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DESIGN TEST

HARRY LUCK

The Eco Factory

Story:

Jak and Daxter have been directed to a factory that appears to have been taken over by the Mad Scientist owner and his robots.  The Mad Scientist has made the factory begin to suck out Eco from the surrounding area, as well as have his robots collect orbs to convert into powercells to keep his crazy factory running!  Jak and Daxter must to stop him!

Location:

The location is a filthy industrial factory, full of huge machines and factory robots, some free roaming and others fixed to their task.  Somewhere in the factory Jak and Daxter must find the mad scientist.
Training:
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Spin Attack
The player almost immediately at the start of the level will be confronted with an impasse.  If he climbs the rocks he will find he is at a dead end, a ravine that appears to go on forever downwards.  However, there is a huge vent of some form that has been boarded up rather hurriedly with the warning, “KEEP OUT – trespassers will be dipped in eco”.  It is up to the player to test his skills and use the Spin Attack to break the barrier to get entrance to the vent.
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Jumping Spin Attack
The player will descend through the vent and will be unable to return to the surface.  His only route out is a large metal door that is sealed tight.  He must use what he has learnt already to now use a Jumping Spin Attack to hit a hanging trolley.  When he does so, it will run along the overhead rail and smash into an old pipe, smashing it to pieces.  This will cause some Fixer Drones to open the locked metal door and come to fix the pipe.  This gives the player the opportunity he needs to get into the factory complex itself.
Gameplay Flow Description:

Note:

Drawing on the assumption this is an early level, considering we are teaching the player spin attack and jumping spin attack, the level will have a relatively simple enemy structure and will not introduce these enemies until the player has been given the chance to test his skills.
The level will be starting as if it has just loaded from a central hub.

Exterior / Intro:

· The player begins on a rocky outcrop that appears to lead to the factory but ends up only leading to huge ravine and a huge venting pipe that has been sealed.
· The player will learn to use the Spin Attack here to break through to gain access to the venting pipe.

· Once the player has made his way into the pipe a little, he will have to drop down to continue, this will prevent his ability to go back the way he came.

· As he continues down the pipe he comes to a small chamber containing what appears to be chemical waste.  It also seems like it has been used to transport chemical waste with the use of an overhead transport system.

· It is here the player must learn to use the Jumping Spin Attack to get the only exit, a large metal door, unlocked.

· Once the player exits the venting pipe he will find himself in the factories grounds.  The only things in sight are a pool of eco, a lake of chemical waste, some form of pumping machine and strange robotic machines in the distance that appear to be drilling, and ignoring the player.
· The Eco Drill Drones will not attack the player unless attacked first or alerted to the players presence by Security Drones.

· The player must use his Spin Attack to break the pumping machine, this in turn will make the eco drain from where it is being pumped to and also stop the rotating blades from moving.
· The player must now jump onto the now stationary blades and use them as a bridge to reach a vent on the side of the factory.
Factory 1:
· When the player falls out the other side of the vent he will land on a conveyor belt where the crates of eco are being produced.
· Sealing machines and orientation machines lay on the conveyor belt and the player must jump and avoid them as he goes towards the end of it.
· There will be a couple of Fixer Drones working along the conveyor belt that the player must deal with.
· As he comes to the end of the conveyor belt the player will be able to see there is a robotic arm that is taking the crates from the end of the conveyor belt to a special machine, and must not be grabbed by the arm.
· To the players right is a small platform and some piston style machinery.  The player will need to jump to the small platform in order escape his fate on the conveyor belt.

· Once on the platform the player must time his move from one piston to the next as they move up and down.

· When he is across he will arrive at a platform that has a pipe beneath it.  The pipe has a small break and has some chemical squirting from it periodically like an artery.  The player must avoid it by not only making sure he isn’t hit when it squirts but also by jumping past the puddle of chemical it is creating on the platform.
Factory 2:

· After getting past the chemical puddle, the player will reach the area where the robotic arm is taking the crates.
· Every time the robotic arm places a crate into the machine, the 4 vents on the side of the machine let out a viscous jet of steam which the player must avoid.
· The player can also use his “Spin Attack” to break these vents between the times it is ejecting steam if he so wishes.
· Fixer Drones are working away around the machine and the player will need to destroy them.
· If the player does not get to any Fixer Drone that takes out its horn before it makes a loud sound, it will alert a pair of Security Drones.
· The player will come across a thin pipe he must carefully walk across.
· Once across he must avoid or destroy another jet of steam from a vent before coming to a locked door creating a dead end.
· On one of the walls there is a broken vent.  The player can use his “Jumping Spin Attack” to break it and make a way to exit to the exterior of this part of the factory.
· There are platforms the player must jump to and from to try and get higher up the building.
· Below the player is the huge lake of chemical waste and if the player falls, it will be curtains.
· At the other end of the platforms, the player will find another broken vent he will need to break.
· The player will now be in a vent which goes over the door that was creating the dead end.
Factory 3:

· Here the player is treated to a little break.

· There will be a few Fixer Drones hanging around, but nothing too scary.

· The player will come across a large industrial fan that he must jump onto to push him into the air high enough to reach a platform above.

· Once on the platform the player must flip a switch on a control panel.  This will deactivate the fans and make joining platforms extend to and allow the player reach areas he was unable to before which will get him to the machines power cores.
· When this happens it will also alert 2 pairs of Security Drones who will come to protect the power cores.

· With the fans deactivated the player can take the lift from the platform back down to the lower level where he can now reach the power cores.
· When he reaches the power cores he must use his “Jumping Spin Attack” on each of the cores 2 times to destroy them

· Once the cores are destroyed the machines will shut down and also open any locked doors.

· An elevator platform awaits the player through the door in this section which leads to his final destination, the Mad Scientist.

The Elevator Platform:
The whole time during this section the elevator platform will be moving, sometimes very fast, sometimes slow.  If Security Drones come, the platform will always stop until they are dealt with.  This is meant to be a test of player reactions and observation, watching patterns and timing etc.
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· Once the player beings the elevator platforms descent, he will be confronted by a number of security devices.

· Firstly he must avoid a series of laser beams that if touched will stop the descent and call a pair of Security Drones.  Some of the laser beams will alternately sweep across the platform from either wall while the player is descending and others will simply come on and off creating simple patterns on the platform that the player must avoid.
· Secondly he must avoid the same type of laser beams while also trying to avoid small explosives that are being spat from holes on the walls.

· Lastly he must avoid the above as well as making sure he doesn’t fall from the platform as parts of the elevator platforms floor are actually trap doors.
· Once he reaches the bottom, it is time to face the Mad Scientist.
Note:

The Lift is a unique section.  The player will see this from a fixed (slightly elevated) side view camera only being able to see three sides of the lift platforms walls and the floor of the platform itself and will descend on the lift quickly while avoiding a number of traps and other nastiness.  Although the description above makes it sound hard, it would not be that hard as, already stated, this is clearly an early level.

Gameplay Flow Visuals:

[image: image5.jpg]



Note:

The above image was also sent as a larger version so it can be seen a little better.

NPC’s:
	Name
	Type
	Description

	Eco Drill Drone
	Ground
	Large robotic drone that has a drill to test the ground for possible traces of eco.  Are programmed to attack trespassers if alerted by Security Drones.
· Uses drill to attack the player when in close proximity to the player

· Takes 2 “Spin Attacks” to destroy

· Will circle the player slowly, but will not retreat or move away when trying to attack



	Fixer Drone
	Flying
	Small robotic flying drone used to fix, clean and repair any machinery.  Are programmed to identify and attack any and all trespassers.
· Will attack in small groups and alert Security Drones by pulling out a horn and making a loud sound
· Uses small electrical discharge to attack the player at very close range

· Takes 1 “Jump Spin Attack” to destroy

· Will dart towards the player and move away quickly trying to avoid the players attacks



	Security Drone
	Flying / Ranged
	Small robotic flying security drone with a ranged weapon.

· Makes siren noise to alert player it is nearby

· Will always come in pairs

· 1 will attack the player from a distance the other will try and apprehend the player

· Will take 1 “Jumping Spin Attack” to destroy

· When one has been destroyed the other will come into close range more aggressively

· Each main area of the Factory (the circular parts on the map) will have a Security Drone trap door in the ceiling where the Drones will come from if alerted




Level Assets:
	Name
	Type
	Description/Summary

	Rotating Fan
	Animated Object
	2 speeds of rotating fan/mixer blades

	Warning Sign
	Breakable Object
	

	Broken Vent
	Breakable Object
	

	Pistons
	Animated Object
	Pistons that move up and down alternately

	Lift
	Animated Object
	

	Elevator Platform
	Animated Sequence
	Special Lift object that has multiple events and attached animations

	Door
	Animated Object
	Automatically opening doors once unlocked

	Moving Platform
	Animated Object
	Platforms that extend

	Conveyor Belt
	Force Object
	Probably an animated texture with attached Force properties to move the player when he is on it

	Swinging Arm
	Animated Object
	Robotic arm that spins round stirring chemicals, player must jump over the arm as it spins round.

	Grab Arm
	Animated Object
	Robotic arm that picks any object it ‘sees’ on its conveyor belt.
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