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DFS Focus

One of the most difficult but important things in any given level is polish.  Visual and audible polish separates a good level from a great one.  Many levels struggle to achieve high polish because of their size.

The focus for this level is to maximize gameplay potential within a small space.  This space is specifically designed to be asymmetrical, meaning that the player experience changes when the direction of their focus changes.  The series of encounters within the space maintain a coherent story while providing this additional gameplay.
Quick Summary
Battle for the Resonator is a single-player level for Gears of War.  Set shortly before the events of Gears of War 1, the player takes on the role of Augustus Cole, a member of Alpha Squad.  Locust took over the warehouse where COG stores the Sonic Resonator.  Gus joins his partner, Damon Baird, to retake the warehouse and secure the Resonator.
Gameplay Overview
A pitched and rolling battle creates the feeling of frantic motion in Battle for the Resonator.  Locusts attack the player from all sides.  The player must keep up with the shifting battle lines to stand a chance at securing their objective.  Just when they think they might get a breather, more Locusts come out of nowhere yet again for another assault.  The player must turn on the generators, open the retractable roof, and wait until a King Raven arrives to airlift the crate with the Sonic Resonator to safety.
General Game Flow
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Players enter the warehouse and immediately encounter resistance.  Gus and Baird fight several Locusts in the front room of the warehouse, and quickly take the Locusts out.
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Several more Locusts await the Gears as they move to secure the Sonic Resonator.  The Troika in the corner covers most of the room.
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The Troika team eliminated, Gus and Baird find the ladder to the control room destroyed.  They turn to find a way up, but an Emergence Hole opens and Locust begin pouring out.  The Emergence Hole also weakens the structure, and a partial collapse traps the team in the warehouse.  Gus operates the Troika while Baird takes cover, and the pair quickly dispatches the Locusts.
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With only one Locust left to eliminate, the Troika jams.  Gus and Baird take out the last Locust, but then hear an explosion from the front room and see a side-door go flying.  A Boomer steps out, and the pair must engage this dangerous foe.
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The Gears investigate the wrecked door from the Boomer fight and find a small loading and unloading area.  A stairway to the second floor catwalks means they can get to the control room.  As they climb, they hear the shattering of glass.  Several Locusts brake through the skylights in the front room and attack the pair on the catwalks.

[image: image32.png]


Wary of further death from above, Gus goes into the control room while Baird keeps watch on the warehouse.  A second Emergence Hole opens in the front room, swallowing several crates as the Locusts climb out.  The Gears have the height advantage, and quickly dispatch the Locusts.  They make their way down to the first floor.

Gus hits the button on the lower level to open the retractable ceiling.  As the catwalks on the second floor shift and the ceiling begins to retract, an Emergence Hole opens in the corner and swallows the Troika.  Gus and Baird fight the Locusts across the room as the ceiling continues to open. 
The Locusts dispatched and the ceiling open, the waiting King Raven swoops in, drops a winch line, and snags the Sonic Resonator crate.  As it takes off, the pilot promises to return for the pair.  Just then, an explosion in the front destroys a garage door in the loading bay and two Boomers walk in.  Gus and Baird engage the pair, and when the Boomers hit the ground, they simply walk out of the conveniently open door.
Major Elements

· Encounters from many directions reuse the small space of the level in interesting ways.

· Battles seem much more intense in such a small space.

· Battle for the Resonator tells part of Alpha Squad’s story just prior to Gears of War 1. (hook)

· Gears enter the warehouse and fight Locusts all the way to the back of the building. (story beat)

· An Emergence Hole causes the entrance to collapse. (story beat, WOW moment)

· The first Boomer blowing out the door startles the player. (story beat, WOW moment)

· The Gears fight on the catwalks to reach the control room. (story beat)

· The Gears fire down onto Locusts below. (story beat)

· Locusts ambush the Gears and take out the Troika as the ceiling above retracts gives the level an epic feel. (WOW moment, story beat, hook)

· A King Raven extracts the Sonic Resonator (story beat)

· Two Boomers explode into the scene, but they’re taken out by the Gears (story beat, WOW moment)
Objective Summary

· Gus must survive.

· Baird must survive.

· The Gears must find a way to the second floor control room.

· The Gears must turn on the generators.

· The Gears must open the retractable ceiling.

· The Gears must defend the Sonic Resonator as a King Raven extracts the device.

· The Gears must defeat all Locusts they encounter.

· The Gears must find a way out of the warehouse after the entrance collapses.
Technical Overview
Campaign
· Name - Battle for the Resonator, a standalone mission for Gears of War 1 that takes place shortly before the events of Gears of War 1 in a small warehouse where the Sonic Resonator is stored.
· Level Position in Campaign – Before the events of this level, Alpha Squad received orders to retrieve the device in an effort to find some way to map out the tunnels the Locust Horde uses to attack.  The rest of Alpha Squad stayed outside to secure the building, while Gus and Baird open the warehouse roof so that the waiting King Raven can extract the device in its crate.  After the fight in the warehouse, Gus and Baird walk out into the street to await their ride, which picks them and the rest of Alpha up.  Back at camp, they unpack the Resonator and set off to detonate the device.  Eventually Locusts overwhelm the squad, most die, and the remainder rendezvous with Delta Squad as seen in Gears of War 1.
Mission Location
· Theme – Intense combat in a tight, enclosed space
· Mood – Grim determination to recover the Sonic Resonator at all costs
· Setting – A warehouse in Ephyra, about a week before Gears of War 1
· Time of Day – Early afternoon
· Season – Summer
· Weather – Partly cloudy
Mission Difficulty
On a scale of 1 to 10, Battle for the Resonator averages a seven in difficulty.
· Starting – 6: Tight spaces make it more difficult, but there are fewer enemies.
· Middle – 7: More and harder enemies make the encounters more difficult.
· Ending – 8: Culminating in a fight against two Boomers, the difficulty is very high.
Mission Metrics
· Play Time – 20 minutes for a new player, 12 minutes for an experienced player
· Physical Length/Critical Path (Unreal Units) – A series of short encounters, each that take place across approx. 2,000 uu distance.  Total travel is distance approx. 18,000 units, but the space is at most 3,500 uu long.
· Physical Area (Unreal Units) – 3,500 uu deep x 2,500 uu wide x 1000 uu tall
· New Characters – 1, unnamed King Raven pilot
· Visual Themes – 1, an old warehouse
Level Details
Level Atmosphere/Mood
Battle for the Resonator takes place in a dimly lit and somewhat dirty warehouse in the middle of Ephyra’s Warehouse District.  Flickering lights illuminate the front room, where a pair of worn generators sits, silent.  Dust motes twinkle in the sunlight that streams through the skylights in the room.  Slowly rusting shelves hold bits of old and forgotten technology.  The back room is more of the typical warehouse, with more boxes and more shelves.   The stained window of the second story control room overlooks the secured metal crate in the center of the room, where the Sonic Resonator is stored.

Eventually, the level takes on more light as it opens up.  When a Boomer blows open a side door, it reveals a small shipping and receiving area, where garage doors on one side sit below dirty and broken windows.  Sunlight streams through the windows.  Even more sunlight bathes the dimly lit second room in the warehouse when the player eventually opens the retractable roof.  The increasing light gives players a sense of hope.
Major Characters/Vehicles

· Augustus Cole – Once a famous Thrashball player, Cole loves to kill Locusts.  Some see him as reckless, but his flamboyancy only serves to strike fear in the Locusts he faces.  He is duty-bound, and keeps his promises.

· Damon S. Baird – Baird is an expert mechanic and long-time friend to Cole.  He served his entire career as a Gear with the Coletrain, who has been willing to put up with his flaws through thick and thin.  While he complains more than a typical Gear, he is not afraid to get into the thick of things.

· King Raven (w/ unnamed pilot) – Used to transport Gears and cargo into and out of battle, King Ravens are the backbone of the COG air forces.  COG used them in the evacuation of Ephyra, and though they often fly into the heat of combat, they rarely go down in the heat of battle.

· The Locust Horde – Determined to repopulate the surface of Sera, the reptilian Locust Horde decided that the only way to do that was to wipe out every human on the surface.  Desperate to gain an advantage over the Lambent, the Locust Horde fights fiercely to meet their goal.
Story
· Intro

· The level fades in on Gus and Baird walking down a short hall into the warehouse.  They briefly chat about getting the Sonic Resonator, which sets up the level.  When they reach the door, gameplay begins and the pair engages the Locusts in the warehouse.
· In-Game

· Gus and Baird take cover behind some crates and fight the few Locusts in the front room of the warehouse.  Gus flanks the Locusts by going around behind a shelf and takes them out at close range.

· The voices of other Locusts in the next room war the Gears about an impending attack.  The Locusts have set up a Troika, and the Gears dive for cover.  Slowly Gus picks his way around to the side while Baird provides covering fire.  Outside of the Troika’s firing arc, Gus rushes the position and bashes the gunner to death.

· The ground shakes and the beams of the warehouse creak as an Emergence Hole opens in the front room.  The ceiling partially collapses from the structural stress, trapping the Gears in the warehouse.  Gus, a cool head despite his flamboyant style, takes up position on the Troika gun and waits.  Baird takes cover, and the Gears easily mow down the Locusts.

· An explosion in the front of the building sends a door and part of a wall flying.  The Gears hear “BOOM,” and a Boomer steps through the smoke and dust.  The Gears play cat-and-mouse with the Boomer, dodging between shelves to avoid the Boomer’s rockets.  With concentrated fire, the pair takes out the Boomer after a short fight.

· Investigating the Boomer hole, the Gears discover a stairwell leading up to the second floor.  They take the stairs, and as they turn the corner, they hear shattering glass in the first room.  They rush back into the main warehouse room on the catwalks to encounter a pair of Locusts that broke through the skylights.  A pair of Locusts is no match for Gus and Baird, who win the battle handily.

· Gun flips the switch in the control room and the generators in the front room hum to life.  The flickering lights take on a solid glow.  The ground shakes again, and another Emergence Hole opens between the generators next to the first.  Gus and Baird use their height advantage on the catwalk to rain bullets down on the Locusts that emerge.

· The Gears rush down to the first floor and activate the retractable roof.  As the catwalks move out of the way to make room for the roof, the Troika shudders and is swallowed by another Emergence Hole.  The Gears fight off the Locusts as the ceiling begins to open, bathing the room in sunlight.

· The ceiling retracts all the way and the King Raven swoops in and winches away the Sonic Resonator in its crate.  As the King Raven flies away, the pilot promises to return for Alpha Squad.

· As Gus and Baird wait for the King Raven to return, there is an explosion in the front room… again.  This time a pair of Boomers stomps into the room.  Having no choice but to fight them off, the Gears take cover and slowly but surely take out the Boomers.
· Extro

· The Sonic Resonator safe and the Locust finally giving them a breather, Gus and Baird walk out of the hole the Boomers created in the side of the building to await the King Raven’s return.
· 60 seconds of gameplay”
· “Troika!” shouted Baird as he dove for cover behind the Resonator crate.  Gus peeked around the corner from the other room to see a pair of Drones covering a Troika gunner.  Gus ducked back behind the corner and shouted, “I count four!”  Looking around, Baird shouted back, “I only see three.”  Gus rolled his eyes and replied, “Open your eyes, Baird!  Check above!”  Baird looked up to see the Spotter watching from above the carnage.

· Gus took a couple breaths, and then rounded the corner into the room.  He shouted, “Cover me!” as he rolled to the right and behind the shelves.  Bullets sparked off the metal as Gus crept along, Baird occasionally taking shots from behind the crate.  A drone, seeing Gus, charged to the shelves.  Gun pulled out his shotgun and blasted the Drone from a crouch.  One down, three to go.  Lucky with his blind shots, Baird popped the other Drone in the eye, leaving him twitching on the ground.  Only two locusts remained.

· Finally, in flanking position, Gus yelled, “grenade!” then chucked a grenade into the room above.  With a flash and a large “BOOM”, the Spotter died, leaving only one more Locust.  Tired of the fight, Gus rushed the Troika.  Caught off his guard, the Troika gunner only had enough time to turn toward the oncoming Gear before Gus hit him in the face with the butt of a shotgun.  Gus wiped the blood from the shotgun on the gunner’s jacket and yelled, “All clear!”
Major Areas/Visual Themes

Area 1: The Warehouse
The lights flicker in the dimly lit, dirty warehouse in the middle of Ephyra’s Warehouse District.  A pair of worn generators sits silently in the front room.  Dust motes twinkle in the sunlight that streams through the skylights in the room.  Slowly rusting shelves hold bits of old and forgotten technology.  The back room is more of the typical warehouse, with more boxes and more shelves.   The stained window of the second story control room overlooks the secured metal crate in the center of the room, where the Sonic Resonator is stored.
Visual References
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Figure 10 – Warehouse reference images
Level Objectives
· Primary
· Gus must survive.

· The Gears must find a way to the second floor control room.

· The Gears must turn on the generators.

· The Gears must open the retractable ceiling.

· The Gears must defend the Sonic Resonator as a King Raven extracts the device.

· The Gears must find a way out of the warehouse after the entrance collapses.
· Secondary
· Baird must survive.

· The Gears must defeat all Locusts they encounter.
· Bonus
· There are no bonus objectives in this level.
· Hidden
· There are no hidden objectives in this level.
Challenge Highlights
Area 1: Warehouse
· Combat
· Fighting mixed enemies in close quarters combat
· Fighting against a fixed emplacement in close quarters combat

· Fighting against opponents from above in medium range firefights
· Stealth

· There are no stealth challenges in this level.
· Puzzles

· There are no puzzle challenges in this level.
· Conversation

· There are no conversation challenges in this level.
· Boss Battles

· Fighting against a single Boomer in close quarters combat
· Fighting against two flanking boomers in close quarters combat
Water Cooler Moments
· Area 1: Warehouse
· A wall explodes, taking a door with it, as a boomer makes an entrance
· Skylights shatter and Drones drop in from the roof

· An Emergence Hole swallows a Troika

· The retractable roof of the warehouse slowly opens, bathing the room in light

· A King Raven latches onto and winches away the crate with the Sonic Resonator

· A pair of boomers take out a garage door
Actors
Augustus Cole (Player Character)
· Model:
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Figure 11 - Augustus Cole
· Inventory: 1 x Snub Pistol, 1 x Lancer Assault Rifle, 1 x Gnasher Shotgu, 2 x Bolo Grenade
· Start Location: The entrance to the warehouse
· Motives/Objectives: Secure the Sonic Resonator, ensure that all Gears get out alive
Key Actors

Actor 1: Damon S. Baird
· Model(s):
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Figure 12 - Damon S. Baird
· Inventory: 1 x Snub Pistol, 1 x Lancer Assault Rifle, 1 x Gnasher Shotgu, 2 x Bolo Grenade
· Motives/Objectives: Secure the Sonic Resonator, ensure that all Gears get out alive
· Starting Location: The entrance to the warehouse
Actor 2: Locust Drone
· Model(s):
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Figure 13 - Locust Drone
· Inventory: Hammerburst Assault Rifle
· Motives/Objectives: Kill all Gears that enter the warehouse
· Starting Location: Inside the warehouse; emergence holes; the rooftop
Actor 3: Locust Wretch
· Model(s):
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Figure 14 - Locust Wretch
· Inventory: None
· Motives/Objectives: Kill all Gears that enter the warehouse
· Starting Location: Inside the warehouse; emergence holes

Actor 4: Locust Grenadier
· Model(s):
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Figure 15 - Locust Grenadier
· Inventory: 1 x Gnasher Shotgun, 2 x Bolo Grenade
· Motives/Objectives: Kill all Gears that enter the warehouse
· Starting Location: Emergence holes

Actor 5: Boomer
· Model(s):
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Figure 16 - Locust Boomer
· Inventory: Boomshot Grenade Launcher
· Motives/Objectives: Kill all Gears that enter the warehouse
· Starting Location: Behind a wall (which the Boomer destroys)
Supporting Actors

Actor 1: King Raven Pilot 

· Model(s):        [image: image9.jpg]



Figure 17 - King Raven
· Inventory: N/A
· Motives/Objectives: Retrieve the Sonic Resonator, extract the Gears
· Uses Within Level: Removes the Sonic Resonator box
User Interface
Battle for the Resonator uses the standard Gears of War 1 single player user interface.
Gameplay Details
Level Progression Chart
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Figure 18:  Level Progression Chart
Gameplay Mechanics

· Prerequisite Skills

· Basic Gears of War movement

· Ability to use cover

· Ability to aim and shoot standard Gears of War weapons

· Knowledge of Gears of War objective system

· Basic knowledge of flanking positions
· Skills Learned

· Advanced flanking techniques

· Ability to fight enemies while on the move

· Ability to adapt to shifting fronts and flanks
Level Overview Map and Key

Area Walkthroughs/Detailed Map Descriptions
Area 1: First Encounter – Front Room
Gameplay

· Gus and Baird encounter two Drones and a Wretch.  The Locusts spawn behind the generators.
· Player may encounter the Locusts head on, or flank them to the right.

· Enemies typically take cover near their spawn location or in the doorway to the back room.

Dialog

· Incidental dialog regarding the current combat
Area 2: Second Encounter – Back Room

Gameplay

· Gus and Baird step into the back room.  A Troika Gunner operates the Troika, with the spotter above in the second story control room.

· A Drone and a Wretch spawn out of the player’s sight.  The Drone protects the Troika, while the Wretch rushes the player.

· Player may encounter the Locusts head on, taking low cover in the middle of the room.  An alternative is to flank the Troika on either the right.

· The Drone and Troika team remain near where they spawn, and the Wretch moves quickly to attack the player.

Dialog

· Incidental dialog regarding the current combat

Area 3: Third Encounter – Back Room

Gameplay

· Three Drones and two Wretches enter through an Emergence Hole in the front room and attack the Gears, probably near the Troika position.
· The best strategy for the Gears is to staff the Troika to dispatch the Locusts.  However, a more traditional front / flank based fight is possible.

· Locusts take cover behind low cover obstacles in the front of the room, or behind the entrance.  They usually directly assault the Troika, or take the left flank that The Troika covers.

Dialog

· Incidental dialog regarding the current combat

Area 4: Fourth Encounter – First Boomer Fight

Gameplay

· A Boomer enters from the side corridor in the front room and attacks the Gears

· The Gears can use the significant amount of cover between the Boomer’s spawn point and the Troika to flank the Boomer.  They may also remain at the Troika and wait for the Boomer to attack.

· Using the Troika on the boomer can be dangerous, as the emplacement does not have good cover.  However, the added firepower can make the Boomer fight short.

· The Boomer lurks around the front room, or near the front of the rear room behind low cover.

Dialog

· Incidental dialog regarding the current combat

Area 5: Fifth Encounter – Catwalks

Gameplay

· Three Drones break through the skylights in the front room and land on the catwalks.

· Gus and Baird are on the catwalks in the back room when the Drones enter.

· Both sides use the low cover provided by railings for defense.
· This fight typically features only the front, with the Gears on one side of the back room and the Drones on the other.

· Occasionally, a push along one of the two sides of the back room catwalks creates a brief flanking situation.

Dialog

· Incidental dialog regarding the current combat

Area 6: Sixth Encounter – Catwalks / Back Room

Gameplay

· Another emergence hole opens in the front room, spawning two Drones and two Wretches.
· The Wretches attempt to flank by using the side corridor to attack he player on the catwalks.

· The Drones take up positions behind cover in the back room.

· The Gears easily dispatch the Drones, but must watch out for the flanking Wretches.

· An immediate retreat to the first floor shifts this fight to the side corridor instead, with the Gears attacking from the stairs.
Dialog

· Incidental dialog regarding the current combat

Area 7: Seventh Encounter – Back Room

Gameplay

· Another emergence hole opens up after Gus activates the roof.  The emergence hole destroys the Troika.

· One Grenadier, Two Drones, and Two Wretches spawn from the emergence hole.

· The Drones take cover and remain near their spawn location.

· The Grenadier assaults the Gears head on.

· The Wretches flank the Gears.

· The Gears must meet the Wretch flank head on, and then deal with the aggressive Grenadier.  After taking out these three Locusts, the fight becomes a standard front / flank fight.

Dialog

· Incidental dialog regarding the current combat

Area 8: Eighth Encounter – Second Boomer Fight

Gameplay

· Two Boomers break into the building through the side corridor and take two separate paths toward the back room.  One Boomer walks through the front room, while the other kicks down a side entrance door to the back room.

· The Gears must carefully use cover and focus fire on one of the two Boomers.  Typically, the Boomer that enters from the side is closer and thus the first target.

· Once one boomer is down, defeating the second becomes substantially easier.

Dialog

· Incidental dialog regarding the current combat
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Figure � SEQ Figure \* ARABIC �1� - Map for the first fight





Figure � SEQ Figure \* ARABIC �2� - Map for the second fight





Figure � SEQ Figure \* ARABIC �3� - Map for the third fight





Figure � SEQ Figure \* ARABIC �4� - Map for the fourth fight





Figure � SEQ Figure \* ARABIC �5� - Map for the fifth fight





Figure � SEQ Figure \* ARABIC �6� - Map for the sixth fight





Figure � SEQ Figure \* ARABIC �7� - Map for the seventh fight





Figure � SEQ Figure \* ARABIC �8� - Map for the final fight





Figure � SEQ Figure \* ARABIC �9� - first floor (left) and second floor (right)





Figure � SEQ Figure \* ARABIC �19� - first floor (left) and second floor (right)
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