s.  After Sun Fac is killed, the SBD’s stand up and look back at him, this allows the player a chance to finish them off.  

