
Level 4 - The Heist

Designer: Clément Audras
Deadline: 23/05/2019

1

Version 2.1

(Get v1.0 HERE)

https://drive.google.com/open?id=1Gwslbsar-GEwjbLBv50o8zU00ljJ0-j2


Versioning Table

Version Description Date

0.1
Document created, Design 
Goals 03/05/2019

0.7 Objectives, Overview 05/05/2019

1.0 Narrative purpose, Pacing 07/05/2019

1.01
In-Game Cinematics Summary, 
Assets Lists, Grammar check 08/05/2019

V 2.1

2



Table of content

OVERVIEW………………………………………………………………………………………...….….….….….….….….….5

OBJECTIVES.......................................................................................................................................13

NARRATIVE PURPOSES...........................................................................................................20

IN-GAME CINEMATICS..............................................................................................................20

ASSETS LISTS...................................................................................................................................26

V 2.1

3



OVERVIEW

V 2.1

4



Story Summary

“The Heist" is the fourth level of the game and introduce the Drones enemy while 
continuing the main story of the game.

Previously: T0NY just got the document he needed to know where the next crystal 
convoy will be headed, and he now wants S-44 to sabotage the rails that the 
convoy will use in order to make it take a specific railroad.

Now: T0NY’s men will hijack the convoy on the central railroad. S-44 has to trap 
the rails by deactivating some pillars maintaining the tracks in place, to make 
the convoy take the central railroad. 

Afterward: After helping the mafia steal from the convoy, he will then continue his 
journey to reach the rich district of New Bot City, where S-44 will be looking for 
his friend S-12.
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Design Goals

● Navigational Choice
The player can choose which one of the two pillars he wants to deactivate first. The level has to adapt to the player 
decision.

● Drone Introduction
Introduce the Drone and what the player can do with it. The player can jump down on it and walk, serving as a moving 
platform, may be used to create some shortcut.

● Verticality
The level is on a slope. The player is always going up. Use the Pillars to challenge the player's dexterity more by walking 
onto a moving/rotating platform to avoid lethal obstacles and reaching the top.

● Aerial
Create a new kind of walkable area only seen in this level. The traffic jam caused by a technical problem with the flying 
ads on the road's side.
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Type Mechanic State Notes

Player 3C OK The player knows how to move the spiderbot around the level, move the cameras and interact with interrupters.

Enemy Camera OK Look at its right then it’s left, and kill the player with a deadly laser.

Enemy Guard OK Patrol from a chain of points and can detect noise, and kill the player with a deadly laser.

Enemy Drone To Be 
Introduced

Patrol between an array of points and throws IEM at the player.

Environment Electric 
Fence OK

A trigger that instantly kills the player.

Environment Checkpoints OK Teleport the player to the laser enabled checkpoint when the player dies.

Environment Shockwave OK A trigger that makes the player drop on the ground,



Theme - New Bot City’s Ghetto V 2.1
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Level Structure
V 2.1

9

LEGEND



Level Structure - with the rails
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Pacing
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Objectives - Part 1/3
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Area 
Name

Duration
(min) Description Gameplay Beats Narrative Beats Feelings

Small city
[Area 1] 2

A linear section where the player 
is below the rest of the level and 
has to climb the first pillar while 
safely learning from the Drones 
enemy.

- Roaming
- Movable platform interrupter
- Focus on 1st pillar
- Drone introduction

In-Game Cinematic: 
T0NY pitch the main mission objective
T0NY warns the player about
drones

- Motivated
- Intrigued
- Sneaky

First Pillar
[Pillar 1] 1

A short climb on the first pillar, 
where the player learns about 
how they work and is introduced 
with the rotating cylinder, 
forcing him always to be moving 
to avoid the lethal fences.

- Rotating cylinders
- Lethal fences

In-Game Cinematic: 
T0NY congratulate S-44, and tell him to 
deactivate the remaining two pillars.

- On The Edge
- Relief

Ghetto
[Area 2a & 
Area 2b]

5

A section with two distinct 
paths, leading to the next 
section. The left section features 
a Drone encounter while the 
other feature Cameras 
encounter.

- A shortcut using a Drone as a 
moving platform
- Drones
- Camera

Staging:
- 2x Blue Narrative Windows
- Right side with the Crystal exchange 
with two citizens, in a dark alley

- Sneaky
- Aerial
- Curious

Middle
[Area 3] 2

An area without verticality where 
one guard will be walking in 
circle. Player’s don’t have any 
cover and has to choose a 
direction (left or right pillar).

- One Guard patrolling in circle

/

- Roaming 
- Observing



Objectives - Part 2/3
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Area 
Name

Duration
(min) Description Gameplay Beats Narrative Beats Feelings

Big city
[Area 4a & 
Area 4b]

5

A section with two distinct 
paths, leading to the next 
section. The left part is more 
puzzle focused while the right is 
more sneaking away from 
Guards and Cameras encounter.

- Puzzles
- Camera encounter
- Guard Encounter
- A shortcut using a Drone as a 
moving platform.

Staging:
- 2x Blue Narrative Windows
- Left side with the citizen running to 
catch a crystal falling from a rail.

- Motivated
- Intrigued
- Sneaky

Second 
Pillar

[Pillar 2 
Left or 
Pillar 2 
Right]

2

A long climb on rotating 
cylinders with a lot of static and 
moving lethal fences. Player has 
to climb on top and deactivate 
an interrupter.

- Rotating cylinders
- Lethal fences

In-Game Cinematic: 
T0NY congratulate S-44, and tell him to 
deactivate the last remaining two pillars 
while showing the traffic jam section.

- On The Edge
- Relief

Traffic Jam
[Traffic 
Jam]

3

A traffic jam where the players 
will be walking on stopped flying 
cars and avoiding Cameras as 
well as Drones patrolling.

- Moving Car
- Drones
- Camera

Staging:
- When walking on a particular car, the 
robot inside can say something about 
the traffic jam and other unique city 
problems.

- Sneaky
- Aerial
- Fresh

Last Pillar
[Pillar 2 
Left or 
Pillar 2 
Right]

2

The second long climb on 
rotating cylinders with a lot of 
static and moving lethal 
fences.Player has to climb on top 
and deactivate an interrupter.

- Rotating cylinders
- Lethal fences

In-Game Cinematic: 
T0NY congratulate S-44 but explain that 
this interrupter is broke and that he has 
to go down the pillar to access a backup 
interrupter to deactivate the last pillar. 
The crystal convoy is coming, so he has 
to do it quickly.

- On The Edge
- Relief
- On The Edge Again



Objectives - Part 3/3
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Area 
Name

Duration
(min) Description Gameplay Beats Narrative Beats Feelings

Backup
[Backup 

Left & 
Backup 
Right]

2

A very tense section where the 
player has limited time to climb 
down the pillar avoiding lethals 
fences and access the 
interrupter.

- Rotating cylinders
- Lethal fences

In-Game Cinematic: 
T0NY thanks S-44, and tell him where 
S-12 might be while hijacking the crystal 
convoy with his squad.

- Relief
- Proud



Narrative Purposes
(Why, Who, Where, What, When and How)
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Narrative Purposes - Part 1/3
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Area 
Name Why Who Where What When (pace) How

Small 
city

[Area 1]

Player's focus is on 
the Drone and the 
first pillar, rather 
than the rest of 
the level.

S-44 - 
Drone -

T0NY

Small ghetto area 
with a pipe and 
houses.

Player's attention is grabbed by the 
Drone smoothly leading his focus to 
the first pillar, which is his first 
objective. Small environmental 
puzzle.

Some tension when the drone first 
appears on the screen, but slow pace 
when he moves further away.

T0NY explain the 
player's main 
objectives and warn 
him about the 
drones.

First 
Pillar

[Pillar 1]

Teach pillar 
feature, initiate 
tension and give a 
feeling of 
ascension.

S-44 - 
T0NY - 
Drone

The first pillar gives 
the player an elevated 
view of the next 
sections of the level.

The player walks on rotating 
cylinders, avoiding lethal fences. The 
player can observe the rest of the 
level or the entire level.

The pace is increased with walking on 
the cylinder and avoiding lethal 
fences. Relief at the end of the pillar, 
with the vista.

T0NY warn a second 
time the player 
about the drones 
and show him the 
next pillars. Elevated 
line of sight giving 
the player a vista.

Ghetto
[Area 2a 
& Area 

2b]

Make the player 
feel sneaky and 
smart. 
Player makes a 
navigational 
decision.

S-44 - 
Drone - 

Camera - 
Citizen

Ghetto city district 
created using the 
ghetto modular kit. A 
lot of height variety.

Sneak around Cameras and Drones. 
Discover two blue windows with 
robots complaining about the city.

Slow-paced with puzzles. A more 
tense moment with AI encounter.

Blue windows.

Middle
[Area 3]

Player makes a 
navigational 
decision.

S-44 - 
Guard

On an horizontal 
platform without 
cover.

Sneak around the Guard who has a 
good line of sight to spot the player, 
and make a navigational decision.

Tension due to the lack of cover and 
direct exposure of the Guard.

The lack of cover and 
one Guard patrolling 
in circle.
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Area 
Name Why Who Where What When (pace) How

Big city
[Area 4a 
& Area 

4b]

Make the player 
feel sneaky and 
smart.

S-44 - AIs 
- Citizen

Inside a ghetto 
district with a 
different colour 
palette for the 4a and 
4b.

Sneak around AI and solve an 
environmental puzzle to create a 
path leading to a pillar.

The tension is these section increase 
progressively with a more tense 
moment following a checkpoint to 
diminish the pressure.

AI encounter and 
environmental 
puzzle such as 
moving a car.

Second 
Pillar

[Pillar 2 
Left or 
Pillar 2 
Right]

Challenge the 
player with a 
relatively new 
environment.

S-44 - 
T0NY

On a big pillar 
maintaining the rails 
in place, near the 
ghetto.

The player walks vertically on 
rotating cylinders with different 
speed and direction to avoid the 
lethal fences around and reach the 
top.

Tension increases progressively with 
the increasing speed of the cylinders 
and narrowing the gap between the 
lethal fences. At the top is a 
checkpoint to calm the player.

Rotating cylinders 
and lethal fences. 
T0NY explain his next 
objective at the top 
of the pillar.

Traffic 
Jam

[Traffic 
Jam]

Make the player 
feel 
uncomfortable 
with a new and 
unique 
environment and 
tell more narrative 
about the city.

S-44 - 
Drone - 

Camera - 
Citizen

In a traffic jam of 
flying cars and flying, 
malfunctioning ads 
that flew into cars, 
causing the 
accidents.

Sneak around AI, walk-on flying cars 
and learn about the city’s problems 
through the citizen directly.

The beginning is calm without any AI. 
Then he has to avoid some cameras, 
but the tension increases a lot when 
he has to drop onto a car swinging 
left to right.

Tension created with 
AI encounter, a new 
walking 
environment with 
cars on two levels of 
height.

Last 
Pillar

[Pillar 2 
Left or 
Pillar 2 
Right]

Challenge the 
player with a 
relatively new 
environment 
different from the 
other pillar.

S-44 - 
T0NY

On a big pillar 
maintaining the rails 
in place, near the 
ghetto.

The player walks vertically on 
rotating cylinders with different 
speed and direction to avoid the 
lethal fences around and reach the 
top.

Same tension pace as the previous 
one, but the interrupter at the top will 
not work correctly, and the tension 
won’t go down.

The end of the pillar
offers even more
tension with a new
and unexpected
Objective, explained 
by T0NY.



Narrative Purposes - Part 3/3
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Area 
Name Why Who Where What When (pace) How

Backup
[Backup 

Left & 
Backup 
Right]

The climax of the 
level. The player is 
tense.

S-44- 
T0NY

On the last pillar (left 
or right).

Player has to climb down the last 
pillar to access the backup 
interrupter to disable the last 
remaining pillar to block the last rail 
forcing the crystal convoy to take 
the middle rail where T0NY’s squad 
are waiting to hijack the convoy.

Very high paced during this 
sequence, with the timer and narrow 
path with the rotating cylinders in 
differents direction and lethal fences 
around.

Relief at the end with the outro 
cinematic.

By subverting the 
player’s expectation, 
about the pillars.



In-Game Cinematics

V 2.1

20



Summary
V 2.1

21

Cinematic#1 - Level Introduction
● The camera shows the pillars objectives and introduces the Drones.
● T0NY explain the main objective.

Cinematic#2 - Objective Update From First Pillar
● Camera from the first pillar turn around and show the rest of the level with the remaining two other pillars.
● T0NY congratulate the player and show the remaining two pillars.

Cinematic#3 - Objective Update From Second Pillar
● The camera shows the traffic jam and the last pillar.
● T0NY congratulate the player, explain a bit the situation of the traffic jam and cheers the player.

Cinematic#4 - Backup Interrupter
● The camera shows the broken interrupter and pans down the pillar to show the backup interrupter location.
● T0NY is stressed, explain that the interrupter didn’t do anything, and that S-44 has to access a backup 

interrupter.

Cinematic#5 - Outro
● Camera pan out from the backup interrupter and show the rails above the city with the crystal convoy making 

his way to the central rail where T0NY’s men are waiting.
● T0NY congratulate S-44 and tell him where S-12 might be.



ASSETS LISTS
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3D Asset
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3D Asset Name Priority Location

Rail Pillar High Underneath the railroad.

Holographic Convoy Direction Pabel Medium Placed regularly on above the rails.

Railroad High The rail network.

Holographic Barrier High Placed above the hacked pillar, blocking the rail.



FX Asset
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FX Asset Name Priority Location

Smoke Low Between the pillar rotating part.



SFX Asset
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FX Asset Name Priority Location

Squeaking Low Between the pillar rotating part.



Animation Staging
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Staging Name Priority Location

Cristal Fall Medium

Some cristal falling into the ghetto and bouncing back into the void, but a citizen was 
trying to catch it and fall into the void as well.

ref

Citizen Wave Medium A citizen wave by raising his arm to signal something or someone to move on.

Crystal Exchange Medium Two citizens, in a dark alley exchange some Crystal.

https://www.youtube.com/watch?v=esR_uxKC27o

