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Quick Summary

G{fl O1e&Qa /s&sYrySlagkiRthe Me®ackdnd its command over varioResistancénits in
an attempt totake a CombineSupplyOutpost fromCombineforces. This level uses thidalf Life 2:
Episode 2Source SDK Editor, to create a unigieS (Real Time Strategiyjgleplayer experienceThe
gameplay environmentegins on a summer day, shortly after noon near an industrial district in the
heart of City 17Mechanically, the player camera floats above the entire world in an isometric view, and
players have the ability to individually sel€&sistance&PCs, and command them (Attack or Move)
through the world. The story follows a-sngineered MarHack that seves as a floating command
station. Slacky must use its new algorithms to direct a neRdsistanc&Jnit to a Combine Outpost
mannedby Combinefighters. The sections of the level, reinforcing this main objective, include
incremental goals such aasssising attackingResistancesoldiers,capturingthe Combine Supply
Outpost, and ultimately, defendirtipe Outpost fromwaves ofCombinespecial forces

Hook(s)
1 Experiencing the Half Life 2 world through Real Time Strategy interface and gameplay
1 Directly conrolling individualResistanc&PCs and commanding their attack / movements

Gameplay Highlights
Gameplay Style:

1 Real Time Strategy
o a{ftroOleQa /2YYlIYyR¢ dzaSa we¢{ 20SNIle& I yR
style within the world of Half Life 2
o Playes must directly control NPCs and provide them specific Al directions in order to
complete objectives / defeat enemies
1 Control Point Capture Gameplay
0 The overall goal of the game centers around the capture and defense of Control Points
0 These control pointprovide resources that the player than uses to call in additional
soldiers / reinforcements

Mechanics:

1 RTS Controls

0 SelectResistanc&PC

0 Attack Target

0 Move To Here

0 Summon Reinforcements
1 Control Points

o Capture tigger radius
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(0]
(0]

(Standalone Level) Half Life 2: Episode 2

Enemy NPC recognition radius
Incremental resource giver

Setting Summary

Theme

Tactical real time strategy game where units capture control points on the map to
complete objectives

Mood

All-out war in a City 1@nvironment of Half Life 2

Setting

Set during the day, roughly afternoon (1pn8 pm), in theheart of City 17

Time of Day

1pm¢ 3pm

Season

Season: Summer
Time of Year: June

Weather

Clear Skies, Sunny

Mission Difficulty
Position Difficulty Reasons

Beginning

Introducing the playeto the new controls and RTS command structurg

3 selecting units and commanding them to take Control Boin

Middle

The difficulty ramps up as the player must use the newly acquired uni
and control point to manage resources, units to retake the Combine
Outpost

End

With the Combine Outpost retaken, the player must defend from wavg

8 of progressively harder Resistance NPCs until a climactic final battle

Scale: 110 (1 is Easiest and 10 is Hardest)

Mission Metrics

Play Time

12 ¢ 15 minutes

CriticalPath

Critical Path: 3552 Hammer Units
222 ft.

Secondary Path (Total Distanceéd461 Hammer Units
341 ft.

Physical Area

(I hT¥)

{SOGAzZY
~ 480 x 480 Hammer Units
~ 30 ft. x 30 ft.

OAYAaARS 5N Y SAySNDa

Section #2 (City 17) Area:
~ 7509 x 5461 Hammer Units
~ 469 ft. x 128 ft.

Lincoln Li
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Characters

Character Description
¢KS LIXIFe@SNJ aatsSLma Ayid2 GKS akKz2Sa
Freeman. This character represents the face of Half Life, embodying the
smart, talented, and often, lucky, scientist who must navigate through the
world and story to fix the problas caused by Black Meday & { t I O
Gordon Freeman / 2YYI-3/F“2é D2 NRZ)/'Qé Y20A OGS NB@2t @S
truth behind Administrator Breen and the Citadel with the aid of Alyx Van
Secondly, being the adoc face of the Resistance, Gordon steps ugh&
plate as a1 3 S y Sahd-cémimands the Resistarfoecesin assaulting City
17 and their oppressive Combine overlords.

Slacky the Man Hack does not have any motives or goals due to being a
reprogrammed Man Hack specifically for Gordon to interface with, and us
O2YYFYyR wSaAaaidlyoS (iNRB2LJA | NRdzyR
involves floating several dozen fedi@ve the ground in order to avoid
destruction.Due to this nature, many Resistance members began
FFFSOGAz2ylGSte OFrfttAy3a GKS aly |
Combine recruits, represented by Metro Police, consist of the newly iedu
_ _ members of the Combine forces. They lack training and sophisticated
Combine Recruit | g jj gz LIYSy s odzi KIF @S I G0N} AYSI &K
FNNBad FyR &adzLJlUNBaa lye OAGAT Sya
The typical combine soldier comes witlaiety of equipment and
weaponry, the most common being the SMG and Shotgun. These fearles
soldiers have no semblance of humanity left, and pursue the wishes of th
Combine without hesitation or mercy.

Even more terrifying than the Stiér, Combine Spec Ops represent the elit
forces from the Citadel in white uniforms. The first thing all Resistance
Combine Spec Ops | membersteachnew recruits centers on avoiding Spec Ops soldiers.
Resistance soldiers only feel confident engaging these fearsome soldiers
when outnumbering them 2 to 1.

Slacky the Man Hack

CombineSoldier

Resistance soldiers form the core of the Resistance forces, coming from
kinds of backgrounds, but with the commonality of living in the oppressiot
the Combine and City 17. Resistance Soldiers amugped in any weapon
2NJ AGSY aONRdzyaSR FNRBY (GKS ordit

Resistance Soldier

Visual Themes

Description
This theme represents the general overview / camera setup theme of eve
single environmental theme listed below. Due to the game being an RTS
player in the form of a Man Hack floats several feet above the playable sj
with the camera always viewgndownward in an isometric angle.

RTS Overlay

Lincoln Li 2/5/2013
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The City 17 theme emulates the style of City 17 from Half Life 2 and Half
2: Episode Ondt uses static mesthat make up the City 17 environment,
with lots of industrial buildings, and apartment complexes. The majority o
thelevel taked Jt  OS 2y GKS aiNBSia o0SiGgS
the theme of City 17 emphasizes the assets, lighting, and textior city
streets with buildings as playable space boundaries.

Combine Lookout
Tower

This theme uses assets from City 17, including Combine towers and barr
to create a feel of a small temporary lookout post in the middle of the city
The lighting omes from spotlights and electronic equipment used to monil
the citizens of City 17, and static meshes that show brief / rsdik
construction easily torn apart for mobile redeployment.

CombineSupply
Outpost

The supply outpost represents a mixture of City 17 architecture, Combing
Defense placements, and supply crates strewn across the Half Life 2 wor
This outpost has a large stockpile of equipment, weapons, medical suppl
SGOX | yR 2 KS NidispiayaSstation ihéré Comigine éndsl
restock.

Combine Forward
Barracks

¢tKAa&a | NBlIQa GKSYS KSIg@gAfte OSyidSN
defensive placements and troop transport vehicles. Static meshes focus
the militaristic aspect of the Combine assets, with lighting concentrating @
visibility andthe shining dpw of dozens of electronic equipment.

Key Theme References

Defend the cnmﬁ

Lincoln Li
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Figurel: Image of an RTS Mod for HL2
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Figure2: Another example of an outdoor environment for the Half Life 2 RTS mod

Figure3: Example of a fierce battle via RTS camera from Company of Heroes
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Figure4: Example of an isometric top down perspective view for a strategy game, Commandos 3.
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Level Summary

Campaign

Context

Thislevee OOdzZNE RdzNAYy 3 GKS YIAYy S@Syda 2 FElNVankedrom A FS
Nova ProspektChapter 9a: Entanglemerapdduringtheir subsequent journey back to City 17 to

confront Dr. Wallace Breg{€hapter 10: AnticitizenOng) { f A0 8 ¥ Y| Y Ré -plogrdmimgds &
Man-Hack nicknamed Slackysed byGordon Freemato lead forces irassaultingand defending one of

the vital supply outpostsmannedby Combineforces during this attack.

Initially, this level begins inside a tempor&®B (Forward Operating Base) secured by Resistance
fighters. Soldiers inform Gordaf Slacky, and their request for Gordon to use the Miack to
command soldiers in conquering a nearby Combine Supply Oufpaishg over this outpost ensures a
steady flav of supplies to Resistance fighters, and clears a path for the Resistance to aid in pushing
towards the City 17 Administrative Tower (featured in the original HL2 story).

a{fl & |/ 2YYlI yRE Ga 'y | tem&NAKA 3S Y
£l yO FAIKG G2 0 ¢26SNP» LG LINPOARS
i dzS & { : S wSaAradl yO0S FAIKGS

Backstory

¢CKS o0l O0lad2Ne 2F (GKAa fS@St 0S3IAya 6A0GK D2NR2Y(
during the rescue; Dr. Mossman betragsrdonand Alyx, teleporting Eli and herself to the City 17

Tower (Citadel)With Gordon and Alyx determined to chadies, they take the teleportation device in
pursuit. Unbeknownst to them, the device malfunctidreps themin a teleportation loop lasting a
week.5dzZNA Yy 3 D2 NR2Y I YR ,anfugnising dccuisiCayl1T.HyIdé dedizgnd & éhe

city in theform of a resistance force. Overwhelmed by this sudden attack, Combine forces all over the
city fight back to retake lost ground, or secure locations vital for their command structure to defend
against the assaulWith the reappearance of Gordon inDE. KA Y SND& 2FFA OS> GKS
Resistance begin to regroup and plot out the course to the City 17 Tower (The Citadel) in order to aid
D2NR2Yy FyR ! f&8EQ& (NB| (rge leiiekbRgink Bith §drdorisidd D2. Yo A Y S
Yt S Ay S NiBsda cariptitdr Gb8sble used to control Slacky, in order to provide orders to Resistance
soldiers out on the battlefield.

Aftermath
¢CKS FFOGSNXYIGK 2F (KA& fS@St tSIFRa RANBOGtE Ayi]
10: Anticitizerh y‘fkeadingintod/ KIFLIISNI mmY C2ff26 CNSSYI-yHé

Objective(s)
9 Capture and defend the Combine Supply Outpost
0 Gameplay Objectives:
A Reinforce the Resistance Assault Force
9 Fail objective when all assault force units die
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A Capture the Combine Supply Outp@s6 minutes

1 Fail to capture the combine supply outpost in 5 minutes
A Defend the Combine Supply Outpost

1 Fail objective if Combine forces retake the Outpost

Overview Map

Figure5: Overview Map
Level Flow

Flow Summary
A.a{fl O1leQa / 2ZingiNelthé RlEporeatbAmyEd ¢ A 1K GKS LX & SNJ alfa
D2NR2Y CNBSYI yabokaiory. &pdipspawhirk) ARESstailizd soldiers inside the lab
inform Gordon of the situation outside, and request that the playse the command console
to direct troops in combat via Slacky thepmgrammed Man Hack.
. Once the player interfaces with the computer console, the player triggers the loading screen for
the main level, in which players take on the form of Slacky, thgegrammed Man Hack,
floating several feet above the playable space. At this point, players have the ability to select
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