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Game-World Components

This chapter details all environments, weapons, vehicles and other interactive elements that occur in the game. The chapter contains details of all objectives throughout Restoration City and the Consequences/Rewards that the player will reap by completing them.

The chapter contains the following:-

· Level Influence Diagrams: This section summarises the effects that completing objectives within each area have on other areas of the game-world.

· Level Flowchart: This shows the layout of the game in flowchart form, indicating the bottlenecks and critical mission objectives that must be completed to continue, and the side areas that the player can tackle in a more open, sandbox way.

· Level Descriptions: These sections describe the five main divisions of levels, and the zones that comprise each one, along with the objectives within each zone.

· Weapons: This describes all weapons in the game, including melee (hand-to-hand) weapons, firearms and thrown projectiles.

· Vehicle: This section describes the classification of vehicles in the game, and indicates which vehicles may be driven by which AI characters.

4.1 Level Influence Diagrams

The following flowcharts indicate what effects specific player actions can have on the various areas of the game. Each Zone is listed in the order it appears in the rest of this chapter, along with the player’s actions (Objectives), their results (Consequences/Rewards) and the Zone in which the results occur.

4.1.1. Introductory Level 1: As Alpha
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4.1.2. Introductory Level 2: As Enslaver
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4.1.3. District 1: Suburbia
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4.1.4. District 2: Downtown
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4.1.5. District 3: Corporate
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Level Flowchart
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4.3 Introductory Level 1: As Alpha
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The game begins on an island owned by the Prometheus Corporation. A modular laboratory has been floated and anchored to the southern cliffs of the island, where new construction is taking place to complete the complex’s facilities.
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Eventually, a land-bridge will connect this lab to the southern island of Restoration City, but until its completion materials and employees are brought to the facility via a boat dock on the east coast. A large elevator brings construction equipment and workers up to the construction site while smaller boats ferry the Corporation’s scientists to their labs in the offshore facility itself.

On the island, scaffolds and marker flags indicate something about the structure of the buildings that will one day occupy the construction site. Cranes and forklift trucks are dotted around the area, and guards patrol the site constantly.

The player’s team lands by boat, using the rocky outcrops in the north-west to allow them a stealthy landing. Under cover of darkness, the team must negotiate the route from their landing point, and find a way past the compound’s guards, walls and defences into the facility itself. 

Inside, a large high-tech complex of white corridors and strip lighting greets the team, and along each corridor observation windows reveal bizarre laboratory equipment. Chrome manipulators hang from robotic arms, dangling on the ends of steel cables like thin metal spiders. Iris doors softly hiss open as guards patrol and scientists go about their work, footsteps echoing off the tiled floors.

When first progressing through the facility it is very apparent that areas of the complex are still under construction. Increasingly bizarre looking pieces of equipment sit in corners, still boxed. In other areas crates stack up from floor to ceiling, waiting to be unpacked and plugged in to the mass of computer terminals and cabling that runs throughout the building. More sinister material is also in evidence and the player can discover coffin-like containers and freezers containing many corpses that have apparently been experimented upon.
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Terrain Obstacles

· Exposed pathway (leading up from the boat docks, leaves the team visible to patrolling guards, the player will have to carefully move their men from cover to cover while the guards’ backs are turned)

· Docking ropes/chains

· Small walls

· Construction debris

· Construction machines

· Mobile power generators (for construction equipment, can be rigged to explode, distracting or destroying guards)

· Security doors (must be hacked by context sensitive actions involving team members)

· Gurneys (noise of moving gurneys will attract nearby guards)

· Blocked staircases

· Crates

Enemies

Basic Corporation Guards

· These guards follow patrol routes or guard doorways and passageways. At all times in the level, the player will be able to find a route past guards without fighting them, for example by waiting for their patrol path to lead them away, or by ordering an accomplice to cause a distraction and then sneaking past behind their backs. If the player chooses to fight, these will not prove to be difficult foes – the Health mechanic for Alpha does not recharge like it does for the Enslaver in the rest of the game, but death should be very hard to come by for the player or any member of Alpha’s team.

Scientists

· A few Corporation Scientists are present, awaiting the player. The player will not know that they have been set up (by The Voice?) and the Scientists will cower in mock fear if approached. The player can choose to incapacitate Scientists, or leave them. If left, scientists will wait for a short while, and then approach an intercom point and summon guards.

Enemy Communications

· The Corporate Guards in the Introductory Level are not the most intelligent enemies, since the player has to have a chance to learn the game’s controls while combating them. They do not have widespread communications, but if they open fire on the player or their team, nearby guards will be alerted.
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If the player is repeatedly discovered and forced into fights, security doors will have their passwords changed, meaning that it will take longer to hack such doors, leaving the team vulnerable for longer. This shows how player actions can affect the game right from the start.

· Scientists wander around the complex, but do not approach or attack the player. They call for backup if left to do so.

ERL Levels

· The ERL in the introductory level has a direct relationship with the alert level of the facility.

· The division between ERL gradations is much smaller than in actual Districts – the threat level posed by the enemies increases rapidly once the player is detected.

· Unlike in the rest of the game, increases in the ERL are accompanied by very obvious signs – alert klaxons sounding and radio reports being made by guards. At ERL IV, rotating alert lights appear all over the facility.

· Events that raise the facility ERL obviously differ from those in the rest of the game, since the protagonists and their abilities are not the same as those of the Enslaver and his horde. These factors are given in “ERL and the Intro Level” in Chapter 3.1.

	ERL 0
	The presence of Alpha’s team has not been detected.

	ERL I
	One or two guards have spotted Alpha’s team and reported suspicious activity. The rest of the facility is on a mild alert.

	ERL II
	Alpha’s presence has been confirmed, and guard patrols are increased.

In addition, a small number of guard units actively search for the team.

	ERL III
	A high level alert – guards are posted at most doors, and the player is not going to be able to advance without meeting opposition.

	ERL IV
	Red alert sounded throughout the facility – security doors slide into place, each requiring more time to hack than before, and many guards flood the facility. To reach this level of ERL, the player would have to have initiate a great deal of combat and allowed many scientists to reach intercom points and call for backup.


4.3.2. Zone 1 – Lab Exterior

This Zone comprises the boat dock, construction yard, beach and the beginnings of the land bridge, which is not yet completed and connected to District 1 of Restoration City.

The beach is the player’s starting location, on the east coast of the island. From here, a winding path leads up to the construction site. This path is watched from above by patrolling guards, but may be safely navigated by a stealthy team (see box-out). The beach itself continues around to the north, beneath the unfinished land bridge, and on to the boat dock.
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The boat dock is on the west of the island and, until the land bridge is completed, is the point of access for Prometheus ships carrying construction materials, equipment and workers, and also employees who work within the facility itself. While construction material is carried to the site via elevator, smaller boats take Corporation personnel to a small dock directly beneath the lab’s heliport.

The construction site is a major addition to the modular lab that has been floated in and attached to the south of the island. Eventually, the site will be a testing ground for Prometheus’ latest project. It is a warren of buildings and structures to force the weapon they are developing to adapt to its surroundings and make efficient decisions to overcome all obstacles. Currently, only the foundations are laid, with a number of scaffolds that have been erected to aid in construction of the first few walls and associated wiring.

The layout of the construction area gives the player an idea of what they will have to make their way through on the return journey. In particular, the currently empty weapon emplacements should be ominous…

Objectives

· Find an entrance to the lab:-

· There is an obvious entrance through the construction yard. The path to it is straightforward, but the player will have to sneak past quite a few guards to make it there safely. If any guards are alerted, the resulting noise will surely attract many others from nearby. More guards are on the bridge to the lab itself – a secret route through some pipes under the bridge may be found if the player looks hard enough. 

· Another entrance leads directly from the boat docks to the lab, by following a narrow access ledge build around the eastern part of the island. This leads to the helipad, which is guarded but offers plenty of cover as there are stacks of supplies waiting to be transferred inside the facility.

· The player can get into the walled off part of the construction area by using context sensitive actions on a nearby construction crane, that lowers a crate into a position that the player characters can climb over. 

4.3.3. Zone 2 – Lab Interior

The interior of the lab is physically complete at this time, though contents and equipment are still being shipped in. The rooms in the northern end are filled with unopened boxes or recently unwrapped, but not yet installed, equipment.
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When entering from the bridge to the mainland (noting the idle gun turrets mounted to the outside of the facility, the player first comes across a general foyer area. From here, other paths branch off, one towards the staff facilities area, which contains an elevator up to the helipad. Another leads to the service facilities, including storerooms and a secret entrance – a set of pipes that run under the bridge to the construction site.

Deeper into the core of the complex, the player finds an ominous operating theatre, currently unoccupied, but with all the signs of being fully functional and in use daily. Surrounding this room, more theatres contain gradually more signs of the experiments performed here – blood-stained equipment awaiting sterilisation, racks of mechanical implants bearing uncanny resemblances to parts of human anatomy, wall-charts indicating progress reports and schedules. Then, a morgue containing mutilated bodies of dead soldiers is found, and here the team discovers the documents they are seeking …

The whole lab is designed as a trap – there are multiple entrances and multiple routes through, but they all filter Alpha and his team towards the Corpse Room. As the team begins to download the data, alarms sound and they are forced to make their way back through the facility. When they reach the Airlock, barriers slam down and gas is released. The team lose consciousness…

Objectives

· Reach the Corpse Room

· Investigate the Info Rooms: These give game information, teaching about the controls of the game through thinly-veiled Prometheus research data regarding the Enslaver Project.

· Uncover Prometheus files

· Reach the Airlock

4.4 Introductory Level 2: As Enslaver
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Whereas previously parts of the facility were under construction, that construction has now been completed, indicating that a significant amount of time has passed between the characters’ capture and subsequent mutilation and experimentation by Prometheus. Areas of the facility are therefore changed and expanded, meaning that routes have changed and new routes have opened, ensuring that the level is still interesting to explore. There are many more guard patrols and automated barriers and defence systems than before. Further, there are chambers which reveal the extent of the horror inflicted upon the Enslaver and his companions by Prometheus.
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Terrain Obstacles

· Security doors – without Alpha’s team members these may seem to be impassable. But then The Voice returns, and explains that doors can now be hacked from afar. Approaching doors starts a timer – the door will open shortly thereafter.

· Small walls

· Gurneys (noise of moving gurneys could attract guards)

· Blocked staircases

· Crates

· Laser grids

· Simple barricades

· Energy fields (defending the Genetic Upgrade)

Enemies

Scientists

· They are observing the experiment, but when the Enslaver starts breaking through supposedly secure barriers and taking out walls with his fury, infecting guards as he goes, they begin to panic and head for the exits.

Corporation Guards

· The guards are more dangerous now than before. They are dedicated to testing the Enslaver’s abilities. At first, guards will possess electrified batons and other melee weapons, to prevent the player from getting zombies equipped with guns too soon. Later on, guns will make their first appearance, allowing the player to create zombies with ranged weapons, and to test them out themselves in 1st person.

Gun Emplacements

· The bridge connecting the labs, the approach to the land bridge, the main gates and certain labs are protected by gun emplacements. These can be disabled if the player can access their power supply, but often this is buried deep within the concrete foundations. Slow moving Shamblers are minced by machine gun fire, but the guns have difficulty tracking the faster Runners.

Enemy Communications

· Communication amongst guard teams is good, but as each team is taken down, others will stand their ground as ordered, rather than come as backup. As the ERL rises with each kill/infection, they begin to get nervous, realising that they might not know as much about the situation as they thought they did.

· The scientists are initially unperturbed by the Enslaver, since they are gathering data from his actions. When he greatly exceeds their expectations, they turn immediately into complete panic mode. They represent little danger, and are easily cornered and turned into Shamblers.

ERL Levels

· As before, the ERL in this second introductory level has a direct relationship with the alert level of the facility.

· The division between ERL gradations is much smaller than in actual Districts – the threat level posed by the enemies increases rapidly as the Enslaver begins his rampage.

· The ERL here is used mainly to unlock relevant stages of enemy equipment – ensuring that the first Shamblers the player obtains do not have ranged weapons, and then unlocking that ability shortly afterwards.

	ERL 0
	The Enslaver has not yet started his escape. This stage of the ERL will not last very long at all.

	ERL I
	The Enslaver has just escaped and has made his first few kills.

	ERL II
	The interior of the offshore lab has most likely fallen to the player, and the island facility is increasing its defences.

	ERL III
	A high level alert – the Enslaver is proving to be more than a match for the defences.

	ERL IV
	Red alert sounded throughout the facility – security doors slide into place, requiring additional time to hack, and many guards flood the facility.


[image: image68.jpg]




4.4.2. Zone 1 – Lab Interior

The appearance of the lab is now totally complete – all areas are lit and fully functional. All areas are also manned – Scientists watch the events through thick, supposedly (…) unbreakable glass and on monitors, and guards are clustered in teams, with batons and tasers at the ready for the Enslaver’s first steps.

On the way out, the player passes through areas seen earlier. The Corpse Room, which before contained the results of experimentation on dead soldiers, is cleared. However, towards the primary operating theatre the player comes across a tube containing the hideously mutilated body of one of Alpha’s companions from the activist group…

Objectives

· Escape from the lab. This will involve passing through the Info Rooms that were missed on the way in, ensuring that the player has access to all the training they will be expected to have by the time they reach the bridge to District 1.
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4.4.3. Zone 2 – Lab, Island Section

This area has changed greatly from the pre-credits level. The construction is now complete – areas have been created to house facility staff and administration, including defence staff (locked armouries, security guard barracks and so on.) However, the area is actually designed to test the fledgling Enslaver’s abilities and guide him towards his first Genetic Upgrade before he moves on to District 1 of the city.

The most obvious path through the area leads straight through to the front gate and hence to the land bridge. However, this path is blocked by laser grids, moving beams that will slice through Shamblers. To pass, the zombies will need to move more quickly…

A Genetic Upgrade is stored in a lab protected by Energy Fields and guards. The guards can be attacked head-on, resulting in a battle of attrition that results in zombie bodies piling up while the Enslaver infects guards to replace them. Alternatively, the power to the Energy Fields can be cut from side areas, using Shamblers to distract guards while the Enslaver goes for the power.

Objectives

· Reach the land bridge: The boats in the docks are gone, since Prometheus has no intention yet of letting the Enslaver reach the mainland. The only way onwards is across the land bridge to District 1. This requires the Runner class, necessitating the discovery of the first Genetic Upgrade:-

· Find the Genetic Upgrade: Forcing the player to find this before they can leave will teach them the importance of finding more Upgrades (it will give hints to their locations within Restoration City) and how to use the Mutate command. Multiple paths exist to find the Upgrade and reach the exit – one relying on combat ability, one relying on a tactical approach and another using a more secret route using what the player learned of the building’s layout while it was still under construction.




4.4.4. Zone 3 – Bridge: Lab to District 1

The bridge is blocked by a small barricade (a) that rises out of the surface of the bridge itself. This cannot be passed by Shamblers, and if the Enslaver attempts to leap across himself he will be targeted by the two gun turrets (b). These turrets are controlled by Corporation Guards at (c), and they specifically target the Enslaver in an attempt to keep him on the island. The power of these guns is enough to force the Enslaver back down the bridge. These gun controllers must be taken out if the Enslaver is going to make it across.
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Once the player has the Genetic Upgrade, Runners can be sent vaulting over the barricade and toward the turrets. The Guards try to stop them, but if their numbers are large enough, or they are distracted by aiming specifically for the Enslaver, the Runners will make it past their firing arc and double back to take out the gun controllers.

While this is going on, Corporation Guards will continue to spawn into the area. The Enslaver will have to fight personally with these guards while he directs the Runners up the bridge. These spawning Guards are a supply of potential new zombies, in case the player’s plan goes wrong and the Runner team is lost.

Once the gun turret controllers have been killed or infected, the player must get the Enslaver across before Corporate reinforcements arrive and take up positions at the gun controls again.

Objectives

· Reach District 1!
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4.5 District 1: Suburbia
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Once a thriving industrial centre, the move towards high-technology industry that has come with the Corporation has not been kind to this part of the City. Once productive factories now stand idle, rusting hulks of concrete and steel slowly being reclaimed by the wastelands that surround them. Giant billboards advertise Prometheus’ plans to develop the area as they have District 2, but these plans have not yet been put into effect - and one is left wondering whether they ever will. In fact, these billboards have the subtle effect of blocking District 2 from the view of District 1, depriving all those who form the construction workforce from enjoying the results of their labour.

As the player moves further north, the wasteland and abandoned manufacturing plants give way to low quality project housing and slums. Tenement blocks line the streets, and a sense of urban decay hangs heavy in the air. The many inhabitants of the city can be seen going about their daily lives, blissfully unaware of the horrors to come.

Towards the bridge into District 2, the player encounters small businesses and slightly improved suburban housing. The graffiti and abandoned cars that characterised the southern areas of Suburbia are gone, replaced with simple low rent housing and small family cars. Light traffic can be seen flowing towards the downtown area as people cross the bridge and head to work.

District 1 houses the construction, maintenance and blue-collar manpower that makes Districts 2 and 3 possible. However, life in District 1 is not ideal, though the Prometheus Corporation promises to change that very soon. Corporate propaganda is a common sight, assuring the residents that their needs will soon be met by their benefactors. Everyone in District 2 and beyond is unconsciously blind to the conditions in Suburbia, preferring to believe that their idyllic life is shared by all rather than contemplating that their comfort comes at the cost of others’.
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Terrain Obstacles

Outside

· Mesh fences

· Barbed wire fences

· Security walls around factories (most topped with barbed wire)

· Low concrete walls (small obstacles)

· Scattered Detritus (barrels, crates, abandoned bicycles, trash cans, broken fences etc.)

· Parked civilian cars (small obstacle)

· Parked vans (small/medium obstacle)

· Delivery trucks (medium/large obstacle)

· Slag pits (possibly with Acid stimulus)

· Children’s playgrounds

· Newspaper dispensers

· Trash bins

· Dumpster (medium obstacle)

· Cracked Road Surfaces

· Narrow alleyways (slows down movement of horde)

· Fire Escapes (Enslaver can use these to climb up, but zombies will have trouble following)

· Hedges

· Shopping trolleys

· Lone trees

· Small fences (at intersections)

Inside

· Small walls

· Glass walls (destructible)

· Gurneys

· Potted trees

· Reception desks

· Plastic chairs

· Laboratory equipment

· Narrow doorways

· Narrow corridors

· Security doors (unlocked by infecting and possessing appropriate Guards/Scientists or by The Voice’s hacking ability)

Enemies

Civilians

· Factory workers and their families, commuters, shoppers.

Survivors

· People defending their homes and families more aggressively than others, hence classed as Survivors rather than Civilians.

Police

· Patrol cars survey the areas regularly but infrequently. Beat cops are present, more so around the factories and less savoury residential areas. They are armed with the lowest classes of police weaponry i.e. handguns and batons. Police patrol vehicles always have at least one shotgun, so cops that spawn from them may be so armed.

Enemy Communications

· Civilians can only communicate verbally.

· Cops can call for backup from HQ (slow response) or other units in the area (faster response.)

4.5.2. Zone 1 - Wasteland

This is the first area the player enters after leaving the offshore laboratory in which the Enslaver was birthed. The ERL is at an absolute minimum when the player first enters, as nobody is aware of the Enslaver’s existence at this time.

This is the most derelict part of the city. It once housed many functioning factories that fed the city and provided export goods for the mainland. Now, however, Prometheus’ redevelopment of the city has changed the itinerary of the factories, leaving many of them destitute while newer factories have sprung up in the northeast of the District to cope with the materials necessary for the new construction work in District 2.

Upon entering this Zone, The Voice informs the player of their main options from here – that their aim is to reach the bridge to District 2, that a Prometheus Lab to the east may house another Genetic Upgrade and that the Police Precinct to the north is sure to send armed response to reports of the Enslaver and his horde. This ensures that the player immediately gets to see the different tactical routes they could take into the suburban areas and realises, if they haven’t already, the truly freeform approach that the game invites them to take.

Objectives

· Ensure that the player has the freedom to experiment with game features: The lab offered multiple routes to completion, but now the game opens up even wider and leaves the player free to move ahead in any direction they choose.

· Establish suburbia through information given by The Voice: Main areas of interest are: Corporate Lab (primary objective), Police HQ, residential areas (zombie resource.)

· Obtain more powerful ranged weaponry: Police squads often carry shotguns, a weapon not encountered in the lab.

· Increase – by infecting civilian workers.




4.5.3. Zone 2 - Factory Slums

A low rent project housing residential zone lies to the north of the factory area. Occupying the centre of the island, most of the inhabitants originally worked in the factories to the south, but are now employed at their replacements, the Prometheus-funded factories in the east.

Quality of life is fairly low, with large families living in small apartments.

Objectives

· Gather resources – infect civilians to increase your generic fodder zombies in preparation for hitting the more influential targets, the Police HQ and the Corporate Lab.

· Retreat to regroup if things go badly.

· Replenish resources used up while taking main objectives.

· Attack the Police HQ from above. The Enslaver can reach certain rooftops. His zombies will be unable to follow him, but the player can access the Police HQ from the rooftops and quickly infect some cops to aid in the zombies’ eventual takeover of the precinct.
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4.5.4. Zone 3 – Active Factories

These factories are of a newer design than those in Zone 1 and are still in use, churning out materials required for the last few renovations to District 2. However, the factories are ill-kempt and dirty, with rusty fences that pose quite a health risk to anyone except zombies…

To the north of the area is the subway tunnel which leads to District 2. The road to this tunnel is used mainly by trucks heading to and from the factories, whereas the residents of District 1 usually travel north via the West Bridge.

This road has been heavily barricaded by police attempting to keep civilians away from a train wreck that has occurred near the tunnel (see Zone 9.) These barricades have been set up irrespective of the Enslaver’s presence, so if they are approached at lower ERLs they will be the largest police barricades the player has come across.

Objectives

· Access the subway tunnel to District 2: The police barricades were not designed to protect against zombies, but the police manning it will soon adapt. To reach the subway tunnel, the player will have to find a way round, over or through these barricades.

· Investigate routes into the Prometheus Lab: The lab can be entered from the front, but there is another, less casualty-heavy way in through the train terminus that Prometheus use to get empty canisters from the trains to the lab.

· Destroy a factory: Volatile substances within a chemical plant can be made to explode violently, triggering a cutscene that destroys the plant. Completing this hidden objective provokes a response from the local police station and the fire station in District 2, reducing the manpower of those two locations.




4.5.5. Zone 4 - District 1 Police Precinct

A primary objective in District 1 is to take out the Police Precinct, which reduces the number of cops in other areas of the District and, in particular, weakens the police forces at the north bridge and the subway tunnel – the two possible routes to District 2.

This police station is a great deal smaller than the massive Police HQ in District 2, but at this stage of the game is one of the tougher objective locations in District 1. The precinct is a very old stone building with many windows from which defenders can fire, and the narrow alleys around it make navigation difficult for a large horde.

Inside, open plan offices are segregated by partition walls, small obstacles that don’t hamper the Enslaver or his Runners particularly much, but pose a problem for Shamblers. If the player has access to Bloaters when the station is attacked, they too have problems inside the building, but their gas attack is very effective in these environments. Of course, the Enslaver has to get inside first.

The cop presence here is higher than anywhere else in the District, and is made up of regular beat cops armed with pistols, shotguns and precision rifles, and riot police equipped with shields, helmets and body armour. These make a strong defensive force, but when infected make good additions to a group of Shamblers…

Objectives

· Reduce police resources throughout District 1 by clearing the station.

· Destroy station communications to reduce effectiveness of defences.

· Destroy long-range communications to prevent reinforcements arriving during the battle.

· Acquire Shamblers with some more powerful weaponry and body armour/helmets by infecting the police defenders or their reinforcements.




4.5.6. Zone 5 - Prometheus Chemical Laboratory

On the east coast of the District is a Prometheus Laboratory. This is the location of the Genetic Upgrade required to leave District 1, so the player must tackle this location to progress.

To the citizens of District 1, the lab looks like any other chemical plant. Large structures contain miles of thick metal pipes, controlled by complicated computerised valve systems, pumping precise quantities of chemicals into large mixing containers or through giant filtering systems, eventually delivering the many commercial products that Prometheus Corp. supplies to businesses and the public – paints, swimming pool disinfectants, medicines and so on.

However, most of this industrial work is a front for the bio-weapons research undertaken within the chemical lab. One of the most fundamental steps in the Enslaver Project has been carried out here and continues to be perfected – the development of the zombification agent that the Enslaver and his zombies use to infect humans and turn them into their weapons.

As with every other objective, there are multiple ways for a player to gain access to the lab, and multiple ways for goals to be achieved once inside. Many stim systems can be interacted with here – from unleashing a torrent of acidic chemicals to melt away the Corporation Guard defenders, to igniting ruptured pipes, sending sprays of napalm and fire at the enemy, to short-circuiting electrical control systems.

Once inside the Enslaver Project lab, the player tracks down the Genetic Upgrade that unlocks Enslaver Stage II and the ability to Mutate to Bloater. With this Upgrade, the Enslaver can use the zombification gas over wide areas, unlocking a large range of new tactics.

Objectives

· The player MUST find the Genetic Upgrade in order to progress to District 2. There are multiple routes to accessing the room containing the upgrade – one involving using acid to melt a new entry into the lab, one involving using Runners and Shamblers to overwhelm the main entrance and one that involves creating a diversion to achieve a stealthy entrance.

· Secondary objectives include finding hints to existence of the hidden lab in District 2 – the lab itself is not revealed, but a hint of a mysterious subterranean tunnel beneath the District 2 hospital might pique a player’s interest and make them investigate the hospital basement.

4.5.7. Zone 6 - Residential

This area contains slightly classier homes than those in Zone 2, located outside the bustle of the city and away from the factories. The inhabitants probably work somewhat menial jobs in the city itself, rather than the factories to the east. White picket fences and single story homes are the key, with neat parks and well-tended gardens.

When the zombies invade, Survivor-class enemies make an appearance. These guys aren’t as prepared for the Enslaver as the Survivors later on are. But when things turn bad, members of neighbourhoods group together, grabbing the family shotgun and making foolhardy attempts to stop the player. (These Survivors are just an enemy class designed to make them behave more aggressively than normal Civilians - they are not collectible multiplayer avatars.)

Objectives

· Infect cop reinforcements to get powerful weapons, such as shotguns and tasers.

· Take out radio substations to conserve the ERL: By limiting the spread of news regarding the Enslaver’s actions, the civilians in other areas will not be informed of the danger they are in, and will be unable to adequately prepare for it.

· Infect Survivors to gain some early improvised weaponry unavailable elsewhere – such as chainsaws or other garden implements. Players interested in ‘collecting’ every type of weapon will make sure to infect these characters rather than kill them.

· Formulate approach plans for the Police HQ.




4.5.8. Zone 7 – Residential/Shopping

A continuation of Zone 6, this area includes more shopping centres – a couple of strip malls and possibly a large supermarket like an Albertson’s or a home and lifestyle store like a Target (not a mall, there’s a major mall in District 2.)

There is some more low rent housing to the very south of the area. These are not tenements like in Zone 2, but ramshackle wooden houses, often hidden behind overgrown garden hedges and ignored by the citizens to the north.

Objectives

· Flush out civilians: Attacking the superstore does not go unnoticed, and actually increases the number of civilians out in the streets in Zone 6, as people emerge from their homes to confirm the crazy rumours they’ve been hearing from the TV, radio and calls from their friends.

· Draw out the cops: Taking out the local police quickly can become a disadvantage later – by giving them a chance to call for backup, the resources at the police station in Zone 4 will be reduced.

· Spread fire: The decrepit wooden construction of the less well-maintained houses in the south are perfect for setting up large fires, if a player thinks of trying this. The houses are reduced to nothing very quickly, sending inhabitants dashing out into the streets and the waiting arms of the zombie army. The police are drawn out even more so than by a direct attack on the superstore, weakening the police station significantly. The fire station in District 2 also responds, lowering the number of its defenders when the player reaches it later.




4.5.9. Zone 8 – Bridge: District 1 to District 2

Everything that the player does in District 1 is in preparation for the assault on the paths that lead to District 2.

There are two ways that the player can take; a suspension bridge directly north from the lab in which the Enslaver was ‘born’, and a subway tunnel to the east, in Zone 9.

The bridge is blockaded hurriedly almost as soon as word of the Enslaver’s incursion is spread – almost as if someone already knew it would happen. Police units, including riot teams and APC’s for defence and blockading purposes, are gathered and waiting.
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Small concrete barriers have risen up at the base of the bridge – these prevent passage by Shamblers. Electrified wire mesh barriers span each of the roads across the bridge, each with a power generator, and these prevent any other zombies from progressing.

However, by using the wind currents flowing through the bay, the player will be able to use Bloaters to infect the cops beyond the barriers, and then use the new zombies to take out the power generators.

Objectives

· Reach District 2!


4.5.10. Zone 9 – Subway: District 1 to District 2

The other way to District 2 is through the subway tunnel.

At the moment, the entrance to the subway tunnel is blocked by a cargo train that mysteriously derailed just as the Enslaver became active. An observant player might question the fact that the cargo seems to be empty Prometheus canisters en route to one of the labs; was the train derailed to deliberately block the Enslaver’s progress?

Whatever the cause, the train is surrounded by a group of policemen diverting people to another route. The player will have to tackle this blockage to reach the tunnel.

The derailment has caused large wire meshes to fall from the ceiling and become electrified as they touch the railway tracks. There is no way for any zombie types or the Enslaver to pass without dealing with the current first.

Wind currents blow into the tunnel – these can be used to send Bloater gas to infect the railways workers inside the tunnel. Once infected, these can disconnect the power supply by attacking it.
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The burning trash can at [c] prevents the player from using the same tactic at the second barrier [d] – the Bloater gas would ignite. Instead, they must travel down the side corridor [e] to reach the second power supply circuit.

Objectives

· Reach District 2!

· Shamblers and Bloaters cannot pass the wreckage, although the Enslaver himself can.

· The player cannot continue through this bottleneck without using Bloaters. First, Runners have to be created to get over the blockage, and then mutated into Bloaters to finish the job.



4.6 District 2: Downtown
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The southern areas of the second District are predominantly made up of middle class residential Zones and governmental facilities. Well-maintained apartment buildings with sprawling penthouse apartments and rooftop gardens abound, built above expensive fashion or sports shops.

To the north, the towering skyline of the financial district looms large. West of this, a large docklands area hides a secret Prometheus lab facility. North of the docks is a large, modern hospital, recently built by Prometheus. This hospital is being used by the National Guard as a sanctuary for evacuated civilians. The National Guard themselves have set up an operations base in the areas around the hospital, using a large multi-storey car park as a vehicle base and a large park as their HQ.

To the east is somewhat open ground, with small parks and retail estates dotting the landscape, centring on a vast shopping mall. The mall itself is surrounded by large car parking areas, making the approach towards it very exposed. An exclusive marina is attached to the mall area.

North from the mall, and east from the banking districts, lies the baseball stadium. As the Enslaver overwhelms the city the police begin evacuating civilians into the temporary protection of this stadium, making it both a tempting and difficult target for the player. In the surrounding areas, various sports bars and more small retail parks have congregated in the area, hoping to tempt more money out of the baseball crowds on game days.

Near the stadium is a large power plant, supplying power to the rest of the city. Destroying the power plant would take out electricity to every area that did not have its own generators, hugely reducing human accuracy within darkened buildings. However, the power plant is defended by a large band of survivors, who have rigged the place with traps, making it a deathtrap for those who don’t know its layout.

Finally, heading north to enter the Corporation’s home turf in the third District, the player passes through the financial and theatre districts of the city. Large exclusive department stores, expensive restaurants and theatres line the wide city streets of these areas, in-between the coffee shops and billboards.

The District is more alert to the danger of the encroaching horde than District 1 was, so organised barricades crop up regularly even in normal areas.

Terrain Obstacles

Outside

· River (a large horde can be a danger to itself, as crowding zombies force each other off the bridge and into the river.)

· Parked/abandoned cars (small obstacles)

· Parked/abandoned vans (medium obstacles)

· Parked/abandoned trucks/buses (large obstacles)

· Burning vehicles (explosion hazards)

· Shipping crates (large/very large obstacles)

· Cranes

· Barrels

· Fork lift trucks

· Mesh fences

· Barbed wire fences

· Electrified fences

· Security gates

· Manned security booths (with Gun Turrets)

· Boarding ramps

· Deck/mooring ropes/chains

· Narrow metal staircases (on ships)

· Hospital Moat

· Barricades (sandbags)

· Barricades (wire walls)

· Barricades (temporary, corrugated iron defences)

· Hedges

· Ornamental Gardens

· Shopping trolleys (small obstacles)

· Fire hydrants

· Parking meters

· Trash bins

· Dumpster (medium obstacle)

· Fire engines (large obstacles)

· Phone booths

· Park benches

· Children’s play areas

· Train tracks

· Railway pillars (holding up train tracks)

· Theatre queue guide ropes

· Ornamental lakes

· Ornamental gardens

· Driving range nets

· Wrecked boats (medium/large obstacles)

Inside

· Very narrow passageways

· Narrow doorways

· Security doors

· Small walls

· Glass walls (destructible)

· Gurneys

· Laboratory equipment

· Reception desks (small obstacles)

· Plastic and metal chairs

· Potted plants

· Desks

· Photocopiers

· Topiary

· Museum exhibits

· Library shelving

· Large library tables

· Photocopiers

Enemies

Civilians

· District 2’s Civilians comprise commuters (office workers), shoppers, shop assistants, residents, government officials, doctors – everything in a modern city. The city is on alert, so none of these Civilians are actually doing their normal routines, they are all looking for answers, help or a way out.

Police

· The police are on alert, responding to the crisis in District 1 and readying District 2 for invasion. A large force is blockading the north end of the District 1 bridge and the force is attempting to shepherd Civilians to safe places. The police are all well-armed, and frequently backed up by riot police, many wearing gas masks. In addition, SWAT teams, only seen at the end of District 1, are commonplace in District 2, with teams sent out to hunt down the Enslaver and take out his growing army.

National Guard

· The National Guard have been deployed, and have established a base in the western side of the city. They are protecting a large Civilian sanctuary – the Hospital – and sending out troops to actively take out the zombie army. They have more powerful weaponry than the cops, including rocket and grenade launchers and tanks. They also behave in a much more organised, militaristic way, with unit formations and battle tactics.

Survivors

· The main groups of Survivors in District 2 are at the Shopping Mall, Power Plant and Marina Club House. These are ardent Survivors, equipped with powerful weaponry made up of anything they could find. The ones in the Shopping Mall in particular have turned their refuge into a fortress and jealously defend it against all-comers, human and zombie alike.

Enemy Communications

· Civilians can only communicate verbally.

· The police have good communications, and backup is quick to respond to radio calls. Backup can take the form of several squad cars, a battalion of riot police, a police APC or a couple of SWAT teams.

· The National Guard have excellent communications, and are well-organised and prepared for battle. While their base infrastructure is still sound, they can summon extra battalions, APCs, rocket launcher troops and tanks when under attack.

· Survivors have varying levels of communication. Those in the mall have access to mall communications and are well-organised and have established routines to ensure that every possible entry into their sanctuary is patrolled and defended. Those in the Clubhouse are a little less organised, but in such a small area that verbal communication suffices. The Survivors in the Power Plant have set up their own routes through the plant, setting electrical and acidic traps along other routes to prevent others from invading their base.


4.6.2. Zone 1 - Bridge

At the far end of the bridge is a heavily landscaped, welcoming run-off ground, the necessary workings of the road system, which splits off to access the eastern and western sides of the island while the main through-road drops beneath the fly-over into a well-lit, ultramodern tunnel before emerging in the city itself.
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The three main routes beyond have been barricaded by the police, and form a difficult obstacle to the invading zombie horde.

Objectives

· Get off the bridge and infiltrate the city.

· This area forces the player to choose an entry point into District 2. To the left they will face mostly National Guard forces around the city Hospital. The right hand road leads into Survivor territory, and straight ahead is the District Police HQ.




4.6.3. Zone 2 - Docks

Commercial docking port, warehouses and container storage site – the docks are walled off and security gates prevent access, but a determined force could bypass this security fairly easily. Large cranes run the length of the docks, lifting cargo containers from the decks of the commercial ships transporting goods to the city. The storage area is filled with grain silos, filled and emptied by giant Archimedes screw systems that lead out to the ships in port.

A sprawling construction yard lies to the north of the Zone, possibly with the eventual intent of adding to the hospital that it borders. The construction cranes here can be used to access the roof of the hospital.

Objectives

· Reach the bridge to the Prometheus dock.

· Bypass the National Guard and police areas to approach the hospital from the Southwest.

· Commandeer a crane to access on entry point to the hospital in Zone 4.




4.6.4. Zone 3 - Prometheus Docks

South of the civilian docks, and separated from them by a heavily defended bridge, is a private Prometheus dock. Ships emblazoned with the Prometheus Corporation logo drop off mysterious shipments to these docks, which are then taken by Prometheus trucks to other laboratories, or somehow just disappear overnight.

In actual fact, much of the material is taken to a secret Prometheus lab hidden inside a large warehouse. This lab is guarded by corporation forces and defence systems. Inside, the bodies of dead soldiers are stored, and prepped for surgery in the Zone 14 laboratory. The lab is disguised, and is very difficult to find without prior knowledge of its existence.

(There is an even more secret route into the lab – through an underground tunnel leading from the hospital. If the player manages to discover this, they will be able to bypass the exterior security on their way into the lab.)

Throughout the area, the player should notice odd things – the presence of U.S. Army vehicles in a supposedly private firm should be suspicious. Prototypes of containment devices are in development here – containment devices that the player will witness first-hand at the end of the game…

It is here that the player can find another Genetic Upgrade.

Objectives

· Reach the Prometheus dock, by fighting through the defences on the Prometheus bridge.

· Disrupt Prometheus activity by destroying some of their ships (allows for good visual reward, as ships drift away/into each other and explode.)

· Discover the Genetic Upgrade, by disabling the high security protecting it from the Enslaver (or, rather, testing his ability to find it.)

· Disable internal communications, by taking out the central communication room.

· Uncover hints as to the objectives of the Enslaver project.

· Uncover some details of the defences at the other facility in District 2 and the island defences of Prometheus HQ.

· Destroy the lab equipment to disrupt the project.

· Discover an underground passage to the Hospital.




4.6.5. Zone 4 - Hospital and Mainland Bridge

There is a heavy amount of refugee traffic that has accumulated as the civilians attempt to use the mainland bridge in order to escape the city. However, the bridge is currently raised, as the National Guard is preventing access, causing a large traffic queue to appear. The primary refugee site, guarded by the National Guard, is housed within the hospital grounds. This area is heavily barricaded and defended by the National Guard.

Objectives

· There is a secret route to the Prometheus facility in Zone 3 through the hospital, in an out-of-the-way, not-normally-accessed-by-the-public place - the morgue. Hints to its existence can be found in the other lab across the District.

· Lots of civilians are in this area, meaning lots of potential zombies. A wise player might leave these area until later, so that they can always be used to replenish the zombie army (though this tactic will result in the National Guard defences getting progressively stronger and harder to crack.)

· The raised bridge is a potential route to the mainland, where the Enslaver’s zombie horde could take over the whole country! The player will never be able to achieve this, but if they try they are treated to a visual reward when the army on the mainland (already in place, thanks to the fact that Prometheus has planned the whole event) destroys the lowering bridge, to the dismay of any surviving civilians. This increases Fear levels throughout District 2.

· The National Guard is using the hospital as a staging ground and the hospital’s internal tannoy system is the primary means of mass communication. A stealthy entrance into the hospital could take this out and disrupt the actions of the Guardsmen. Since the communications centre is on the roof, this will involve using the crane from the construction yard (see Zone 3) and will require the Enslaver to have used enough Genetic Upgrades to make the leap from one building to another. Success halts the arrival of backup National Guard troops (stops unit spawning.)

· The hospital is a source of medical supplies to the rest of the city. Occupying it completely weakens the supply lines, and other areas, especially the stadium, will be affected drastically.

· The defenders of the hospital can be compromised by taking out the power substation in the local area. This has the same effect as reported for taking out the Power Station (see Zone 15), but only for this local area.

· Prevent the ERL from rising too high, by taking out the reporters.

· Destroying the National Guard vehicle depot in Zone 5 slows down (i.e. reduces in number) the backup response from that Zone.

· Successfully breaching the Stadium in Zone 16 causes Civilians to flee to the hospital instead, increasing their numbers sharply.

4.6.6. Zone 5 - Offices and Shopping

This is primarily a residential area with tower block apartments and some shopping (mostly fast food, convenience stores or shops that serve to cater for the residents living requirements). Within Zone 5, in a giant parking complex, the National Guard has established a vehicle base. Here, they have stored their APCs, troop transports and a few small tanks within an enormous parking structure, an ideal base for this purpose.

Troops and equipment can always be brought in to replenish the forces at the car park, through helicopter access on the top floor. Both of these resources can be eliminated by taking out the National Guard HQ and weapon depot respectively.

Objectives

· Destroying the National Guard’s supply of vehicles will weaken the Guard in other areas. However, getting into the fortress-like car park is not an easy task.

· Take out the power substation: The car park’s lighting is supplied through a substation that distributes electricity from the power plant. By taking out this substation, the visibility of the defenders, as well as their confidence, can be reduced.




4.6.7. Zone 6 - Residential

Tall, modern office buildings dominate the skyline and share the area with a large number of brand shops, stores and restaurants. The train station that brings mainlanders to the city is also found here.

To the north is a small offshore island, with three bridges leading to it. This island houses a park, which has been selected as a base by the National Guard. They are defending the bridges as they co-ordinate the actions of other National Guard units in the District.

A media transmission centre is located here also, helping to broadcast news of the zombie plague to the remaining areas of Restoration City, and the world. This relay station is one of three on this island.

Objectives

· Eliminate the National Guard Headquarters. This will be fairly tough to do (though can be helped by removing their vehicle capabilities and their weapons in other Zones) but will devastate the National Guard throughout the District.

· Find and defeat the Survivors. A small sidequest against a nest of strongly defensive Survivors can yield the player a playable avatar in multiplayer games.

· Disrupt the media. To keep the ERL down and make their subsequent actions easier, the player should eliminate the media transmitter and others like it around the District. If all three transmitters are destroyed, the Survivors in District 3, Zone 2 (Media Centre) are seriously hampered.

· Use the train to reach the mainland – as with other such missions, the army will not allow this. A triggered event could show a train full of civilians (with people hanging on the sides, desperate to escape) being derailed by missile fire and crashing into the streets below (which could potentially open up new areas for the player to access.)




4.6.8. Zone 7 - Residential

More tower block apartments are located here, but these date back to the origins of the original city, before the Prometheus city restoration program began. They have been fully renovated however and are considered to be upper-class accommodation.

Alongside the apartments are found theatres, high-class restaurants and bars. One of these theatres contains the National Guard arms depot. This is a temporary base used for the containment and transportation of arms and munitions. The theatre has been chosen for its easy access, allowing deployment of arms to be carried out efficiently. This provides many avenues of attack for the player’s horde, though it will always come across stiff resistance from the heavily armed National Guards inside.

There are lots of Civilians in this area – working their way toward the hospital and taking shelter behind National Guard barricades.

Objectives

· Take out the National Guard arms and ammo dump. This will weaken any remaining National Guard in the district, making the player’s approach to their headquarters or the bridge to District 3 easier, and will also give the player access to some powerful new weaponry.

· Even if a player takes out the National Guard, they may want to leave the civilians here in case they need to take a break from the eventual assault on the bridge to recoup the horde’s losses.

4.6.9. Zone 8 - Police Headquarters

The large police HQ in this area houses not just a massive police force (including riot police and SWAT teams) but also the police administration and communications. The Police vehicle depot, servicing all forms of police transport and refuelling, is located underneath the station, and vehicles are constantly entering and leaving this parking lot in response to events around the city.

The police have barricaded all roadside entrances to the station, and are defending the buildings as efficiently as they can. Not only do they have themselves to protect, but their uninterrupted services are crucial to the city’s survival of the zombie invasion.

Key to Diagrams
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Physical Description
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Road Layout

· The Police Headquarters is located at the very centre of District 2.

· A major highway (6 lanes) runs east to west to the north of the station [1].

· Another highway (4 lanes) runs east to west directly to the south [2].

· Two lesser roads run north-south on each side of the station [3].

· A major road (4 lanes) coming in from the north splits into two in the middle of the station grounds. North-going traffic moves up the eastern split [4], and south-going traffic follows the western split [5].

Surrounding Areas

· To the north a large theatre and an apartment building are directly across the highway from the station. There is no direct access to the police station from these buildings, but they can be used as vantage points.

· To the east is a shopping area, backing onto the Police HQ’s eastern wall.

· To the south the buildings offer good vantage points to co-ordinate an attack on the two legs of the highway that access the heart of the police station.

· To the west lie offices. Two of these buildings border closely onto the police station. By reaching the office roof, the player can break a fire escape, which collapses across the street and gives roof access to the western building.

Exterior Description

· The Police Station contains 4 buildings – Public Reception, Communications Tower, Armoury and Administration.

· The southernmost building is a public Reception. This six-storey building faces the government district, and has a very classic columned façade, with two symmetrical staircases leading up to a grand entrance, adorned with pillars, U.S. flags and a large “Protect and Serve” motto carved above the doorway.

The staircases offer a strong tactical advantage to the defenders of the HQ – by barricading the stairs they gain both defensive and height advantages (see “Enemy Deployment”, below.)

· North of the Reception building, at the point where the road splits, is the high tech Communications Tower. This tall structure, nine storeys in height, houses the equipment and personnel that keep all police units throughout the city organised. The Communications Tower is entirely unclimbable, due to its glass exterior.

· The Armoury and Administration Buildings are mirror images of each other. Each stands 5 storeys high, and has an elevator shaft access on the roof.

· The Reception building is connected to the other three by way of walkways that go over the roads below. These are at the same level as the ground floor interior of the Public Reception building, which is itself raised above the ground outside due to the grand staircases leading into it.

· Similarly, the Armoury is connected to the Administration building.

· Another walkway directly above the first connects the sixth storeys of the Public Reception building and the Communications Tower.

Climbable Surfaces

The following diagram shows the walls that can be climbed by Shredders. The only wall outside the police barricades that can be climbed is the old façade of the reception building. This is heavily defended by the police on the stairs, and the snipers on the opposite rooftops, making Shredder access difficult. Once inside, however, Shredders can reach any rooftop except the Communications Tower.
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Interior Description
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· Only the ground floors of the buildings are accessible, with the exception of the Communications tower, which is also accessible at the seventh storey, via a player-created Entry Point (see “Entry Points”, point H, below), and the basement.

· The Public Reception building houses a large marble atrium, complete with reception desks, pillars and sweeping staircases leading up to a second floor balcony, from which defenders can fire. The second floor beyond the balcony is not accessible to the player.

· The Communications Tower is a triangular prism shape, rising up over the whole station. The sixth floor and upwards is ostensibly all packed with transmission equipment, but there is actually a secret Prometheus communications room hidden in here, at the seventh storey level. This room is secretly used to monitor the exchange of police information, keeping Prometheus aware of everything that’s going on in their city.

The ground floor of the Communications Tower contains a power substation.

· The Armoury consists of an access corridor leading from walkway to walkway, with a single entry way into the armoury itself, at the southern end of the corridor. This is a heavy blast door, and can only be taken out by a sustained attack by a strong force. Once opened, this door cannot be widened, meaning that the player is forced to enter with only a couple of zombies at a time.

The wall between the corridor and armoury room is thick and indestructible. The door is the only weak point.

Within the armoury is a large target range and a weapons locker.

· The Administration building contains a large, open-plan office filling the southern end. To the north-east is a small row of holding cells. To the north-west is a kitchen/access area containing the elevator, doorway to the northern walkway and exit to street level (down a flight of stairs.)

Two final small rooms at the north and south ends of the building house two of the station’s three power substations.

· Two elevators service the east and west buildings – these go from the top floor to the basement. The lifts themselves are inaccessible, but the workings can be accessed from the mechanical shaft access on the roof.




Entry Points

The Police HQ has the following entry points:-
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· A: Two structures on the rooftops of the east and west buildings house the mechanism for the two elevators. These can be broken open to reach the elevator shafts, which are good access points for Shredders. (Very small entry point, can be widened to allow use of plummeting Bloaters.)

· B: Large, glass revolving doors are used by the public to access the main reception area. With enough pounding these, and the walls connecting them, can be broken to form a wider entrance. A grand staircase, easily defended from above, leads to this door. (Medium entry point, can be widened to Large.)

· C and D: These four doors, each at the top of a small flight of stairs, lead into the main corridor running through the Armoury building and into the Admin building. They are not locked. (Small entry point, can be widened to Medium.)

· E: If the player destroys the crashed oil tanker outside the station (see below), the resulting explosion brings down a significant section of the northern wall, forming a large hole into the kitchen. This blocks the basement access point, G. It also begins a large fire, as the spilt oil combusts. This fire must be put out using the nearby fire hydrant in order to safely access Entry Point E. (Large entry point)

· F: This is the vehicle entry door, leading from street level down to the underground depot. It is always open, until the player blocks it – see “Enemy Deployment” below. (Large entry point)

· G: This is the vehicle exit door, exactly the same as F. However, opening entry point E also blocks entry point G. (Large entry point)

· H: This is the only way to access the Prometheus transmission room. The building is encased in glass which, with enough force, can be broken through – see “Objectives” below. (Medium entry point)




Enemy Deployment – Basement Level
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· Vehicle Depot: The two street level entrances to the basement are in constant use by police vehicles and so the defenders have been unable to block them with barricades. Instead, lots of riot police form a temporary blockade, backed up by regular cops and SWAT snipers on the rooftops of the theatre and apartment building opposite.

If the basement is broken into, the police can use the many cars in here as cover.




Enemy Deployment – Ground Level
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· Ground Floor – Highway: The street that runs through the middle of the Police Station leads to most of its access points, therefore it has been cordoned off and barricaded by lots of police.

The northern end of the road has a huge barricade, manned by a lot of cops [1]. This is the widest part of the road, and they have blocked it and defended it accordingly. The barricade extends out into the road to give the defenders a wide firing arc, but this has unfortunately caused an oil tanker [2] to swerve and crash into the northern side of the building, near the vehicle depot exit.

The south-western end of the road has a large barricade behind two smaller barricades, each manned by a unit of police and riot police [3].

The south-eastern end of the road has three small barricades in position to block attack that way [4].

· Ground Floor – Public Reception: The staircase leading to reception is barricaded several times [5], with each barricade manned by several cops and riot police. The staggered nature of the steps makes reaching the front door dangerous for an ill-prepared horde.

The main entry door is lightly barricaded, with a line of riot cops and regular police behind standard police barriers. A few civilians cower in the reception foyer, behind any available cover [6].

· Ground Floor – Communications Tower: Another barricade at the northern end of Public Reception blocks the walkway to the Communications Tower. The cops manning this barricade will target any zombies in the reception area until they are dealt with [7].

· Ground Floor – Armoury: Small squads of cops cover the two doorways that lead to the central road section, in case any zombies slip past the three main barricades [8].

A couple of squads of cops are inside the firing range [9].

· Ground Floor – Admin Building: Cops defend the doorways out onto the street here too, and many more cops are deeper in the room, using the decent cover supplied by the open plan office environment [10].

There are a few Civilians in the cells – these are restrained by bars, and can be freed and fed upon if the player can break down the bars [11].




Enemy Deployment – Roof Level
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· Upper Floor – Communications Tower: A small squad of police man the observation room here. 

· Upper Floor – Surrounding Buildings: Rooftop snipers on the theatre, apartment building and government buildings can provide fire support for these three barricades.




Objectives

The following objectives can be carried out inside the Police Headquarters:-

· Remove vehicle capability of police

· Destroy the police presence

· Take out station communications

· Take out police station power supply

· Discover the uplink to Prometheus HQ

The requirements to complete each of these are given in the relevant sections below. Please refer to the area maps for locations of objectives.

Remove vehicle capability of police

· By blocking the entrance and exit to the underground vehicle depot, the player can stop the spawning of police vehicles throughout the city.

· The doorway at F can be blocked by dropping the western elevator from the top floor.

The Enslaver can force open the doors to the elevator shafts at Enslaver Level III or IV. This can be done in the vehicle depot or the ground floor elevator doors. (Context Sensitive Action)

A Monster can force the elevator shaft doors open if specifically ordered to attack them (they appear as viable targets.)

Alternatively, the Enslaver (at any level) can access the shaft from the rooftop (at Entry Point A.)

The elevator is at the top of the shaft – attacking it (appears as a viable target) causes it to drop. When it slams into the bottom of the shaft, it blows out the walls, causing a large explosion of debris that blocks the roadway.

· The doorway at G cannot be blocked in this way – its elevator is at the basement level, so cannot be dropped.

The oil tanker outside will explode with enormous force if attacked. This explosion brings down the wall above the depot exit, blocking the road and opening a new pathway into the kitchen above.

· Once both exits are blocked, the objective is achieved.

Destroy the police presence

· Taking out the police station entirely stops the spawning of police backup units throughout the rest of the District.

· To complete this objective, every cop inside the station must be killed or infected. The cops on the external barricades and the snipers on the surrounding buildings do not count as part of this tally.

Take out station communications

· There are three ways to accomplish this objective:-

· If all of the cops in the station are killed, station communications are gone, since there is no longer anybody to communicate with each other. However, there is no longer anything gained by achieving the objective…

· Destroying all of the antennae on the tower disrupts communications. There are three antennae, one on each of the northern facing sides of the building and one on top. They can only be hit by ranged attacks, and it will be difficult to accurately target a Shambler’s weapons to do the job. However, completing the objective this way counts in the final tally of the player’s actions, contributing to one of the game’s endings.

· The final method is to take out the power substation at the base of the tower. The substation explodes violently, shattering the glass of the tower. In a spectacular cutscene, the tower crumbles completely. This counts towards the player’s collateral damage tally, and has the side-effect of destroying the Prometheus transmission room. If the player has not achieved the objective within that room, the chance is lost upon the tower’s destruction.

· Once communications are disrupted, all police units throughout the station lose their ability to call for backup from other units.

Take out police station power supply

· Destroying the three power substations on the ground floor removes power to the rest of the station, making the rest of the assault easier.

· The substations are located in the kitchen, admin office and Communications Tower.

· With power out, all interiors are darkened, especially in the vehicle depot, armoury and holding cells, none of which have windows. The reception area is similarly affected, although it does have a large glass doors in the south wall.

Discover the uplink to Prometheus HQ

· The Corporation is watching everything and, in a secret room hidden in the communications tower, a small monitoring room is located, containing a few Corporation scientists. Finding this room gives the player hints to the overall storyline.

· To get in, the player needs to reach the rooftop of the Public Reception building. At a high enough Enslaver level, the player can jump to the roof from the Armoury or Admin rooftops. Alternatively, Shredders can climb the Public Reception building walls (though not Communication Tower itself.)

· Only the Enslaver or a Monster can break the glass into the room, so any Shredder that gets up there must be Mutated to complete the mission.

4.6.10. Zone 9 - Government Buildings

The offices of the city administration – now completely rebuilt and modernised by the Prometheus restoration program. There is a huge amount of Prometheus corporate imagery contained within this area. Perhaps as a reminder to the civic authorities who is really in control of Restoration City? Other civic buildings are located here, including the city museum and library – now renovated and restored to their former glory – replete with new displays as provided by the benevolence of the Prometheus Corporation. One wing of the museum is currently given up to a showcase of the history of the Prometheus Corporation, the restoration program and their advances in science, medicine and healthcare.

A media transmitter, similar to the ones in Zones 6 and 16 can be found somewhere in this Zone. This transmits news broadcasts through the media centre in District 3 and on to the world.

Objectives


· The player may be suspecting that Prometheus has more interest in Restoration City than simple scientific research. The things that the Enslaver has seen in the labs couldn’t happen without the complicity of the government. Following up such a hunch, there could be information regarding the Enslaver project and the game’s storyline to be discovered in the government buildings.

· The museum exhibit isn’t of great interest to the Enslaver or to Alpha, his former self. But an observant player may get a hint of what’s to come if they look at the images of District 3 on display here (basically, it’s an exhibition of production concept art, but the layout of District 3 will be among the images…)

· Zone 9 borders onto the police HQ. The player can find routes into the police compound from this area.

· Disrupt the media. To keep the ERL down and make their subsequent actions easier, the player should eliminate the media transmitter and others like it around the District. If all three transmitters are destroyed, the Survivors in District 3, Zone 2 (Media Centre) are seriously hampered.

· This area, with its unique architecture and museum exhibits, gives lots of opportunity for visual rewards. The player can try to cause as much destruction as possible, and witness crumbling buildings, burning canvasses and toppling statues. And pretty much everyone will relish the opportunity to destroy some simulated modern art …




4.6.11. Zone 10 - Marina

An upper-class marina and clubhouse, where yachts for the city’s richer inhabitants lie berthed. The civilians here are trying to escape the island in these boats. There are riots occurring as the rightful owners fight with other desperate individuals over the boats. The player will witness overloaded boats capsizing, people fighting for places and boats colliding in a mad scramble to get away.

In addition there is a golf driving range attached to the clubhouse. A group of hardened upper class Survivors (refugees from District 1 and 2) are using the clubhouse as a base of operations and resources. Unlike the other civilians, they are already aware that even escape by boat is doomed thanks to the quarantining of the city, and have instead found somewhere where they can’t be attacked from the rear. They brought weapons from local gun shops in the mall, before the occupants of that area sealed it off, and have organised themselves into militaristic watches to keep a full-time lookout, hoping to last through the disaster.

A U.S. Army battleship sits offshore. It will destroy any boat that leaves the harbour, to prevent the zombie contagion from spreading. At high ERLs (III or IV), this ship begins bombarding the player’s horde, using the same mechanic as the military air strikes in District 3. If the player should come into range of the battleship at these ERLs, they will get a taster of things to come.

Objectives

· Obtain armed Shamblers, by infecting the Survivors. They may be useful if the player’s attacks on other areas has depleted their stock of armed zombies.

· This is pretty much the only area in the game where the player can get a zombie armed with a golf club…

· Unlock Survivors for use in multiplayer modes.




4.6.12. Zone 11 - Shopping Mall

This area used to contain old city dwellings but the inhabitants were relocated and the area levelled. A massive shopping mall now sits on the totally re-modelled site, shining white stone and glass attracting city inhabitants like moths to a flame. The best of brand shopping and fast food can be found within. Citizens rich and poor flock here to spend their savings.

Just west of the mall is a huge area of parking facilities, used by travellers from District 2 and 1 to park their cars when visiting the mall. There are also a number of other businesses contained within this area – including car retailers, realtors and entertainment facilities such as a cinema complex, ice rink and bowling alley.

Upon sighting the shopping mall, the player should have an idea what to expect – the shopping mall is one of the most iconic locations associated with zombie movies. True to form, a big group of Survivors has taken control of the mall and are holed up inside. They have erected makeshift barricades and control both the vast interior and the expanse of roofing. Very much aware that their refuge is a tempting target for both humans and zombies, they are acting to defend their fortress with their lives, keeping watch on the surrounding areas, locking and guarding all entrances, gathering all the food and supplies into one strongly defended area and shooting anyone or anything that comes near.

Their behaviour has triggered a response from the police, who would prefer to use the mall as a sanctuary for civilians. Reporters have turned up on the scene to report the developments to the rest of the city.

Objectives

· Destroy food, medical and weapon supplies for the rest of the city, while taking out a strong force of Survivors.

· Prevent the ERL from rising too high, by taking out the reporters.

· Gain multiplayer avatars from the leaders of the Survivors.




4.6.13. Zone 12 – Residential, Restaurant & Retail

This is primarily a residential area, dominated largely by newly built apartment buildings. There are also a number of sports and fitness shops, restaurants and sports bars situated within the area, which cater to the traffic coming to and from the baseball stadium.

There are small pockets of Survivor resistance through this zone, claiming shops as their bases and arming themselves with anything to hand – baseball bats, tennis racquets, chainsaws and so on.

Objectives

· Undermine the police defence of the neighbouring Zone 8, and find a way into the police station over the rooftops.

· Equip Shamblers with an array of sports weapons to stage an ironic invasion of the stadium to the north.

· Unlock Survivor avatars in multiplayer mode.




4.6.14. Zone 13 - Retail, Small Business & Sports Shopping

A number of single story, prefab, businesses are here plus some warehouse storage facilities. The District 2 Restoration City fire station is also housed here and will continue to respond to emergencies to tackle fires until such time as they (rather than the fires) are put out of business. The fire crews will continue to be a nuisance (in terms of putting out fires helpful to the player) until dealt with.

The fire station’s defences may have been weakened if the player had set off large fires in District 1 – in particular, Zones 3 and 7 in that District could have used up resources from the fire station, making the player’s subsequent attack here slightly easier.

The fire crews themselves are classed as Survivors – wearing gas masks and armed with axes, water hoses and perhaps Molotov cocktails. After all, who better to use fire as a weapon than the fire department?

Objectives

· Take out the fire station. This will help a player who often uses fire in the remaining Zones.

· Prevent the escape of the fire crew. As the fire station is about to fall, an organised convoy of fire trucks attempts to leave. Two rows of three fire trucks emerge from the garage, followed by axe-wielding fire crews, and trundle slowly down the main road, crushing any zombie that gets in their way. If the convoy should escape, they can still support other Zones, despite the loss of the fire station. Defeating them will render the city without fire crew support.

· Obtain multiplayer avatars. The iconic fireman is a worthy avatar, with access to fire axes and Molotov cocktails.




4.6.15. Zone 14 - Prometheus Research Laboratory

On a man-made island, accessed by a concrete causeway, there is a large Prometheus research site. The site can only be entered when the security systems, defences and guards have been neutralised. Other defences, ones that cannot be countered, only allow the Enslaver into the facility, forcing him to leave his army behind. Within, the player will discover more secrets regarding the Prometheus Enslaver Project and will also be able to unlock one of the game’s Genetic Upgrades.

This lab receives the bodies prepped in Zone 3, and performs mysterious procedures on them. The player witnesses bodies propped up on racks, in various stages of surgery. Implants are added to the bodies, computer systems are latched onto their spines, and close-fitting, flexible casings are wrapped around their bodies and heads. Later, the player will have to combat many of these new Omega Troop soldiers…

Key to Diagrams

[image: image47.jpg]. Genetic Upgrade
Q Sentry Gun
° Corporation Guard
Impassable Door
€nergy Barrier

Acid Vat

]|
L]
L Generator
UP

Helipad

DOWN







Physical Description

Exterior - Causeway

· Leading to the lab is a large concrete causeway; it is the only way into the facility. Many automated gun turrets defend this location. With a complete lack of human presence the Causeway feels largely abandoned. The player will need the zombie horde in order to breach the causeways security systems and gain access to the island, which houses the biomechanical lab facility.
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Exterior - Main Gate

· A large energy barrier surrounds the main entrance to the lab facility. This energy barrier prevents any zombie (other than the Enslaver) from passing. To enter the facility the Enslaver must first pass through this barrier leaving his horde behind.

Interior – 1st Floor
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· Helipad: Helicopters come in through an opening roof and land on this pad to drop off canisters containing bodies prepped in the Zone 3 Prometheus Lab. Walkways run off east and west to elevators, while spiral staircases lead down to the ground floor.

NOTE: None of the elevators in the facility are functioning – they have all been deactivated by the evacuating Scientists.




Interior – Ground Floor
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· Observation Chamber: Directly below the Helipad, the Observation Chamber allows Prometheus Scientists to keep an eye on the work in the rooms below, through the four large, toughened glass viewing windows built into the floor. Sliding glass doorways off the Observation Chamber lead into the Morgue, Mutation Chamber and Incubation Chamber. The Armoury can also be seen through bulletproof glass, but cannot be reached from here.

The main entrance to the facility leads to this room. If any alert is sounded inside, this entrance is sealed by an Energy Barrier that prevents anything from passing through. 

When the alert sounds, a sentry gun emerges from the underside of the helipad to cover the whole area with gunfire.

The glass panels in the floor are tough, and can only be broken if a Monster is ordered to do so. They appear as viable targets when the target reticule passes over them.

· Morgue: Canisters are brought down via the helipad elevator into this Morgue, where they are stored in refrigerated bays. Power to the refrigeration system comes directly from the Generator Room in the basement through a wide access tunnel in the north wall.

NOTE: If the player enters the Lab at Enslaver Stage III, this tunnel will be blocked. This forces the player to use a Monster to access the basement.

· Mutation Chamber: This contains a large network of mechanical devices used for the manipulation and injection of the bodies with a mutating agent. This agent is attached to a large console and is actually an Enslaver Project Genetic Upgrade.

· Incubation Chamber: The infecting agent doesn’t work directly on already-dead bodies, so the infected corpses are brought into an Incubation Chamber where the infection can be nurtured until able to reanimate the body. An elevator leads down to the Testing Lab in the basement.

A Scientist mans a console in this room – his console controls several sentry guns in this room in case of premature and uncontrolled reanimation.

· Armoury: This shielded room contains the weapons and armour to be equipped on completed Omega Troops. The armour is acid-etched with micro-circuitry – the acid for this is in a large glass canister against one wall. Against another wall stand various mannequins, riddled with bullets. However, one mannequin is wearing a single piece of Omega Troops’ armour, which is completely undamaged.

The deactivated elevator leading between the helipad and the Biomech Lab in the basement is the only access, unless a Shredder were to gain access to the ventilation shaft between the Armoury and the Incubation Chamber.

NOTE: If the player is at Enslaver Stage III, this ventilation shaft is blocked by a thick wire mesh – the player will have to use a Monster to access the basement instead.

Interior – Basement
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· Testing Lab: Mutated and reanimated bodies are brought here to test them for their suitability for becoming Omega Troops. Many bodies are hideously mutated beyond any use – these are taken through the northern door into the Waste Disposal room. Those that are suitable are taken east into the Biomech Lab.

· Waste Disposal: Useless subjects are brought to this room and piled up. Whenever the furnaces are free, the rejected corpses are flung in and incinerated.

· Biomech Lab: The suitable mutations are brought into this room, a room of nauseating horrors. This is where the most brutal parts of the process take place. Backs are sliced open, skin peeled back, metal rods are implanted into limbs, micro-processors into spines. Eyes are removed, replaced by mechanical sensing apparatus and chips are embedded deep into open skulls. Mutilated bodies are sprawled out, their backs open, reminding the player of the Enslaver’s own back. Some are propped up or sat in restraining chairs with masses of wires emerging from their eye sockets and extending twisted to the ceiling.

This room is largely a corpse ‘playground’ – knocking a hanging body causes it to swing around like a grotesque marionette, banging into tables sends body parts cascading, knocking a corpse off an operating chair sends its brains spilling across the floor.

Worse still, this room contains two corpses of Alpha’s original team members…

· Generator Room: This contains the main power generator to the lab facility. This supplies power to the Energy Barrier preventing escape. The room cannot be easily accessed, since there is initially no way for the Enslaver to reach the basement – only once he has absorbed the Genetic Upgrade can he get down there.

· Corridor: An interconnecting corridor links the rooms at this level. Doors at the ends of the corridor imply many more operating theatres beyond, but the player can never get through these. They are initially locked tight, but will open, expelling guards, once the alarm is activated. However, if the Enslaver or a possessed zombie gets close, they seal immediately.

Entry/Exit Points

· There are two entry points into the facility:-
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· A: The first involves fighting through the guards outside and gaining the main entry doors. The Enslaver can easily pull these doors open and reach the inside. Getting out will prove to be the tricky option.

· B: The second entry is through the roof. At Enslaver Stage III, the player can yank the helipad doors open and jump inside that way – they may land on the helipad or its walkway, or fall one floor further to land in the Observation Chamber. Either way, they will be too low down to get back out that way.

· The only exit point therefore is the main entrance, and that is sealed by an impassable Energy Barrier [1] the moment the alert sounds. To remove the power to this barrier, the player will have to use the newly unlocked zombie types.

Enemy Deployment

· When the player first enters the Lab, it is strangely deserted. A helicopter containing the last few Scientists to leave, and their final cargo, departs through the helipad roof as the Enslaver enters the Observation Chamber.

· Once the player has absorbed the Genetic Upgrade, enemies begin to deploy. A battalion of Corporation Guards storms the main entrance [1], moments before the Energy Barrier activates [2], sealing everyone inside.
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· The sentry gun in the base of the helipad [3] activates, and targets any zombies in its firing arc.

· Corporation Guards rappel from the open roof down into the Observation Chamber [4]. These units continue to spawn whenever the number of zombie and guard units dips below a certain threshold. This guarantees that the player can never run out of resources and become trapped in the facility.

· A lone Scientist mans the sentry guns in the Incubation Chamber [5]. The guns will fire at anything entering the room until he is taken out.
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· Corporation Guards spawn at the corridor ends in the basement, through giant blast doors that close immediately should the Enslaver or a possessed zombie come close. This prevents the player from venturing past these spawn points.

Objectives

· Obtain the Genetic Upgrade

· Exit the Lab Facility

· Take Out The Lab’s Power Supply

· Unlock the Scientist Multiplayer Avatar

· Disable the Sentry Guns

Obtain the Genetic Upgrade

· The player can enter this lab at either Enslaver Stage II or III, and can therefore evolve to either Stage III or IV, unlocking the Shredder or Monster-class zombie respectively.

· Reaching and collecting the Upgrade is easy – it is attached to a console in the Mutation Chamber on the ground floor. However, collecting it triggers an alert, and the facility locks itself down and becomes filled with Corporation Guards.

Exit the Facility

· The only exit is the main entryway, which is blocked by an impassable Energy Barrier. To escape, the player has to destroy the power to this barrier.

Take Out The Lab’s Power Supply

· The power supply is the large generator in the Generator Room in the basement. This room is initially inaccessible to the Enslaver, since he cannot access the lower floor. He must use his new zombie type to achieve this goal.

· The Enslaver, through a context-sensitive action, can tear off an access panel in the Morgue, revealing a tunnel through which power cables bring electricity from the Generator Room to the Morgue’s refrigeration system. A Shredder can squeeze down this tunnel and access the Generator Room.

· A ventilation shaft leads from the Incubation Room to the shielded and locked off Armoury. A Shredder can pass through this shaft and attack the vat of acid, which pours out into the room and melts a hole through to the Observation Chamber and the Biomech Bay below. This allows the Enslaver to reach the basement.

However, to get to the ventilation shaft, the Shredders need to get past the sentry guns controlled by the Scientist. The player will have to use Shamblers or the Enslaver’s own strength to take the Scientist out first.

· If the player has just unlocked the Monster, both of the above shafts/tunnels are blocked, preventing the use of Shredders. Instead, a Monster must be ordered to attack the glass panels in the floor of the Observation Chamber, smashing a way down into the basement.

Unlock the Scientist Multiplayer Avatar

· Taking out the dedicated Scientist manning the sentry guns in the Incubation Chamber unlocks him as a multiplayer avatar. 

Disable the Sentry Guns

· There is a second way to disable the Scientist’s guns. Various steel cables run from a control console in the Armoury out to the sentry gun under the helipad. If this console is destroyed, all sentry guns deactivate. However, if this happens, the Scientist’s Fear gauge will hit maximum, and he will inject himself with a suicide drug, preventing the player from unlocking him as a multiplayer avatar.




4.6.16. Zone 15 – Power Plant

Where the city borders the ocean sits the city power plant. The power plant serves the entire city…so a disruption of its capabilities could prove devastating. A group of civilian survivors have taken control of the city power plant and are now using it as a base of operations. Should the player wish to target the power plant to remove power from the city, they will not find it an easy or undefended target. The defenders have siphoned off portions of the electrical power in order to create defences that zombies will find difficult to bypass.

NOTE 1: If the player can take out the power plant, there must be no mission critical objectives in other parts of the city that require power to progress (e.g. lowering a raised bridge.) If there are, they should have obvious emergency power supplies of their own.)

NOTE 2: District 3 has its own power supply – if the player disrupts power distribution in District 2, District 3 will be largely unaffected.

Objectives

· Destroy the city’s power. This is obviously the main reason to take on the power plant, and will create a huge advantage for the player if successful – it also has its drawbacks, by raising the ERL to a potentially dangerous level for the player.

· Destroy the sub-generators. Taking out all of the city’s power is not a one-step task. The city is run on a grid supplied by various reactors and generators, and the player will have to eliminate them all to achieve the full result.

· Irradiate the station. The player won’t be able to trigger a full reactor meltdown but they could certainly unleash a dangerous level of radiation into the station and its environs. This would severely weaken the defenders throughout the complex, while having little effect on the zombies.

· Unlock Survivor avatars for multiplayer. (Note: This particular character could have abilities relating to electricity and/or setting traps, that could be used in multiplayer games.)

4.6.17. Zone 16 - Stadium

This area comprises a large, enclosed, baseball stadium, surrounded by sports shops, fast food restaurants and parking. Upper-class residential apartments are also located around the site. Refugees have gathered within the stadium and are heavily guarded by police units. As such the police have cordoned off the stadium in an effort to defend the refugees gathered here. If the police protection is destroyed then the civilians within the stadium will become easy pickings for additions to the Enslaver’s zombie army.

Objectives

· Spread panic: The player can increase the tension of the civilians by a number of methods. Firstly, they can cut the power to the stadium by taking over the power plant. Secondly, they can limit the medical supplies reaching the stadium by taking out the hospital. The player can also attempt to get a small number of Shredders over the walls. Shredders will be dealt with quickly, but their appearance will surely cause the civilians to panic and attempt to escape from the stadium, overloading the police.

· Access major civilian resource: The stadium directly borders two potentially casualty-heavy Zones – the Police HQ and the power plant. It is also very near to the fire station and the bridge battle in Zone 18. It is therefore a good place for a weakened player to return to build up their numbers during the assaults on these Zones.

· Find alternative route to Power Plant: The stadium requires a great deal of electricity to power its enormous arrays of lights, screens and sound equipment. Rather than tapping into the city-wide grid for this power, underground tunnels contain thick power lines feeding directly from the neighbouring power plant. These can be discovered and used by the player as a surreptitious entry to the power plant.




4.6.18. Zone 17 – Retail and Entertainment

The main thoroughfare, leading to the District 3 bridge, houses the most exclusive brand shops, restaurants and entertainment. Theatres and cinemas sit alongside numerous high profile restaurants and clothing, home and lifestyle shops. Above these stores and restaurants are some very exclusive apartments.

Objectives

· Reduce threat during oncoming battles I: Both the National Guard and the police are preparing their defences on the bridge in Zone 18. They have APCs and (in the case of the National Guard) small tanks in the south of this area, ready to move men and equipment north. These only appear in waves at certain times after the player has breached the Zone, i.e. they are not immediately there, and a player that rushes through the area will miss them. If these vehicles are stopped, the bridge battle will be easier.

· Reduce threat during oncoming battles II: The player can turn the enemies’ tactics against them by blocking access routes to the bridge. There are power lines, destroyable buildings and context–sensitive, cutscene driven events that the player can use to block most of the streets that lead to the bridge. This prevents enemy reinforcements from reaching the bridge during the player’s assault upon it.

· Secure an alternate route into Police HQ: The police headquarters is directly south of this Zone. The Police, knowing that the zombie horde originated to the south, planned their defences more heavily on that side of their HQ. They did set up defences to the north as well, but these may prove to be weaker. The player must, of course, work their way around the police station in order to take advantage of this, balancing the risk and reward.




4.6.19. Zone 18 – Bridge: District 2 to District 3

A large suspension bridge connects District 2 to District 3. It is heavily defended by both the police and the National Guard, and completely prevents access to District 3 until the player has acquired the two Genetic Upgrades from District 2. Without both Shredders and the Monsters in their horde, the player will not be able to get past the bridge.

Riot police are the first line of defence, and are working closely with the National Guard. They stand a short way onto the bridge, and are ordered to flee at first contact, to entice the zombies onto the bridge and into range of the National Guard’s tanks.

Two main blockades span the bridge, both established by the National Guard. The second offers long range artillery support to the first, making the initial approach difficult. (Once the first barricade is engaged, artillery support would no longer fire that close to the defenders.)

The battle on this bridge will be gruelling, though it is a task the player can make easier by thoroughly removing as many enemy resources throughout District 2 as they can.

Partway through the battle, reinforcements in the shape of APCs and tanks will trap the player on the bridge. This will happen almost as soon as the first barricade is breached. The arrival of these reinforcements can be prevented by the player’s actions in Zone 17.

Objectives

· Reach District 3!

· Cut the bridge supports: This is a suspension bridge – a team of Shredders sent up the bridge supports could start to cut away at the wires. The whiplashing of severed cables could cause untold carnage below, as well as weakening the bridge. While the bridge itself cannot be brought down (this would prevent player progress), sections of it could be caused to fall, dropping defenders (and any zombies on those sections) into the sea.

· Attack from behind: Shredders have the unique ability to affix themselves to any surface with sufficient grip. A wily player could send Shredders underneath the bridge, bringing them up behind the defences to launch a surprise attack. [Note: This is only possible for the first blockade on the bridge, since the second must necessitate the Monster class zombie.]

· The player is free to tackle the bridge at any time (though they can’t succeed without the Shredder and the Monster.) For example, the player can unlock the Shredder class, and take out the first part of the bridge battle before returning to unlock the Monster! This would be quite foolhardy (the reinforcements would try to trap the player on the bridge, and the second barricade would be stronger on their later return) but the player is allowed to attempt it if they want

· If the player does manage to clear the bridge and gain access to District 3, and then returns to uncompleted areas of District 2 (e.g. if they found both Genetic Upgrades without bothering to eliminate the Police HQ or the mall) they will find that District 2 is at near maximum ERL. Taking the bridge counts as a major threat to the population, hence a big increase to the ERL.



4.7 District 3: Corporate Hub
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The Corporate District is by far and away the most built up section of the city, with towering skyscrapers that rise ever upwards into the evening sky. The many shops, clubs and bars of the second district are gone, replaced by investment banks and plush offices. Ultra-modern office blocks sweep up into the sky like monoliths of chrome and glass, a vision of modern capitalism.

Rising above even these towering figures is the player’s final objective, the Prometheus Corporation Headquarters. This imposing structure is the defining image of the city’s skyline, an ever-present landmark for the player to navigate by, and the Enslaver’s ultimate destination.

Further out from the centre of this district, the US Army have commandeered the airport and are using it to bring in additional troops and supplies that are then driven through the city to the Army’s field headquarters on the west of the island. The airport is the base for their attack helicopters, used to launch air strikes against the horde. The areas surrounding the airport have therefore been cleared and significantly barricaded, channelling the horde into ambushes and other traps.

As a result of the declaration of martial law, the outskirts of this district have descended into near-anarchy. Several distinct groups have emerged and each has begun staking a claim to their own turf. These factions have established a number of bases, each put together from what they have managed to scavenge from the wreckage left in the Enslaver’s path. They have completely replaced the Civilian enemy class, who have either evacuated or become Survivors. This means that the player will have a tougher time recruiting new zombies, since they will be met with much greater levels of resistance from their prey.

Terrain Obstacles

· Complicated highway system (making it difficult to freely manoeuvre)

· Army barricades: These are very sturdy, able to withstand a great deal of punishment.

· Prometheus Barricades: These are designed into the city itself, and rise up out of the ground forming barriers several metres high. Some include mechanised gun emplacements.

· Prometheus Energy Field transmitters

· Prometheus Weaponry: Guns are surreptitiously built into many of the structures throughout the District.

· Stationary Army vehicles: Including Humvees equipped with gun turrets

· Wide staircases (part of the spectacular looking plazas in front of the offices)

· Small walls

· Large walls

· Corporate art features

· Glass/Metal Walled Buildings (can’t be climbed)

· Crates

· Upturned vehicles

· Fences

· Cables (strung up to block streets)

· Traps (electrified wires, fences and floor panels, swinging blocks etc.)

· Laser traps (guarding Omega Troops transmitters)

· Assorted communications equipment (on rooftops)

· Grounded aeroplanes

· Luggage trucks

· Minibuses

· Airport tugs

· Hedges

· Trees

· Sculptured trees

· Benches

· Bandstands

· Trash bins

· Lamps

· Bicycle parks

· Streams

· Ponds/Lakes

· Children’s Play Areas

· Pillars

Enemies

U.S. Army

· The Army occupies the surrounding islands of District 3, from the city park in the north-west, through the office, conference centre and hotel complexes of Zones 1, 3 and 5, all the way to the Airport at the east of the District.

· The Army have established barricades throughout their territory, and especially at the base of the bridge as it enters District 3. At the same time however, they need a constant and efficient thoroughfare across the city, to transport their troops and equipment between the military base and the airport. This means that Army vehicles, including tanks, are always on the move through the streets and ready for action. Moving a horde along the Army’s route is obviously inviting constant attack, but on the positive side, Army choppers will not bomb this route (see next section), risking damage to their own troops.

U.S. Army Air Strikes

· Until the airport has been attacked, the Army constantly sends helicopters out to hunt the Enslaver down. These helicopters, upon spotting any zombie activity, immediately drop a marker into the area. Shortly afterwards, an air strike targets that marker, causing devastation on a wide area.

· This mechanic is a major hindrance to the player, who will have trouble setting traps for enemies, since leaving zombies in one place for long will guarantee their destruction. Only by destroying all of the helicopters, or their fuel supply, can the air strikes be stopped.

Survivors

· Several groups of Survivors are in District 3.

· The main group is at the media centre (Zone 2.) This is a technology heavy force, equipped with the best radio equipment and aware of everything in their domain, thanks to countless cameras and jury-rigged detection apparatus created on the fly from equipment in storage. They have set traps around their complex, triggered by operatives hidden well inside the buildings, meaning that they can be set off when zombies enter their blast zone, but will not be triggered by passing Survivors.

· Other groups of Survivors are based in Zone 3. These are standard looter-type Survivors, setting up small bases around resource-filled areas, in this case hotels, and then defending them against anyone or anything that would take the resources away from them.

Omega Troops

· The Omega Troops are triggered by a player event as the ERL reaches II. Once released, Omega Troops spawn at gradually increasing frequency and in increasing numbers as the ERL continues to rise. They then move swiftly through the District, aggressively hunting the Enslaver.

· Equipment and behaviour for Omega Troops doesn’t change as the ERL rises, only their numbers and frequency of spawning.

Prometheus Defences

· This entire District has been designed by Prometheus as the final test (and trap) for the Enslaver. Streets have been built with physical barriers beneath them, that can be raised into position from the controllers watching the situation at Prometheus HQ.

· Later Zones (such as Zone 7) have Energy Field emitters built into them, allowing the activation of fields that prevent the passage of zombies and/or the Enslaver. The Omega Troops are not affected by any of these fields – their exosuits bypass the fields as if they aren’t there.

Enemy Communications

· All enemy communications within this District are excellent, until disrupted by player actions.

· The Army is very well organised and under constant command from their HQ at all times.

· The Survivors in the media centre have been watching everything that is going on, and have the very best communication equipment available to the media.

· The Omega Troops are all under direct control from Prometheus HQ. They are fully aware of all other Omega Troop positions and directives at all times.




4.7.2. Zone 1 - Offices

 When approaching District 3, the sheer size of the Prometheus HQ, visible throughout the city, is reinforced. Spread out below, however, is an almost equally impressive array of modern office towers, newly constructed on a series of interconnected man-made islands by the Prometheus Corporation.

Zone 1 contains an impressive main street, flanked by arrays of lights and welcoming electronic billboards that light the area at night in an array of neon colours. The buildings sweep up on either side, designed and constructed as part of an overall vision, so each belongs with the next, architecture in harmony, united in a hidden, sinister purpose.

To get here, the player has just survived a gruelling trial, battling the National Guard at the height of its strength to get onto the bridge. A shock is waiting, therefore, when the horde spots the reception waiting in District 3 – the U.S. Army has set up a further blockade at the far end of the bridge, with tanks, artillery and the spotlights of circling assault helicopters proving an intimidating sight, even to the Enslaver…

Objectives

· Break through the barricade and infiltrate the rest of District 3. With Army units hunting them down throughout the District, and Omega Troops beginning to appear also, the player won’t get much breathing room to plan their moves. The calm after this initial battle is the only chance the player will get to take stock of their surroundings and plan their tactics. After that, they’ll be constantly on the run.




4.7.3. Zone 2 – Media Centre

This island houses a large complex dedicated to distribution of public digital information. This structure has been receiving all media from the game so far, and has coordinated its release to the mainland and beyond, all under the careful eyes of Prometheus, who ensure that their hand is not seen to be pulling the strings of the events in Restoration City.

However, with the Army commandeering most of District 3, and the news reports from the rest of the city becoming gradually more and more scarce, the occupants of the media centre began to fear for their own safety. Directing all their cameras and receivers to gather as much intel as they could, they grabbed what equipment they could and holed themselves up inside, broadcasting constant demands for rescue and retrieval while preparing for a fight. 

As a result of their knowledge and preparedness, this creates the toughest bunch of Survivors in the game so far.

The media centre is surrounded by walls, with security gates the only access to the two bridges connecting it to other islands of District 3. 

Within the walls of the media centre there are a series of buildings that make up the complex. These include sound booths, filming stages and warehouses of equipment and props. This high-tech communications centre bristles with aerials and dishes, and the Survivors have stationed armed men on the rooftops, equipped with radios, binoculars and long range weapons. They are perfectly placed to pick at a zombie horde squeezed into the narrow passageways between buildings.

As the player breaches District 3, they will begin to intercept media reports directly from the media centre, broadcast from the roof. This brings a feeling of anticipation to the player, as they see the very rooftop where transmissions are coming from appear before them.




Objectives

· Secure the route into the military base: The Army has set up barracks in Zone 5, to the north, which is accessible by three bridges from the main island, and one from the media centre. At any point of insertion from the main island, reinforcements could circle round to take the intruders from behind. If, however, the player uses the media centre as a starting point, the Army will have a tougher time getting behind them, thanks to the efforts of the Survivors who were defending the place – their traps and barriers make it as difficult for the Army as it was for the zombies.

· Infiltrate the complex and remove the central commanders: There is one room hidden somewhere in the complex that houses the hub from which all the other Enemies are getting their intel. If the player can get a small force in here, they can immediately destroy everything the Survivors have built up. Doing this, however, will be very tricky.

· Disrupt Omega Troops organisation: Prometheus has a secure area within the complex from which they relay information to their Omega Troops. This building is protected by laser grids, mechanised defences and electrified panelling. If a player finds a way through these defences, they can disrupt the Omega Troops by physically destroying every single antenna and dish in the area. If even one remains, the signal will still be active. Even once they have taken them all out, they will have to do the same at the airport to finish the job.

· Uncover more Corporation secrets. The media centre has the equipment to download supposedly secret files from the Prometheus HQ. This sort of activity is forbidden, and is clamped down on very quickly, with an immediate response from a couple of Omega Troops. But if the player finds a hidden download point within the Prometheus sub-enclosure, a cutscene grants them a few more scraps of story information before the source is silenced and the response is sent out.




4.7.4. Zone 3 – Hotels and Offices

The island immediately to the west of the airport is taken up with a lot of business offices and the expensive hotels occupied by visiting businessmen and officials. These gleaming buildings feature impressive glass elevators skimming the surfaces of shiny metal and glass exteriors, and huge reception areas containing entire high-class shopping malls – expensive fashion outlets, perfumeries, salons, restaurants – as well as gym facilities and large conference chambers. Their forecourts often contain exquisitely arranged lawns and fountains, and service roads provide access to underground car parks, usually attended by finely attired valets.

With the state of emergency declared and the airport commandeered by the military, these buildings are full of angry people demanding to be allowed access to flights getting them out of this terrible situation. The Army is maintaining order through the declaration of martial law. Unlike the National Guard in District 2, the Army is not here to protect these people, so they are heavy handed in their treatment of others.

This has resulted in the overthrow of one Army convoy by the Survivors, who have taken their weaponry and are using the upturned vehicles as a base.

There are three bridges from this area to the island that houses the Prometheus HQ. Round about this stage of the game, Energy Field barriers, cunningly laid into streets by the Corporation, begin to herd the player towards the HQ. At first, the player can still navigate relatively freely, as entire routes aren’t blocked, only the occasional street. As time goes by however, less and less freedom is afforded the Enslaver, forcing him to conduct his affairs in District 3 with some urgency before he gets shepherded into the final stages of the game.

Objectives

· Reach the airport – this entails fighting through the stream of Army vehicles and troops constantly moving to and fro between the city and the airport.

· Disrupt the Army support – substantial physical damage to the area (perhaps including scripted events that bring down sections of buildings or drop a raised highway) breaks the Army convoy line, affecting their deployment through the rest of the District.

· Invoke riots – by making Survivors flee into the Army convoy can make the two groups face off, as the Army try to hold back the Survivors from disrupting their deployment. The two groups can take a few of each other out, helping the player slightly…

4.7.5. Zone 4 - Airport

Restoration City’s airport is a very new, very high-tech construction, with the very latest in passenger comforts and highly efficient, streamlined terminals and air traffic control systems. It is a mid-sized airport – not a giant hub, but not an out-of-the-way small town strip – but it has international capabilities.

With the declaration of an emergency, all incoming flights have been diverted, all outgoing flights have been grounded, civilians have been removed and housed in the nearby hotels and the Army has taken control of the airport and all its facilities.

A blockade has been set up around the connecting bridge to the airport, making access very difficult indeed.

As with the station, marina and mainland bridge, the player cannot gain access to the outside world with any aircraft. Any attempt to do so results in an in-game events that eliminates that venue of escape.

Objectives

· Stop air strikes: The helicopters that plague the player throughout District 3 are based here. They must, from time to time, replenish their ammo, landing in a special area of the airport. This is the only chance the player will get to destroy them, before they lift off again (repelling any zombies that are onboard.) Alternatively, the player can assault the extremely heavily armoured fuel reserves, grounding the helicopters for good.

· Stop Army reinforcements: The player can destroy transport helicopters while they are within range of missile-bearing zombies, thrown zombies or when they are briefly grounded. This prevents reinforcements from reaching the rest of District 3, severely hampering the Army. Since this will involve taking on each helicopter, plus its guards and the vehicles/troops it is delivering, this task will not be easy, but the benefits of accomplishing it are large.

· Disrupt Omega Troops organisation: Prometheus cunningly use piggybacking signals on the air traffic control transmitters to co-ordinate their Omega Troops. The player can uncover this fact, and use it to their advantage by physically destroying every single antenna and dish in the airport. If even one remains, the signal will still be active. Most of these are on the difficult to climb air traffic control tower, which has enough climbable surfaces to reach the top, but they are tricky to spot, and any Shredder attempting the climb with be very vulnerable to shots from the Army below. Even once the player has taken out all the antennae, they will have to do the same at the media centre to finish the job.

4.7.6. Zone 5 – Conference Centre and Offices

More beautifully designed, towering offices grace the western half of the island, surrounding a large, landscaped city park.

A large conference centre, with multiple great exhibition halls, dominates the southern part of the area. With its large open spaces, multiple road accesses and underground garages, this is the perfect place for the U.S. Army’s field headquarters. Although it requires bringing supplies across the District from the airport, the site’s location makes it ideal for commanding the spread of army forces across the area, and co-ordinating the defence of the central island.

Objectives

· Eliminate the Army HQ: Taking out the Army base’s central command utterly reduces the efficiency of the troops spread out throughout town. Of course, it is very heavily defended and will take all of the player’s tactical skill to infiltrate it and remove the core components – the command centre, the armoury, the vehicle bays, communications centre and barracks.

· Access the central island: The Army is defending the bridges into the island where the Prometheus tower is found. These barriers must be tackled if the player is to approach the island from this direction.

· Cause Great Destruction: The giant conference centre is an impressive building, very open, with giant webs of metal beams arcing over the giant reception area, with great panels of glass forming a huge dome – very susceptible to huge explosive damage that will bring the whole lot down!

4.7.7. Zone 6 – City Park

This area is surrounded by the militarily occupied Zone of offices and conference centres. It is a large park, filled with wooded areas, paths, streams, rockeries, flower displays, bandstands, romantic restaurants, greenhouses, park benches, playgrounds and lakes. None of it is natural – since the island is man-made, this is a heavily designed, heavily landscaped area, but it is a nice break from the towering buildings for the inhabitants.

The park presents a combination of wide-open spaces (with associated ‘killing ground’ dangers) and cover (from the trees and so on.) It is a good place to make small strikes at the military, although it is also a good place to be surrounded by them. The non-built up park area and open spaces makes Shredders particularly vulnerable, as only a few hits will take them out. The player’s very first zombie type, the Shambler, fares best in this situation, absorbing bullets while swarming across the open terrain.

Objectives

· Take shelter from the Army: Taking on the Army headquarters will be a long and dangerous task, and the player may need to retreat to the shelter of the park from time to time, to regroup and organise another push. It is also a place where the Corporation Energy Fields cannot constrain the horde. However, lingering here for too long can prompt deadly ambushes from Omega Troops.




4.7.8. Zone 7 – Financial and Administration

This Zone completely surrounds the Prometheus tower in Zone 8. It has been designed by the Corporation with even more care than the rest of the city, specifically with an eye to defence of the tower and now the manipulation of the Enslaver.

An open looking street plan is actually more complicated, with Energy Fields rising up from the ground to block streets, opening and closing pathways, subtly steering the Enslaver towards his eventual destiny. Even the design of the buildings hints ominously at the Corporation’s master plan; sharp edges and pointed tower tops give a more aggressive feel to the architecture, and slightly outward tilted façades lean oppressively over the streets.

Ten bridges link this island to the rest of District 3 – the four southern bridges are completely blocked. The others (three leading to Zone 3, three to Zone 5) are defended by the Army and/or Energy Fields. The player will have to gauge the defences at each, and determine a favourable entry point.

The buildings are getting yet taller here, and are exquisitely attractive centres of finance and general administration. However, in addition to the Energy Field generators that have unexpectedly been built into the roads of the Zone, certain buildings have very well hidden weapon emplacements, that slide up out of the ground or from overhangs and bridges. These defences are sure to cause brand new problems for the player.

Objectives

· Survive to reach the Prometheus HQ!




4.7.9. Zone 8 – Prometheus HQ Grounds

This is the site of the final battle, against Prometheus’ best troops and equipment.

The target is the entrance to the Prometheus tower, which lies at the centre of a large courtyard on the far side of a bridge. In front of the bridge is a large forecourt, almost giving an arena feel to the Zone. This area is designed with lots of walls to take shelter behind, lots of dangerous open areas, occasional low ceilings that Monsters have difficulty with and lots of enemies to infect.

The approach to the bridge is the largest and toughest yet. The Corporation Troops have similar weaponry and vehicles to those used by the Army, and are utterly proficient at utilising them effectively.

Once on the bridge, things are different. Now the Enslaver is past the final hurdle – though the bridge is occupied by many, many Corporation Guards, the player is free to hurtle across, destroying things as they go – the freedom to have one last area to cause utter carnage in is a reward for all the hard work that has brought them here.

Shamblers and Runners swarm the bridge, tearing down simple barricades and slaughtering the Guards as they go. Bloaters teeter into the middle of groups of guards, then rupture sending noxious clouds of their infection gas into the still air. Shredders leap over the slow moving Shamblers to slash and bite their way through the feeble defences. Monsters rip up parts of the bridge and hurl them into the defenders, crushing men left, right and centre. Through it all, the Enslaver himself crushes larynxes, twists necks and breaks bones as he strides towards his final destination.

At the end of the bridge, and Energy Field only allows the Enslaver to pass.

When the player reaches the shadowy area beneath the tower, everything is still and ominous. All enemy spawning is stopped and active Omega Troops are held back. The Enslaver approaches the final door, opens it and…




Objectives

· Survive the final battle.

· Cross the bridge, enjoying the carnage along the way.

·  Get the Enslaver into the HQ to trigger one of the game’s endings.

4.7.10. Zone 9 – Prometheus HQ

The ending takes place inside the HQ, so this is listed as a separate Zone for development purposes – the interiors will have to be modelled and prepared for the ending cutscenes.

Objectives

· N/A

4.8 Weapons

4.8.1. Melee Weapons

Melee weapons in Possession are split into two groups – designed and improvised. Designed melee weapons are those such as batons that police units might carry to quell a riot. The vast majority of melee weapons however are improvised, ranging from pipes and baseball bats to chainsaws and, in the case of zombies, severed limbs.

Whereas Firearms generally cause Piercing damage and thrown Projectiles cause Blunt damage, Melee Weapons cover all types of damage – Kinetic (Blunt), Piercing and Cutting. Please see “Stim Weapon Damage Types” in Chapter 3 for details of damage types.

Designed Weapons

· Batons: Including straight batons, police side-handle batons, extendible batons and stun batons, as well as police flashlights which can double up as clubs.

· 7-14 Watt Tazer: Traditional stun technology weapons operate in a 7-14 Watt range and interfere with the communication signals within the nervous system of the target. These stun systems primarily effect the sensory nervous system. Like static on the communication lines between the brain and the body, stun systems interfere with the human command and control systems. However, a small percentage of people with a very high tolerance for electrical stimulation (e.g. the Enslaver) can fight through the effect of these 7-14 Watt systems.

· EMD Tazer: Electro-Muscular Disruption weapons use a more powerful 18 to 26 Watt electrical signal to completely override the central nervous system and directly control the skeletal muscles. This EMD effect causes an uncontrollable contraction of the muscle tissue, physically debilitating a target regardless of pain tolerance or mental focus.

· Knife: Pocket knives, bread knives, police knives, National Guard/Army combat knives, bayonets.

· Sword: A few Survivors have access to more exotic weaponry, including swords (real and replica), katanas and other martial arts weaponry.

· Axe: Mainly fire axes, as used by Fire Crews.

Improvised Weapons

Generally, Civilians arm themselves with anything to hand, which depends on the location in the game-world where the Civilian is spawned. For example, Civilians spawning in the sports shopping area of District 2, Zone 13 would be equipped with baseball bats and tennis racquets, whereas those exiting the hardware store in District 1, Zone 7 might have garden shears or hammers.

· Metal Pipe

· 2x4 wooden plank

· Wooden club

· Nailed wooden club

· Tree branch

· Baseball bat

· Cricket bat

· Tennis racquet

· Golf club

· Pool cue

· Hammer

· Sledgehammer

· Screwdriver

· Hand drill

· Power drill

· Garden shears

· Shovel

· Chainsaw

· Rake

· Broom handle

· Paint tin

· Severed limb (only zombies are likely to use this as a weapon)

· Etc.

4.8.2. Firearms

Firearms are generally classified into eight categories, and these categories are used in-game to determine the weapons application for use by AI within the single-player game and players within the multiplayer game. Each category has distinct advantages and disadvantages of use when applied in variable combat situations. 

The eight categories are listed below together with the most common range of types of firearm associated within each category.

Pistols

This includes both autoloaders and revolvers. All pistols are compact, easily portable weapons. They are useful for a broad range of applications, including target shooting, hunting, personal protection, and police or military service. Pistols are small, which makes them the easiest firearms to conceal; however, they lack the hitting power of rifles or shotguns and, as such, are of limited military use, generally being reserved for officers. 

· 9mm Automatic

· .45 Automatic

· .357 Revolver

· .38 Revolver

· 7.62 Automatic 

Rifles

Covers long-barrelled, high-powered weapons too large to fire effectively using one hand. This classification deals primarily with assault rifles, which are the most popular military weapons in use today. They are favoured for their long-range performance and flexibility. 

· 7.62 Assault Rifle

· 5.45 Assault Rifle

· 5.56 Assault Rifle

There are many variations of these rifle types, which range from basic assault rifles to highly advanced rifles and those that combine to carry alternate fire weaponry such as grenade launchers etc. 

Sniper Rifles

Includes those weapons designed specifically for precision shooting. These include both derivatives of military assault rifles and custom-built designs. This class also includes some precision-target and hunting rifles intended solely for civilian use. 

· 7.62 Bolt-action

· .300 Semiautomatic

· .338 Semiautomatic

· 7.62 Semiautomatic

· 5.56 Semiautomatic

All of the sniper rifles use scopes with zoom features. Some scopes have advanced sights as well. 

Antimaterial Rifles

Describes rifles that are among the largest of the conventional firearms. In some ways they can perhaps be thought of as heavy sniper rifles, designed to destroy enemy equipment. Like sniping weapons, antimaterial rifles are intended to deliver accurate and precise fire at very long ranges. As such they incorporate most of the elements of sniping weapons, including heavy barrels, sophisticated long-range optics, bipods and adjustable stocks. The biggest difference is that they are much larger and heavier than sniper rifles. They are usually chambered to fire heavy machine gun rounds or even light cannon shells - up to 20mm in some cases. 

· .50 Bolt-action

· 20mm Single-shot 

Submachine Guns

Describes compact automatic weapons that fire pistol cartridges. Their automatic capability makes them deadly in close-in fighting; however, their relatively low-powered ammunition limits their use at long range, where assault rifles are far more capable. Submachine gun use is limited to officers or speciality troops involved in close-in fighting where their reduced range performance won't be as great a drawback. Submachine guns are particularly popular with SWAT teams and counterterrorist operatives.

· 9mm, 5.7mm

· .45 ACP

Shotguns

Describes large-bore weapons designed to fire a group of smaller projectiles with each shot. Like submachine guns, shotguns are useful for close-in targets, but much less effective at long range; they tend to be used as specialty weapons for close combat. They are also popular for hunting. Because of their large bores, shotguns are capable of firing a variety of special-purpose and exotic ammunition types.

· 12-Gauge single shot

· 12-Gauge pump action

· 12-Gauge semiautomatic

· 12-Gauge dual-action

· 20-Gauge semiautomatic

Machine Guns

Covers heavy weapons designed for sustained automatic fire. They are often fed by long belts of ammunition, which reduce the need to reload as often. All but the lightest are fitted with bipods or tripods for stability. Machine guns serve as support weapons, providing suppressive or covering fire for ordinary soldiers equipped with assault rifles.

· 7.62mm General-purpose

· 5.56mm Light

· .50 Heavy

· 7.62 Minigun

Grenade Launchers

Describes large weapons that fire explosive shells. They are often large and heavy and, like machine guns, they are used to provide fire support. Like shotguns, grenade launchers can also fire a variety of speciality ammunition types. Many grenade launchers are designed to fit under the barrel of an assault rifle, creating a dual-purpose combination weapon system.

· 40mm rotary grenade launcher

· 30mm single shot

· 40mm single shot

4.8.3. Projectiles and Miscellaneous

This category covers objects that can be thrown by characters, or weapons that don’t easily fit into other categories (such as mines.) Civilians may pick up and throw any small object lying around, whereas the military have access to various types of grenade.

Most of these cause only impact damage, but grenades will explode after a short time (possibly damaging the attacker, if they don’t throw it in time) and Molotov cocktails spread flaming fuel, introducing the Fire stim into a situation.

Monsters can throw many terrain objects such as cars, benches, large chunks of masonry, pieces of barricade and also other characters. These are not listed in this section.

· Grenade

· Smoke grenade

· Molotov cocktail

· Claymore Antipersonnel Mine (tossed on the floor, with a delay before it becomes active)

· Limpet Mine (attaches to metal objects, or just lands on the floor)

· Anti-Tank Mine

· Rock

· Chunk of masonry

· Soda/beer can

· Spent ammunition cartridge

· Empty weapon

· Paint tin

· Fuel tin (may explode if in contact with Fire stim)

· Box (looters carry boxes of things they’ve collected, and can throw them when desperate for a weapon)

· Severed head (only Shamblers and Monsters would throw these)

· Mace (spray)

· Aerosol flamethrower (short range)

· Flamethrower (longer range)





4.9 Vehicles

4.9.1. Vehicle Classes

Vehicles are classed by their size and by their likely occupants.

· Small vehicles, such as saloon cars, count as Low obstacles – please see “Barrier Constructs” in Chapter 3.3 for obstacle/barrier sizes.

· Medium vehicles, such as flatbed trucks, counts as Medium obstacles.

· Large vehicles, such as buses or delivery trucks, count as High obstacles.

· Very Large vehicles, such as an articulated truck, count as Very High obstacles.

Parked vehicles usually contain no occupants, and are usually placed as terrain obstacles or have been abandoned by an AI character. Only certain AI types can commandeer certain vehicles.

· Civilian Leaders and Guardians can drive any Civilian car, SUV, van, RV, truck etc. They cannot drive emergency vehicles (police vehicles, ambulances, fire trucks.)

· Any police unit can drive any Civilian vehicle and any police vehicle with the exception of helipcopters (which are handled differently by the AI)

· Any National Guard unit can drive any Civilian or National Guard vehicle with the exception of emergency services vehicles and tanks.

· Any U.S. Army unit can drive any vehicle except tanks and helicopters. The Army doesn’t appear in the game until the player has left both Police and National Guard areas behind, so Army units will never have the temptation to drive those vehicles. 

· Only designated tank drivers can drive tanks.

4.9.2. Civilian Vehicles

· Car (small)

· Flatbed Truck (medium)

· Van (large)

· Delivery Truck (large)

· Fuel Truck (large, contains fuel which can spill and/or explode)

· Articulated Truck (very large)

· SUV (medium)

· RV (large)

· Ambulance (large)

· Fire Truck (very large)

· Media Van (medium)

· School Bus (medium)

· Greyhound Bus (large)

· Train (very large)

· Civilian Humvee (medium)

· Survivor Van (medium/large, this is a vehicle that has been improvised with shielding, wire mesh over windows, metal panels and hastily attached weapon emplacements)

4.9.3. Police Vehicles

· Patrol Car (small, all police units that spawn in patrol cars are equipped with shotguns)

· Secure Truck (large, used to spawn large numbers of police units)

· APC (large, has gun emplacements)

· Helicopter (used to spawn SWAT teams)

4.9.4. National Guard Vehicles

· Jeep (small, may be equipped with machine gun emplacement on rear)

· Medic truck (large)

· Humvee (medium, may be equipped with weapon emplacements – machine guns or rocket launchers)

· APC (large, has gun emplacements)

· Tank (large)

4.9.5. U.S. Army Vehicles

· Jeep (small, may be equipped with machine gun emplacement on rear)

· Medic truck (large)

· Humvee (medium, may be equipped with weapon emplacements – machine guns or rocket launchers)

· Tank (large/very large, depending on model)

· Helicopter (used to spawn Army units or deploy airstrikes)

· Battleship (lies off coast of Marina, is inaccessible to player or AI characters, but can bombard the player as described in the District 2, Zone 10 section earlier in this chapter.)

4.9.6. Vehicle Weapons

Certain vehicles have weapon emplacements that can be outfitted with a variety of weapons. National Guard and Army vehicles are usually armed in this way, but Survivors may also attach weaponry to their own vehicles.

Weapon emplacements can be filled with any weaponry relevant to the vehicle’s class and origin:-

· Small vehicles can have a couple of weapons such as machine guns or rocket launchers attached.

Some vehicles, notably police riot vehicles, may use water hoses for crowd control. These, and similar hoses on fire trucks, can be used to slow down the advance of zombies, pushing them back and, in the case of the less coordinated zombie types such as Shamblers, pushing them over. Water hoses act very much like any other weapon emplacement, however the projectile fired is a water stim with a strength and direction, causing no damage but imparting a force on any object caught in the flow.

Finally, tanks obviously have their primary cannon, and may also have smaller machine gun emplacements built into their bodies.

The number and type of weapons attached to Survivor, National Guard and Army vehicles is modified by the current ERL and the weapon level available to that AI type.

· At low ERLs, Survivors will have a few small arms attached to a vehicle, but nothing too intimidating. The National Guard and Army may have machine gun emplacements on the their jeeps and Humvees.

· As the ERL rises, Survivors will add more shielding and heavier weapons, such as makeshift rocket launchers. Their vehicles may also have bladed weapons crudely manufactured from loose metal plates, knives, lawnmower blades etc. built into their design. National Guard and Army vehicles sport rocket or grenade launchers, mine droppers and front mounted, forward facing machine guns.

· If the player manages to knock out a particular force’s weapon supply (e.g. by taking out the National Guard weapon depot in District 2, Zone 7) reduces the level of weaponry available to that force’s vehicles. This way, the player can deny the National Guard, for example, the use of rocket launchers.









































































































































































































































































































































NOTE: Upon crossing the bridge, it raises up behind the Enslaver, preventing any return to District 1.
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NOTE: Once the player actually crosses the bridge to District 3, it will be raised/destroyed behind them – the Enslaver cannot return to District 2 from District 3.











NOTE: When the Enslaver reaches the end of the tunnel, alarms will sound and thick concrete barriers rise up, blocking the tunnel and preventing any return to District 1.











District 1 is an open playground for the player to experiment with the abilities of the Enslaver and his first three zombie types; initially the Shamblers and Runners, and then the Bloaters once he reaches Enslaver Stage II. The District is very open, especially after the confinement of the offshore Prometheus Lab, and the many applications of horde dynamics rapidly become clear.





Threat is initially kept at a minimum, giving players a chance to get comfortable with the controls before they get overwhelmed with enemies. Coming across largely civilian areas, they will rapidly build up a large army, and experiment with different proportions of Shamblers, Runners and Bloaters in their horde. The open wastelands (Zone 1) in particular give the player a chance to practice selecting groups or classes of zombies, for example separating out Runners from Shamblers to send them through laser grids into an abandoned factory.





Once the population begins to spread the word of the zombie plague, police patrols turn up frequently, and in greater numbers. The player should go through cycles of building up a horde, losing many members in battles, and building numbers back up again. Zombies are regarded as ammo, and losing a zombie at this stage of the game is not a major setback.





Throughout the Post-Credits Introductory Level, The Voice continues to supply the player with backup and hints. The Voice helps the player to understand how the controls learnt in the Pre-Credits level apply to the control of the Enslaver and his zombies, and supplies information about each area.





If a player is not progressing during these early sections, The Voice is a guiding presence, hinting at things to try or objectives to reach. While not a training mode, this feature subtly makes a player more confident with the game systems and the emergent behaviour those systems can produce.








The facility is now complete – every empty weapon turret is filled with a remote machine gun emplacement and is fully operational. The lab is largely unchanged, except that all equipment is installed and there are no more crates and boxes lying around.





The construction on the island is all new, though conforming to the layout from earlier. A player who studied the foundations before may have an easier time finding a path out, although he will still come across subtle guides that train him in the use of his new zombie proto-horde.








If the player commands the team forward, they will automatically move stealthily, staying in any cover to avoid the attentions of the guards.





If the player orders the team to follow, they will follow the player avatar’s movement instead.





In this way, the team are either naturally stealthy, or will inherit any mistakes made by the player. 





Intro Level Gameplay Concept


The Intro Level is designed to introduce the player to many aspects of “� TITLE  \* MERGEFORMAT �Possession�”, including:-





Over-the-shoulder, 3rd-person control of the lead character


Squad control, issuing commands to squad members (and, after the credits, to teams of zombies)


Multiple paths to objectives – some based on action, some on stealth, some on cleverness


Clarity of objective, yet freedom to explore routes to obtain that objective


Context sensitive actions





Throughout the intro levels, whichever route the player follows or creates, subtle training is taking place. Game elements are introduced at a steady pace, without resorting to setting blatantly contrived tests that force the player into a particular action.





The physical design of the island and laboratory mimic the design of the main game, with the concept that the intro-level is a ‘mini-district’. Just like the three islands that make up Restoration City, the Prometheus Facility is comprised of a number of Zones (each with its own tactical objectives) connected together in non-linear fashion by numerous routes, all eventually culminating in a single path to the next objective area.





The design of the pre-credits segment gives indications of the final structure of the complex, as witnessed by the player in the post-credits version of the level. In particular, the construction site accurately represents the foundations of the final building, and early indications of weapon emplacements can be seen, through solid concrete foundations with apparent power supplies in mid-installation.

















The player passes through this level twice, once as Alpha, and then again as the Enslaver. Second time through, the construction of the lab, island and land bridge are complete, indicating the passage of significant time between Alpha’s capture and the Enslaver’s escape.
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NOTE: Upon entering District 1, the bridge raises up, preventing any backtracking to the island.





This also happens between each District – the player is always forced forwards and can never return to Districts he has left. This is part of the Corporation’s plan.
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