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LEVEL DETAILS

LEVEL ATMOSPHERE/MOOD

Nacaao is a charming-yet-mysterious old villagehwitodern accents, such as electricity. Part of

Nacaao’s charm arises from the frequent blackautkempt roads and buildings, and the fact thatether

one car on the entire island. A vast wildernessosunds the town. The island itself is gorgeous tanpical:

filled with dense forests, powdery white beachesl, mountains. Most of the local people are easpgyaf

little means, and generally myopic.

STORY

Introd

uction
You are Walt, a squatter who settled in an abandigmeson outside of the small island hamlet of

Nacaao for the last few years. You survived offigl@nd—eating its delicious fruits and sleeping in

the protection of a well-fortified prison cell.

One day, your friend Thiago finds you and infornmsuythat your mother is deathly ill on the
mainland and requested that you come to see herrereager to go, but you have no means of
getting off the island. However, by completing gdds for the islanders you can earn money to pay

the ferryman to take you back to the mainland.

Thiago kindly tells you that you can stay in hig¢ipPousada Sol, until you earn enough money to

visit your mother.

In-Game

You wake up in your room in Pousada Sol and yotogoeet Thiago.

Thiago shows you the town’s bulletin board and akyd how to earn money by doing odd jobs for

the townspeople.

You pick up your first quest and visit Davi in tikdfice of Tourism. He asks you to retrieve his

suitcase from Pousada Sol. You retrieve it, conepyeur first quest, and receive $50.

You return to the bulletin board and find four giseavailable. Normal quests, on blue paper, pay
$50. Difficult quests, on yellow paper, pay $190u read all of them and decide to take a driftwood
quest.

You find Yara in her hamburger shop, YaraBurger 8bks you to collect five pieces of driftwood

from the southern end of the beach.



You find the southern end of the beach and fighhefadcrabs as you gather the scattered driftwood.

You bring the wood back to Yara, who gives you &&0your trouble.

You return to the bulletin board and decide to clatgpa seemingly-simple, $50 quest: retrieve a
borrowed shovel. You find Vincente, the supervigbthe effort to restore the abandoned monastery.

He asks you to find Felipe, who borrowed the shovel

You approach Felipe, who likes to flirt with Yana lher burger shop. He tells you that he left the
shovel in the haunted sewers, and offers you aitiaoal $50 for killing all the zombies.

You head to the sewers, behind the Office of Tooridust before entering, a mysterious old man
tells you the story of four prisoners who escapethfthe now-abandoned prison. The townspeople

believe that the spirits of the four prisoners lianyone who dares to enter their sewer.

You fight the sewer zombies and retrieve the shoAglirst, it seems impossible to kill the unenglin
stream of zombies. However, you recall the old madvice and seek to kill four distinct-looking

zombies. Upon successfully killing those zombibs, dthers drop (re-)dead.

You return to Felipe, who begrudgingly pays you pinemised reward. Next, you seek your reward

from Vincente at the monastery.

You obtain your next quest from the bulliten boaBdaulio, who also works at the monastery as
Vincente's assistant supervisor, tells you thauppsier has not delivered some supplies that they

desperately need. You agree to find Braulio thiederblocks and two cans of paint.

You roam through the town, asking NPCs for hintswdmere to find the construction items. By
searching through alleyways and back roads, yad the items. You return to Braulio and receive
$100 for the items.

At the bulletin board, you pick up a mysterious sjue kill a antlion monster. The quest giver
doesn’t leave his name and no one in town seerksder much about the quest. You find the quest
giver, who turns out to be a combine gatekeeper f@bts too ashamed to return to his job without

his key. He tells you that an antlion queen toakkbly from him when he ran away from it.

You head to the northern end of the beach. Alorgwhy, townspeople tell you about the antlion-
deterrent stations that could aid you. You reaehldbach and turn on the deterrent stations, which
repel antlions away. These stations give you degjfi@ advantage in a fight against regular antlions

and the antlion queen.

After defeating the antlion queen, she drops a Key pick up the key and return it to the combine

gatekeeper.



Extro
The gatekeeper takes the key, pays you the rewaddppens the city gate. Just as the gate opens, a

young woman runs in begging for help. Her and husbland were hiking near an abandoned hospital
when they were attacked. She asks you to find nichodfers $100 reward. She believes her attackers
live inside the hospital. You agree and head thnahg gates.

“60 seconds of gameplay”
You walk to the bulletin board to find a new que&bu read the description by pressing ‘e’. It says:

$100 REWARD
Kill the terrible antlion monster!

Meet me behind the monastery, near the gate.

- 272

You pick up the quest by pressing ‘e’ on it ag&iot sure where to go, you try talking to some topawple
by walking up to them and pressing ‘e’. You wansée if they have any clues about this quest. Yquaach
a vortigaunt, who merely says “Hello.” You then agother townsperson, who tells you to leave heneal

Giving up, you continue east through the villagewé&rds the monastery.

You turn left past the monastery, into a side rpaal haven't been yet. At the end of the road, yeeian open

gate to the beach. Looking more closely, you ssiagle combine standing guard.
“Stop there! Identify yourself!” He says. Seeingarte else around, you decide to try talking to him.
“Oh, you're here about the ad?” He replies. “GaBdod. Come closer. Did anybody see you?”

“There’s an antlion queen who wanders around tleleShe stole my key! Well, | might have lefthete
when | ran...” He continues, “Anyway, | need that keyopen the city gates. I'm the gatekeeper, yau ke

haven’t shown up to work for days. Please, kilttim@nster and retrieve my stolen key!”

The quest objective appears on the top-left coohgour screen, saying: “Quest Retrieve the gate key for

the gatekeeper”

On your way towards the beach, you run into a t@erson, who advises: “You're crazy. | wouldn't tfy
were you. Well, if it helps, the combine set upealggnt stations that you could turn on to protestirgelf.”
Another townsperson tells you, “The antlions ruougid the north end of the beach. Few have seequiten-

they say she only emerges to protect her offspring”

You cross the gate and enter the beach. Immediatalipns attack you. You see a mechanical towethen
sand and run towards it. You climb up the staird famd a switch. After turning it on, it begins pmund the
floor. The antlions fall back, seeming weary oftget too close to this tower. On top of the towgu see an

unlimited ammao supply crate.



From the ring of safety created by the repellanteip you shoot at the antlions. Several of them wigle a
couple more join the battle. In a short distance, yee another tower and decide to move more degpehe

beach area.

Like before, you activate the second repellant toweu also find a health station and some heailthups.

You shoot at the antlions until the queen finalhyears.

The antlion Queen is unafraid of the repellant towed comes after you. You run between the towers,

shooting at her and her minions in the meanwhile.

It takes a while, but finally the antlion queensiand many of the antlions burrow. A couple of tHemer to

attack you, but you kill them quickly.

You walk over to the antlion queen and collect g ket she drops. You turn towards Nacaao and heek

to claim your reward.



MAJOR AREAS/VISUAL THEMES

Area 1: Pousada Sol

Text Description:
Pousada Sol is one of the few inns on the islanith Yéspect to its name, which translates to “Sun

Inn”, the innkeeper painted the walls with warmlgels and oranges. Large sliding doors allow natura
sunlight to brighten the rooms. For lighting in kiar rooms, simple light bulbs or fixtures hang froine
ceiling.

Like most buildings on the island, the inn is venyall (accommodating 2-3 guests) and has a
balcony on the second floor. Plaster walls, comgrahd wood beams characterize Pousada Sol. Itssroo
contain simple furniture with simple layouts. Thettom floor mostly features a small communal aned a

the reception desk.
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Area 2: Exteriors & Central Plaza

Text Description:
Nacaao’s main roads intersect in the sunny CeRtiata. A large landmark on a grass enclosure

marks the center of the plaza. Behind the landntakk village residents post announcements (sugbbas
notices) on a billboard. The plaza feels very “aldrld” with its cobblestone roads and narrow sid&aa
Village buildings surround the plaza, which leadt into a few different paths. The main path slopes
downward from the landmark to the beach.
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Area 3: Office of Tourism

Text Description:
In light of Nacaao’s recent tourism surge, the peapeated an Office of Tourism to market the

island and welcome visitors. They constructed thigdimg with local materials: plaster, brick, anded
beams. Its covered walkways keep the building eadlfeeling “open” to visitors. The building occepithe
wide space behind the central plaza. So, despitiovter profile, people find it easily since itssin the

center of the town.
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Area 4: Sewer

Text Description:
The entrance to the village sewer exists behindGffiee of Tourism. The sewers take care of the

city’s excess waste and runoff. Brick walls and dd@ams support the weight from above. Walkways hug
the walls, keeping people above the murky wateovelSome villagers say that a group of four escaped
prisoners once fled to the sewers. They lived & sbwers for months, stealing from the townspebpte
never getting caught. Finally, one prisoner (seitkvith greed) killed the others. Consumed by diaitt
perhaps haunted by the spirits of his comrades)atee committed suicide over his friends’ graveéer a
long time, the villagers feared the haunted sewerquell their fears and put the story to rest, lthel

priests ‘cleansed’ the sewer of evil and boarde@ans of the tunnel.
To date, no villager goes down there voluntarily.
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Area 5: Jesuit Monastery

Text Description:
Behind its exterior walls, the monastery includeshapel, living quarters, and a courtyard. The

chapel’s style reveals heavy European influencé w&t Baroque architecture: arches, domes, talingsi,
and columns. The living quarters of the monastefiects the humbleness and simplicity of a Jesuit

lifestyle.

Villagers say the monastery existed before Nac&he.Jesuits who built it were among the first to
inhabit the island. They lived here, caring for gagients and families of the now-abandoned hdsfitey
later left the monastery and the island after tbgeghment evacuated the hospital and condemned the

building.

In response to the island’s sudden popularity watrists, the villagers decided to renovate the
monastery. Visitors can’t enter most of the mong&ebuildings because of the construction. However

visitors and residents enter the chapel to sigatesgartake in Sunday service.
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Area 6: Beach

Text Description:
The village founders built Nacaao on a bay. A srhalch lies the east of the village, protected by a

bay that calms the ocean waters. Boats and laes idter the shore. To one side, a wooden dot&rels
from a small wooden shack. Small clusters of ti@sth rubble scatter throughout, but not enoughetcadt
from the beach’s overall beauty.
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LEVEL OBJECTIVES

# +/ 2
+ " =2 @ . 7
" 2 /?E 6
" /I .26
CHALLENGE HIGHLIGHTS
Combat
. + // + + +
/ /| +/. 6
K / + +
+2 &/ + 7 6
! / .
, + ,+ 1 2 2
/ / 2
+ [/ . 6
Stealth
-0
Puzzles
K/l ."> 7 &1 @
& @. + /| + &/ 6
Conversation
> "> $2 . E
> + 2 2 6
4 2"4 2 2 /?E
. 6
3 =+3"> + $2 | 7?
7 6
0 22 0 8.22:2 +
+ + E 6> 2 +
Boss Battles
! /" E @ +

2

22 6



WOW MOMENTS
3 8! ("# /
3 8 "+ 2 2 |:
3 <8 "3 / 72

Actors

Player: Walt
: "J+ 4
22 ; 25
o #
o] J
o 4
22(%2 " +
2 7?71 %2
+ + 7

(20N o

Key Actors
Thiago
3+8;""

o
+

Davi
& @3 )

3+8;"0
*

3 =/: "J / | 76
"+ 7 = >

Yara
- 3+8:"0 & @4 <
* n
3 =/ "J + .+ /1l
nma + I 1
G " +8G;
Vincente

3+8;"0 & @3
*

++

1

6 F

»

1



Felipe
3+8;"0 & @3 <
* n

3 =/ "J 7
16J 1 + . 6

"I 6

G " 8G<;
Old Man
3+8"#
* "
3 =/: 4 +
+ = >

G 8G<;

Braulio
3+8;"0 & @3 (

*

3 = "J + ++
6
* + 6
G "3 8G5;
Combine Gatekeeper
3+8;" [/
* "IF
3 =/: J
+ 6
+ 6
G "3 ! 8G(;
Headcrabs
3+8;", +/
* "0 6
3 =/ 6
" + /
G " .+8G; +3
Zombies
3+8"K/ @4 K/ @
* "0 6
3 = "L
", 6
G " /E 8G<;
Antlions
3+8;"! @! G
* "0 6
3 =/ o+
"0 + /| 6

G "3 ! 8G(;

22 6F/ +

63



Combine

3+8;" [/
* "IF@3
3 =L "
+ /.
G "3 8G5;

Supporting Actors
Townspeople
3+8;"0 & @-
* "0
3 = "' 2
Al "o+ 2
B C6




User Interface
Pre-Game Information

4+

| 76

In-Game Information

=/

o} "F o+ >
o G "4+ H/ 6
o G " (2 + .+ 16
o G <"F - H 6
o G 5'4+< +/ 7 + 2
o G ("F 7 726
o > "#%$2 .E 76
o] "J + .+ E 6
o | "J + . .+E 6
o - "J + .+ E 6
o 4 2"J + .+ + E 6
0 =+3 "#$2 + .6
o ' "J + .+ 3 22 E
o J72"] + .+ 3 !
o >. 22" + + E
Post Game Information
4+ | 76
HUD Elements

0O # A+
o ! # A

2 # FE +
o >2?F "3
o >2? "G 0% *



GAMEPLAY DETAILS

Level Progression Chart

Nacaao
Level Progression Chart
Time (min) 0 1 2 3 4
Area I I | N I B
Opponents Headcrabs
Challenges/Objective Find Thiago. Find Davi Find Get Reward | Find Yara Collect 5 pieces of et Reward Find
Learn questing. suitcase driftwood Vincente
Wow Moments Monastery
New Skills/Weapons Crowbar Pistol
Time (min) 5 6 7 8 9
Area N R I S R S R | |
Opponents Zombies Headcrabs
Challenges/Objective Find Felipe Find Sewer Defeat zombies. Get Reward Find Find 3 cinderblocks and 2 paint
Retrieve shovel. Braulio cans.
Wow Moments Surprise-attacks by headcrabs
New Skills/Weapons Shotgun Crossbow
Time (min) 10 11 12 13 14
Area |
Opponents Antlions and Antlion Queen
Challenges/Objective Get Reward | Find ??? Defeat antlion queen and retrieve gate key. Get Reward | Exit Gate
Wow Moments Combine Antlion battle
gatekeeper

New Skills/Weapons

Legend
1 square = 30 seconds

Central Plaza
Office of Tourism

Challenge Highlight
Wow Moment
New Weapon/Skill

<<




Gameplay Mechanics
Prerequisite Skills:
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ammmm  Doorway (unlocked) a Enermy Spawn ‘_ Ammo Pickup
ammmm® Doorway (locked) {combine) @ Hedth Pickup
o  Window ' I{Ezr;m;pawn Quest Giver 1
HE}\‘QT‘ Shart Enem}e Spm Qg){'s Quest Location 1
€©  PayerFinich e (anfion) Quest Giver 2
Quest Location 2
G  Alternate Route (headcrab) _
— ammm® Enemy Route (%] QuestGiver3
o ; Key NPC «/ QuestLocation 3
B Unplayable path ﬁ TownpersonNPe & Quest Location 4
[ Water &= Townperson Rie Quest Giver 5
- Field, Grass, Trees O WOW Moments 4/ Quest Location 5

<5




<(



"7 8 $2 7% $4






Detailed Map Descriptions

Exposition: Pousada Sol
Map
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Quest 1: Briefcase
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Randomized Dialogs

>+ 9 + 2 7 2
%
$ A
1*
1* - #1$ (# <
* #1 -
( #! l! 3 = )
%
$ 0 #!
| %
1* $ (! %
#1: , %
" $ #
| *
1* $ 0 $ #
1* # , P>
1* CHS/ /Y $ ! I * %
| * #
1* &# # #I# I* A
(
( L # #
| $# !
( H # ! *$ $ %
( ! # ] A

5<




Visual References
! <|| — >

! n +

$% & $(3) !

55



Quest 2: Driftwood
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Quest 3: Shovel
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Quest 4: Missing Delivery
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Quest 5: Mischievous Antlion
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