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01.0 

01.1 Version 1.0  

Version History: 

Feb. 1, 2011. The first pass on the White box is completed.  Most of the elevators are working, and all 
areas of the map can be explored.  

01.2 Version 1.5 

Feb. 14, 2011. All preliminary kismet required for play are complete.  Placeholder static meshes have 
been inserted for now.  Having issues with the checkpoints.  Will investigate. 

01.3 Version 2.0 

Mar.29, 2011. All UDK geometry has been textured with at least early textures 

01.4 Version 2.5 

Mar31, 2011. Majority of placeholder static meshes have been replaced with the final meshes.  Kismet 
has been updated to use the new meshes.  Tweaks have been made to the textures. 

01.5 Version 3.0 

April 1, 2011. Added in particle effects and other additional requirements for the project. These include, 
smoke, snow, destructible meshes, fluid surface material, and a physics properties to some crates in the 
storage room and a cinematic for the end of the level. 

01.6 Version 3.5 

April 10, 2011. Tweaking materials by adding bump maps, and spec maps, as well as other updates and 
polish.  Filling out the Hallways and rooms with other static meshes, and fixing the lighting in all the 
areas.  Bug testing yielded a few bugs that were quickly corrected. 

 

 

 

 

 

 

 

 



02.0 

02.1 High Concept:  

Level Overview 

The dark secret of the Frion prison complex awaits you as you hack into a simple security bot to 
investigate the mysterious happenings. 

02.2 Summary: 

The setting of the level is the Frion prison complex, which is currently in the control of criminals 
turned cyborgs.   The facility is located on the seventh moon of the planet Torax.  Its terrain is barren, 
and mountainous, covered almost entirely in ice and snow. Constant blizzards and sub-zero 
temperatures make escape from the complex lethal.  The actual station is built within a large 
mountainous peak.  Its infrastructure has been designed to repel the cold climate and its geo thermal 
power core supplies the needed heat and energy. 

02.3 Back-story: 

Frion was one of the first prison facilities established in the section of space.  It served primarily 
as a prison camp during the war with the Grutang War Legion.  It was a war that had lasted almost a 
decade, and cost the lives of many.  Over the last twenty years, the facility slowly became less and less 
priority the Confederacy’s agenda.  They began to cut funding and the facility soon began to fall into 
disrepair.  

The Confederacy specially designed Frion for holding the brutish soldiers of the Legion.  Their 
alien forms the subject of much research and experimentation.  The very location of the facility was 
chosen due to discovery of the creature’s weakness to the cold.  Even if the enemy could escape their 
cells and dispatch the guards, the freezing cold temperatures of the planet would deal with them. For 
safety precautions the staff was kept to a minimum with robotic enforcer bots making up the bulk of 
security.  To minimize escape attempts, ships only docked long enough to drop off cargo or passengers 
then departed again.  The human staff was rotated once every couple of months, usually with the 
newest shipment of supplies. The entire facility was overseen by one Warden Lial Greenwood. 

 Over the years the Confederacy began using the facility as a location for unorthodox 
experiments.  It was then that the prison began holding prisoners of other races as well.  Soon, many 
human prisoners brought in from many corners of the galaxy were confined here.  Anyone who was 
deemed a usable test subject, wound up at Frion.   

 The experiments, the ones on record anyway, ranged from cross-mutation, to brainwashing and 
organ transplants.  These un-natural creations were of course one of the many dark secrets of the 
Confederacy.  Their goal was to create new and more effective soldiers through any means necessary.  
One of the scientists involved in these experiments, Doctor Kevin Hauser, believed he was onto 
something that would be the perfect super soldier.  He devised a method of transplanting the brain of 
an organic creature into a robotic body.  By combining this process with the brainwashing technology, 
he hoped to create the perfect warrior.  However, before he could finish the first batch of test subjects, 



funding was cut.  The Confederacy High Council decided that the money could go to more prospective 
avenues. 

 The entire facility was shut down.  The staff evacuated and whatever prisoners that were left, 
transferred to new accommodations on other planets.   A great deal of the facility was left as it was.  
Most of the experiments were either left to rot or terminated by the guards.  Unbeknownst to the 
departing staff, one of Hauser’s final experiments chose to hide itself.  One of the former security bots, 
now possessing the mind of mobster Frankie “Two-Fist” Spenelli, lay hidden until the facility had been 
evacuated.  When Frankie was certain the coast was clear, he ventured forth into the complex.  To his 
surprise, the other members of the same project had been abandoned, left to carry out their existence 
in suspended animation. It wasn’t long before he was able to activate their dormant forms and they 
offered to follow him.  With the exception of one Grutang, the other subjects had been human in their 
previous lives.   

 When the prison had been shut down, the power grid had been deactivated and of course no 
ships had been left behind.  It was no longer necessary to keep it on the Confederacy’s tracking 
monitors. Thus, Frankie and his “men” were stranded.  A normal man may have accepted this fate and 
choose to reside on the icy world, but not Frankie.  He spent the next several months attempting to get 
the power grid back online.  He knew if the Confederacy saw that the prison was active again, they 
would send someone to investigate.  When they arrived, Frankie would seize their ship and escape. 

02.4 Atmosphere and Mood: 

The atmosphere of the level will be somewhat dark, though the player will be reactivating the 
power as they progress.  Thus, lights will flicker to life as power is restored.  The prison has been mostly 
vacant since it was abandoned, so the walls and floor should look worn and unused, perhaps with a thin 
layer of dust on it. 

Outside the base is a harsh winter wasteland, the snowy mountain passageways should leave 
the player with chills as the constant blizzard streams from the sky, and grey overcastting clouds block 
the sun from view. 

 

 

 

 

 

 

 



03.0 

03.1 Level Progression: 

Gameplay and Mechanics: 

The player will start by activating the power to the level of the station he starts on.  The elevator is off so 
Greenwood instructs the player to locate the power box to restore power; this is a simple room search.  
Once the power box is reactivated the player can go down to level 2. 

The player is directed to the primary control room, as he heads down the hall he is confronted by 
another security-bot who attacks you.  Surprisingly the other bot can speak.  You destroy the bot and 
make your way to the control room.  Greenwood has suspicions about what’s going on with the bots, 
but he needs to confirm it.  Upon arriving to the control room, the player learns the dark secret of the 
prison from Greenwood as well as the confirmation that the robots are actually criminals. 

The player is then sent up to level 0 to activate primary control switch.  The facility needs to be 
destroyed, and you will need to do this to access the central powercore.  The primary control switch will 
grant access to the core. 

The upper level is actually the observation deck, when they arrive here, the player will hear the voice of 
Franke over the inter comm.  He will mention that a nearby ship has signaled them for an emergency 
landing.  This is their chance to finally escape.  The player has to act fast. 

Greenwood directs you to access three terminals at the three corners of the base.  These will be needed 
to be activated to complete the access to the core.      

1. Located in the control room of the hanger bay 
a. The hanger has suffered major damage since the prison was abandoned.  The front 

of the hanger is gone, ripped away by avalanches.  The catwalks that still exist are 
narrow and the room is dark, making crossing difficult.  The player must find the key 
to open the door of the control booth that houses the switch. 

2. A guard outpost outside the base and up the mountain trail. 
a. The player must watch for falling rocks as he/she makes their way up the trail.  Once 

at the outpost, they will need to dispatch 1 or 2 enemies to access the switch.  
These enemies will spawn upon hitting a trigger. 

3. The guard office just off the cell block. 
a. The cell block is suffering some electrical problems.  The player must find and repair 

electrical lines to unlock the door to the guard office.  Each of the three lines you 
repair will also open a cell and release a prisoner.  They will need to be dealt with. 

After activating all the terminals, the player is then sent up to level 0 to activate primary control switch.  
The facility needs to be destroyed, and you will need to do this to access the central power core.  The 
primary control switch will grant access to the core. 



The upper level is actually the observation deck, when they arrive here, the player will hear the voice of 
Frankie over the inter comm.  He will mention that a nearby ship has signaled them for an emergency 
landing.  This is their chance to finally escape.  The player has to act fast. 

 Once the switch is activated the main elevator is revealed.  The player must make his way back to the 
control room to access it. 

 Going down into the core, the player will be confronted by Frankie.  Frankie has sealed himself and the 
core behind a force field.  However, the reactor controls are not.  Greenwood tells you to set all three 
control panels to overload; this will cause the core to go nuclear. 

The player must navigate around the control core room to overload the panels.  Meanwhile, Frankie is 
attacking you, trying to stop you.  He cannot leave the force field, but he can access weapon turrets and 
large metal crushers in the room to do so.   Once the player succeeds in destroying the core, the entire 
base is destroyed in a fiery explosion. 

 Greenwood thanks you for a job well done and informs you that your payment is being routed 
to your private bank account. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



03.2 Game Flow Chart 

 

 



03.3 Interactions/Mechanics 

 - Player starts, they have to find a power box (switch) to activate the 1st elevator. This will take 
them up to the control room. 

 - A trigger in the main control room will  activate the 2nd elevator back on the previous floor. This 
will also spawn an enemy in the room near the elevator. 

 - In the hanger bay, the player collects a key to unlock the door to the room housing the primary 
switch. 

 - In the prison cell area, switches will be used to unlock the door to the office.   

 -When each of the three switches is activated in the cell block, they will each open a cell door, 
releasing a criminal-bot. 

 - On the mountain trail, the player will trigger a series of falling boulders, these can crush the 
player.   

 - Once inside the outpost, the player will trigger two enemy spawns. 

 - Activating the main switches in all three areas, will open up the elevator to the observation 
deck. 

 -Activating the primary switch in the observation deck, will spawn an enemy in the room, as well 
as activate the elevator to the core. 

 - Entering the power core room will trigger the final events.  The force field around Frankie and 
the core will begin moving.  Large crushing, metal constructs will start moving in and out. 

 - The player must activate three control panels around the core’s room, these will trigger parts 
of the core begin overloading. 

 - When all three switches are triggered, the core will explode and the level will be completed.  
One cinematic will play here. 

 

 

 

 

 

 



03.4 Maps: 

 Area 1:  Player Starts here

 

 Area 2: Control Room 

 



Area 3: Divided into three parts.  3-A is the hanger, 3-B is the cell block, and 3-c is the mountain trail 
and outpost. 

 

 

 

 

 

 



Area 4: The Observation Deck 

 

Area 5: The Core 

 

 



04.0 

04.1 Static Meshes: 

Asset List: 

- Prison Beds 
- Prison Toilets 
- Crates 
- Doors 
- Elevators 
- Computer consoles 
- Desk 
- Chairs 
- Light fixtures 
- Shelves 
- Switches 
- Keys 
- Computer Monitors 
- Boulders 

04.2 Textures/Materials: 

- Walls 
- Snow covered rock 
- Floor 
- Metal grates 
- Ceiling 
- Snow 

04.3 Sounds 

- Door opening 
- Big Door Opening 
- Switch Press  
- Dial flipped 
- Boulder sounds 

o Falling 
o crashing 

 

 

 

 



05.0 

Hallways 

Whitebox 
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Observation Deck 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



06.0 References: 







 

 


