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Quick Summary
Gordon Freeman must take control of a Combine scanner to probe a dangerous power core in this single player level for Half Life 2: Episode Two.  Gordon Freeman infiltrates a second Combine facility where the Combine attempts to re-establish communications with the forces that escaped from City 17.  Core Containment takes place after the events of Half Life Two: Episode Two.
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Gameplay Overview
Core Containment focuses on creating an environment that requires the player to solve a puzzle using a combination of external controls and a remote controlled probe.  Gordon Freeman is isolated in a control room overlooking an uncontained power core.  He must pass through the core room to progress, but cannot enter until the core is shielded.
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A panel in the control room allows Gordon to call isolation chambers into fixed positions in the core room.  A button on the panel allows him to send a Combine scanner into the core room.  The scanner can interact with buttons inside the isolation rooms to rotate them around the core.  Once Gordon surrounds the core with isolation chambers, he can pass through the area safely.
The isolation chambers vary in content.  Most of them are empty, but some contain turrets and Manhacks.  The chambers enter from three different locations.  While the order in which they enter the core room is fixed, their position and orientation with respect to the rest of the chambers is not.  This means that the way the player solves the puzzles alters the spacing of challenges within the collection of chambers.
General Game Flow
1. The player starts in the observation room (#1 on maps).  They receive instructions from Alyx over Gordon’s suit communication system.  She tells him that he must surround the core with isolation chambers before entering the core room.  The player sees a metal framework surrounding the core, with one isolation chamber already attached.

2. The player interacts with the console to send a second isolation chamber into the core room (#2 on maps).  It attaches to the previous isolation chamber.  A button lights up on the console indicating the player should launch a scanner.

3. The player launches a scanner, and their view shifts to controlling the scanner (#3 on maps).  A light glows above a button in one of the chambers.  When pressed, the entire group of chambers rotates.

4. The player releases control of the scanner, and then sees another light on the console.  Pressing that button sends an isolation chamber from a different direction.  The scanner light activates again.

5. The player repeats the process of sending in a new chamber, then using a scanner to rotate the group to surround the core.

6. Occasionally, isolation chambers contain manhacks, turrets, or other obstacles.  The player must try to maneuver the scanner to avoid these threats.
7. Once the player surround the core with isolation chambers, a door opens in the control room allowing them access to the core room.  The player crosses the core room to the other side, and the level concludes (#4 on maps).

Major Elements

· The player takes control of a scanner to manipulate a puzzle.

· Gordon Freeman is isolated from the action happening in the level, a unique feature.

· The level is the “rotating room” level (hook).

· The first time an isolation chamber enters the room is a WOW moment.

· The first time the player rotates the chambers is a WOW moment.

· The dynamic core room, with its activated elements such as the isolation chamber entrances and scanner doors, always incorporates some aspect of movement during gameplay (cool element).

· Walking out into the isolation chambers after the puzzle is complete allows the player to see the empty shaft of the core chamber stretching out above and below them (WOW moment).
Objective Summary

· Use the control console to call isolation chambers.
· Use the control console to take control of a Combine scanner.

· Use the Combine scanner to manipulate the isolation chambers.

· Use the isolation chambers to surround the core.

· Once isolation chambers surround the core, move Gordon Freeman through the core room to the other side.

· Gordon Freeman must survive.
Technical Overview
Campaign
· Core Containment takes place during the No Quarter expansion for Half Life 2: Episode 2.  Set immediately after the events in Half Life 2: Episode 2, No Quarter follows Gordon Freeman as he leads the Lambda Resistance.  Alyx vows revenge for her father’s death, which leads to an assault on the Combine facility in nearby City 15 to defeat the Advisors that attacked White Forest.  The campaign includes travel from the forested area around the White Forest facility, into the urban City 15 environment, and finally into the Combine facility there.
· Level Position in Campaign – Core Containment takes place after Alyx and Gordon separate inside the Combine facility.  Gordon can continue deeper into the facility, while Alyx guides him from a fortified control room.
In Core Containment, Gordon finds the source of the radiation, a dangerously exposed core that even he cannot approach directly.  He finds a way to shield the core long enough to cross the core room.
After Core Containment, Gordon must solve a series of Energy Ball puzzles to shut down the core itself… all while avoiding a large number of Stalkers.
Mission Location
· Theme – Puzzle solving with some minimal combat encounters
· Mood – Tense, cautious, and a little fearful due to being in a hostile environment
· Setting – A short time after the events of Half Life 2: Episode Two inside a Combine facility
· Time of Day – Not visible in the level, but presumably evening
· Season – Not applicable, indoor environment
· Weather – Not applicable, indoor environment
Mission Difficulty
Scale: 1-10 (1 is Easiest and 10 is Hardest)

· Starting – 3: new type of puzzle takes some deduction but no real combat threat
· Middle – 4: some combat threat mixed in with the puzzle adds a little challenge
· Ending – 2: walking across a makeshift bridge is never hard, but you COULD fall off
Mission Metrics
· Play Time – 5 to 8 minutes for new players
· Physical Length/Critical Path (units) – Not applicable: non-linear level
· Physical Area (units) – Approximately 3000 units wide and long, with some corridors that extend from the main play area; approximately 3000 units tall playable space, with significantly larger looking skybox
· New Characters – Friendly Combine scanner
· Visual Themes – Stark and cold Combine facility
Level Details
Level Atmosphere/Mood
Core Containment takes place in a Combine facility similar to the Combine Citadel featured in Half Life 2: Episode 1.  The dark, cool colors of the walls and sharp, angular shapes of the corridors combine with the monolithic proportions to create a sense of impersonality.  Thick cables hanging from the ceilings slowly swing, adding to an ominous feeling.  The cool-colored lighting contrasts with warm colors on consoles and the dangerously glowing core.  Occasional sounds reminiscent of wind combine with mechanical whirring and grinding to accentuate the cold, mechanical nature of the environment.
Major Characters/Vehicles

· Gordon Freeman

· Acts as a personal guardian to Alyx

· Front man for the Resistance that aggressively opposes the Combine

· Frequently uses his H.E.V. suit’s abilities to overcome puzzle or combat challenges

· Willing to sacrifice self “for the greater good”

· Alyx Vance
· Out of revenge for her father’s death

· Acts as Gordon’s moral compass

· Helps Gordon overcome technological puzzles

· Self-confident and capable, but with occasional moments of weakness

· Combine scanner
· Controlled by Gordon Freeman via a console

· Specially crafted remote control scanner stripped of Combine AI package
· Combine turrets

· Programmed to engage any hostiles

· Tipsy tripod design easy to disable

· Dangerous if left alone, but harmless otherwise

· Manhacks

· Programmed to attack non-Combine forces

· Erratic movement patterns hard to track

· Attacks sometimes suicidal in nature

Story
· Intro

· Gordon begins in a closed observation room overlooking the core room.
· Alyx sends Gordon a message telling him that to open the doors the core he must find a way to shield the core.  She recommends he find a way to do so.

· In-Game

· Gordon walks up to the window.  A console under the window includes several buttons, each with a light.  One of the buttons has a green light.
· Gordon presses the lit button, and in the core room an isolation chamber slides into place along a gantry.  A meter on the console drops, indicating that the radiation levels lowered as a result.

· A light above a lever on the console lights up.  When Gordon pulls the lever, he hears a sound below him.  A scanner launches into the core room, and the player’s view switches to the scanner.

· The player sees simple instructional text describing how to move the scanner.  A message from Alyx appears telling Gordon to move the scanner into the isolation chambers.

· One inside the isolation chambers Alyx tells Gordon to find a button.  The scanner locates the button, and interacts.  The scanner self-destructs and the view shifts to show the chambers rotating on their frame.

· A new button lights up on the console.  When Gordon presses the button, a new isolation chamber enters the core room from a different angle.
· Gordon repeats launching a scanner, rotating the frame, and sending in new isolation chambers.  Each time a new chamber moves into position, the radiation meter drops.

· Several of the chambers contain manhacks and/or turrets.  Gordon uses the scanner’s flash to disable the hostile devices.  Should the hostile devices destroy the scanner, Gordon launches another one and tries again.

Extro

· Once Gordon surrounds the core with isolation chambers, the radiation meter drops to “green”, indicating that it is safe to enter.  He receives a message from Alyx informing him that it is safe.
· Alyx opens the door into the core room for Gordon and extends a bridge.  Gordon walks out onto the top of the isolation chambers, across the core room, and to the exit on the other side.

· The game fades to black.

·  “60 seconds of gameplay”
· Gordon watches as the next isolation chamber moves into place along its gantry.  Once it locks into place, he launches a scanner.

· The scanner shoots through its tube into the core chamber.  Gordon locates a hatch on one isolation chamber, and sends the scanner in.  He carefully navigates the rooms, searching for the currently active controls.

· When the scanner approaches the new isolation chamber, Gordon hears the unmistakable sound of turrets.  He cautiously edges the scanner up to the hatch. Thankfully, the turrets face the other way.

· Gordon guides the scanner above and behind the turrets.  He spots the controls to move the isolation chamber frame on a side wall.  He takes a deep breath, then moves the scanner quickly forward to ram into the button.

· The scanner smashes into the button and bounces off.  The turrets detect the scanner and turn to engage.  Just then, the frame begins to rotate, sending the turrets tumbling.

· A stray bullet hits the scanner, sending it crashing into the wall.  Gordon’s view returns to the observation room, where he watches the isolation chambers complete their turn.

· A new light turns on, and Gordon sends in the next isolation chamber.
Major Areas/Visual Themes
Area 1: Core Containment
The entirety of Core Containment shares the same visual theme.  Specifically, the level replicates the cold, impersonal look and feel of the Combine Citadel.  Textures used are metallic, plastic, and glass.  Most lights are cool, with warm accent lights.  The starkness of the level adds to the feeling of impersonality.
Visual References
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Figure 4 – Core room references
Area 1: Core Containment
Level Objectives
· Primary
· Find a way to shield the core.
· Cross the core room.
· Secondary
· Use the isolation chambers to shield the core.
· Use the Combine scanners to rotate the isolation chambers.
· Disable opposing manhacks and/or turrets as needed.
· Bonus
· There are no bonus objectives in Core Containment.
· Hidden
· There are no hidden objectives in Core Containment.
Challenge Highlights
Area 1: Core Containment
· Combat
· Disable manhacks when encountered
· Disable turrets when encountered
· Stealth

· Avoid turrets when encountered
· Puzzles

· Rotate isolation chamber frame to make space for more chambers
· Place isolation chambers to shield the core

· Navigate placed isolation chambers using Combine Scanner
· Conversation

· There are no conversation challenges in Core Containment
· Boss Battles

· There are no boss battles in Core Containment
Area 1: Core Containment
Water Cooler Moments
· The first time an isolation chamber door opens, and an isolation chamber maneuvers into position along a track

· The first time the player gains control of a Combine scanner

· The first time the player presses the button to rotate the isolation chamber frame

· The first time the player uses the Combine scanner’s flash to disable a turret or manhack

· The sequence where the door to the core room opens and Gordon Freeman walks out onto the top of the isolation chambers
Actors
Player (Gordon Freeman)
· Model:
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Figure 5 - Gordon Freeman (no actual in-game model)
· Inventory: H.E.V. suit, Gravity Gun
· Start Location: The entrance to the observation chamber overlooking the core
· Motives/Objectives: Find a way across the core, defeat the Combine, avenge Eli Vance’s death
Key Actors
Combine Scanner
· Model:
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Figure 6 - A combine scanner
· Inventory: None
· Motives/Objectives: None (non-thinking robot)
· Starting Location: Inside a tube used to store Combine Scanners
Manhacks
· Model:
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Figure 7 - A manhack
· Inventory: None
· Motives/Objectives: Defeat enemy combatants by running into them
· Starting Location: Inside some of the isolation chambers

Turrets
· Model:
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Figure 8 - A turret
· Inventory: None
· Motives/Objectives: Defeat detected enemy by shooting them 
· Starting Location: Inside some of the isolation chambers

Supporting Actors

Alyx Vance
· Model(s):
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Figure 9 - Alyx Vance (not physically present in level)
· Inventory:

None (not physically present in game)
· Motives/Objectives:
Help Gordon Freeman, avenge her father’s death
· Uses Within Level:
Gives Gordon instructions on how to process through the level
User Interface
Core Containment uses the default Half Life 2: Episode 2 user interface. 
Gameplay Details
Level Progression Chart
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Time (min) 0 1 2 3 4

Terrain/Objective Cmbr 2-3 Scanner Cmbr 4-5 Scanner Cmbr 6-8

Opponents None None None Turrets None Manhacks None

Challenges Cmbr Rotation Cmbr Rotation Cmbr Rotation

Combat Combat

Wow Moments First Isolation Chamber Moves First Chamber Rotation

New Skills/Weapons Scanner Control

Time (min) 5 6 7 8 9

Terrain/Objective Scanner Cmbr 9-10 Scanner Cmbr 11-13 Scanner Cmbr 14-15 Scanner Cmbr 16-18 Scanner Cmbr 19-21

Opponents None None Turrets None Turrets None None None Manhacks None

Challenges Cmbr Rotation Cmbr Rotation Cmbr Rotation Cmbr Rotation Cmbr Rotation

Combat Combat Combat

Wow Moments

New Skills/Weapons

Time (min) 10 11

Terrain/Objective Scanner Cmbr 22-26

Opponents None Turrets None

Challenges Cmbr Rotation

Combat

Wow Moments Vista From Bridge

New Skills/Weapons

Legend

1 square = 30 seconds

Location 1

Challenge Highlight

Wow Moment

New Weapon/Skill

Move 1st Chamber into position Activate Scanner

Escape over Bridge

Core Containment Level Progression Chart


Figure 10:  Level Progression Chart
Gameplay Mechanics

· Prerequisite Skills

· Basic Half Life 2: Episode Two controls
· Knowledge of how to interact with buttons

· Ability to follow instructions as needed

· Skills Learned

· Ability to solve a rotational based puzzle
· Ability to navigate with a Combine scanner

· Ability to use a Combine scanner’s flash to disable enemies

Level Overview Map and Key



Area Walkthroughs/Detailed Map Descriptions
Observation Room
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Figure 14 - Observation room map
Description

The observation chamber is a stark room representative of typical Combine architecture.  The main feature of the room is a large window, beneath which rests a control console.  The console controls the movement of isolation chambers into the core room and the launching of scanners.  Gordon Freeman is completely safe while in the core room.

[image: image10.jpg]



Figure 15 - Rough sketch of control console
Isolation Chamber Type A
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Figure 16 - Isolation chamber layout A
Description

The most common type of isolation chamber is empty save for decoration.  The chambers typically have glass walls, with ports cut into each side that can open and close.  When a port is open, the scanner can move through it.  When a port is closed, it displays a button that the scanner can push.  Pushing the button rotates the entire isolation chamber framework in that direction.

Occasionally, chambers may include some physics objects or ragdolls for decoration.  These help make each chamber appear unique.

Isolation Chamber Type B
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Figure 17 - Isolation chamber layout B
Description

About one in every three isolation chambers includes turrets, which means the player should encounter between seven and nine chambers with turrets.  These turrets begin standing up in the default orientation.  However, when the chambers rotate there is a good chance that they fall over.  The scanner can use its flash to disable give the turrets a physics “kick”, knocking them down.

Isolation Chamber Type C
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Figure 18 - Isolation chamber layout C
Description

About one in every six isolation chambers includes manhacks, which means the player should encounter between three and five chambers with manhacks.  The manhacks provide a significant challenge to the player, since they tend to be aggressive when attacking.  The scanner’s flash provides a physics “kick” to manhacks in front of the scanner.  The kick typically forces the manhacks into the wall, damaging them.  It takes two to three kicks to disable a manhack, but each kick affects multiple manhacks.
References

Many of the images above are screenshots from Half Life 2: Episdoe One, which includes a section where Gordon and Alyx shut down a core.  Other references include:

· http://media.moddb.com/images/mods/1/8/7568/57436.jpg 

· http://images2.wikia.nocookie.net/__cb20090527041738/half-life/en/images/thumb/c/c3/City_Scanner_model.jpg/440px-City_Scanner_model.jpg 

· http://images3.wikia.nocookie.net/__cb20100329155826/half-life/en/images/thumb/f/f5/Combine_Sentry_Gun.jpg/226px-Combine_Sentry_Gun.jpg 

· http://images2.wikia.nocookie.net/__cb20100622090111/half-life/en/images/2/2b/Gordon_bust_rtb2.jpg 

Important questions

Why is this fun?

Players enjoy solving new and different puzzles.  Any time a player encounters a new spin or variation on the same puzzle, they can pull from their vast knowledge of previous puzzles to help solve the puzzle.  Even if the fundamental puzzle is simple, the player feels smart.
What makes this sequence interesting/memorable?

Much movement is associated with Core Containment.  Isolation chambers move into position and then entire cluster of chambers rotate.  This significant amount of movement catches the eye, and makes it more memorable.  In addition, the player takes control of a Combine scanner, something not done in previous Half Life games.  This unique perspective helps make the sequence stand out to the player.
How will you communicate to the player what they need to do?

· Alyx provides some dialog hints at the beginning of the puzzle about how to solve the puzzle.

· Lights on the control console indicate to the player which buttons they can press, staring with a specific sequence of lights that teach the player the fundamental nature of the puzzle.
· A window displays when the player takes control of the scanner listing the scanner’s controls.

· Lights inside the isolation chambers use the same system as the lights on the console to indicate if the player can or cannot take a particular action.

How can the player break it?

· Failure to associate building the structure around the core with “shielding” the core may cause player frustration. 
· Failure to realize that rotating the structure allows new isolation chambers to enter the structure may cause confusion.
· Unfamiliarity with the Combine scanner controls may make it difficult for some players to solve the puzzle.
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Figure � SEQ Figure \* ARABIC �2� - Overview map middle level





Figure � SEQ Figure \* ARABIC �3� - Overview map bottom level





Figure � SEQ Figure \* ARABIC �11� - Middle level map





Figure � SEQ Figure \* ARABIC �12� - Top level map





Figure � SEQ Figure \* ARABIC �13� - Lower level map
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