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1. Version History 
 

Version # Date Change Detail - Hyperlinks 

1.0 Jan 16, 2013 Started the Story, Game World Overview, and Gameplay Objective 
Sections 

1.1 
 

Jan 22, 2013 Added legend and layout maps to Orbital Platform, Rafina.  

1.2 
 

Jan 24, 2013 Added legend and layout/topography maps for Molten World 
Metalul 

1.3 
 

Jan 28, 2013 Added information for characters in the Character Development 
section. 

1.4 
 

Feb 01, 2013 Completed the walkthrough for the first level in the section, 
Orbital Platform Rafina. 

1.5 
 

Feb 03, 2013 Completed the walkthrough for the first level in the section, 
Molten World, Metalul. Added to the Narrative section. 

1.6 
 

Feb 13, 2013 Started Asset lists for Audio and Art Assets. 

1.7 
 

Feb 25, 2013 Update to Mechanics and added some instances of Concept Art. 

1.8 
 

Mar 5, 2013 General work over to all sections for grammar.  Updated 
Mechanics and Concept Art for future assets. 

1.9 
 

Mar 13, 2013 Added cinematic storyboards as well as linking and updating the 
art and audio asset lists. 

1.10 Mar 20, 2013 Change the boss mechanics in the Mechanics and System Triggers 
section, altering how the boss encounter works and plays out. 
Added boss mechanic flow chart. 

1.11 Mar 25, 2013 Added more to both art and audio asset lists in the way of 
description and size information. Added small user interface 
section representing the main menu. Added general flow charts to 
area one and area two walkthroughs.  

1.12 April 01, 
2013 

Added player messages as part of the in game warnings and key 
acquirement messages. Added to QA from personal testing 
experience. Removed some redundant mechanics to allow more 
time for others in the production schedule. 
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2. Story 
 

In a remote mining system there is the means to create a powerful energy core which can be 

used to increase the efficiency of any weapons system that it is attached to. Unfortunately the 

mining site that has the required materials to create such a core has already been taken by the 

enemy. You must take the supplied engineering drone and send it to the processing platform, the 

Rafina. Here, seeks out an already constructed core only to have it destroyed before their very eyes. 

After the cores destruction the player is instructed to gather the materials to begin construction of a 

new core. 

Once the player creates a new core casing they must head planet side to gather the final 

component to the core, Lacomia. This rare crystalline substance only generates in the high pressure 

depths of the molten seas of the planet Metalul. It takes around a decade for such a crystal to form, 

making it that much more valuable to any who seek it. Recently such a crystal has been recovered 

and is being kept planet side. Also, to treat the core and give it an initial charge, a special fusion 

chamber is required which only one dredging platform has, the Revendi. Once complete the core 

can be sent back to help cull the impending enemy threat. 

3. Game World Overview 
 

The setting for this particular mission takes place in two different locations within the 

same universe. One area is an orbiting refinery platform, named the Rafina, where the player 

goes in search of a power core. After discovering the lack of a spare, the player works their way 

through the ship in order to construct a new core. Due to being an automated facility, the area 

is dirty and also littered with debris.  

 Once the player has gathered certain materials aboard the Rafina they must then 

descend to the planetary body below, known as Metalul. Here the player must acquire a rare 

and valuable crystal named Lacomia which is dredged from the vast lava lakes on the planet and 

is only harvested once in a decade. With the crystal in hand, the player then heads to a large 

control platform for the local dredging operation, the Revendi. Most structures on the planet’s 

surface have the same build and architecture as the refinery in orbit. Steel covered in dirt and 

grime from years of being left automated to its own devices. The dredging platforms in the area 

itself are currently stuck in igneous rock and find it difficult to continue operations. 

 Throughout the player’s mission they will learn a small backstory and interactions of two 

native races of the region. The Vapori, a sentient and intellectual race of gaseous forms that 

originally developed on the planet from it’s very beginning. As well as a powerful race of molten 

men known as the Molterran, that emerged from the planet after a strange cosmic 
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phenomenon. There are also scarce traces of flora on the planet that have adapted to the harsh 

conditions.    

 

4. Gameplay Objectives 
 

4.1 Main/Primary Objective 
 

The player must acquire a new power core for the Cyphrus space station in order to help 

fend off an impending attack. This eventually breaks down into acquiring a new core casing 

on the orbiting platform, Rafina, and constructing the core on the surface of the planet 

below known as Metalul. 

4.2 Secondary Objectives 
 

The player must collect various materials inside the Rafina processing platform and form 

the casing unit for the new power core. While doing this the player must traverse 

dangerous areas of the platform to make it planet side. On top of that, the platforms main 

source of energy starts to go out of control once the casing is completed. Obstacles 

become more erratic and the player must stabilize the platform before continuing to the 

planet. 

Once the planet has been reached the player needs to gather the main component to 

the core, a Lacomia energy crystal. Once obtained the player must navigate spires of 

igneous rock to make it to a grounded lava dredging facility. Once at the facility the player 

combines the casing and crystal during the boss encounter. With a completed core, the 

player places it into a delivery system to send it back to the station. 

 

4.3 Bonus Objectives 
 

There will be several hidden pieces of narrative and items throughout the level s giving 

backstory to the two races that once inhabited and ran the facilities the player now 

traverses.  

There will be a few hidden areas as well where the player will find equipment and items 

that can aid in their completion of the mission. 
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5. General User Interface 
At the start of the mission is a simple screen used to gain more information on the backstory, creators, 

and mechanics of the mission. This is represented in the following flowchart that illustrates the 

categories that are present in the menu, each having their own separate UI scene in Unreal. 

 

6. Orbital Platform Rafina 
 

6.1 High Concept Floor Plans 
 

6.1.1 Legend/ General Flowchart 
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6.1.2 Overview Floor Plan/Topography 
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6.1.3 Progression/Flow Chart 
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6.2 Game Play Walkthrough 
 

6.2.1 Section One, Red 

After the opening cut scene, the player is next to an airlock and is in a small corridor with an 

elevator (E1) to their left. Now the player takes elevator (E1) down to the lower decks, which is activated 

after stepping aboard it. No on the lower level, the player exits the elevator (E1) and hits a trigger (TR1) 

that starts a message from a systems engineer. Once this message has completed a door (D1) will open 

exposing a console (C1) and a health and link gun pickup. Interacting with the console (C1) displays a 

message indicating a core is still available and that a door (D2) to the storage area is now being 

unlocked. Behind this door are another door (D3) and a key card (K1). A button (TB1) starts a small scene 

behind the glass door (D3) where an enemy shoots and destroys the spare power core. The door (D3) 

opens to the next sections (Green).  

6.2.2 Section Two, Green 

After moving through the door (D3) the player must defeat the bot (B1) which will open the 

door (D4), this is indicated by a message. This bot has no ammo left so is no threat. Also the objective 

(O1) is reached which explains the original use for the power core and why they are so rare. 

6.2.3 Section Three, Yellow 

After going through the door (D4) the player is in the material refining section of the ship and is 

forced to go through a narrow hallway. The player triggers (RT2) the refining system and activates an 

acid bath system (DT4) and two heavy laser refining points (CT1, CT2). Upon hitting this trigger (TR2), the 

player is warned about the impending danger.  As the player progresses forward they encounter a loose 

electrical wire (DT3) which they must avoid. Then there is an acid bath with a conveyer belt (DT4) and 

two instant kill lasers (CT1, CT2) ahead as well. After the player avoids these there is another key (K2) 

beyond the elevator (E2) which the player must acquire and then hit a button (TB2) to ascend on the 

elevator (E2). This has the player head upwards where they are faced with two live wires (DT5, DT6) and 

a Linkgun armed bot (B2) that were activated by the previous button (TB2). The player moves forward 

and can destroy the bot (B2) then use the key (K1) to enter the door (D7) which reveals a large spinning 

crusher (CT3) and another objective (O2). This objective (O2) states that materials have been sent from 

processing to fabrication to create a power core casing. Now the player heads back out of door (D7) and 

goes through a door (D8) after defeating a newly spawned bot (B3). 

6.2.4 Section Four, Blue 

Emerging from the door (D8) into the fabricating section of the station the player is faced with 

an elevator (E3) and another door (D9). The player moves to the door (D9) and uses the last key (K2) 

they have acquired to gain entry. Beyond this door is a turret (T2), an objective (O3), and rocket ammo 

(R). The turret (T2) can only be deactivated by going to the objective (O3), which states the newly made 

core casing has been sent to departure for delivery. Once done the player heads back through door (D9) 
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to a newly functioning elevator (E3). The elevator (E3) descends and the player is back on the lower 

decks of the platform. After rounding the corner the player has a linkgun and ammo pickup and a door 

(D10). Upon approaching the door (D11) it opens and a turret (T3) and bot (B4) open fire, the bot 

guarding a key (K3). The player can destroy the bot (B3) from behind the wall and then grab the key (K3) 

and race past the turret (T3) to the elevator (E4) beyond. After getting to the elevator (E4) a sequence of 

events occur (TR3) turning off the turret and stating there is the possibility of a meltdown in the 

platforms reactors. After ascending the elevator the player heads through the door (D5) back into the 

storage area. 

6.2.5 Section Two, Green 

Upon reentering the upper storage area there are two sets of live wires (DT1, DT2) and a turret 

(T1) awaiting the player, guarding the door (D6) to the next area. After avoiding these, the player can 

use the final key (K3) to advance into the command area to address the reactor malfunction. 

6.2.6 Section Five, Purple 

After exiting from the storage area (D6), the player can see a bot (B5) at an operations console 

(C2, C3, C4) in front of them. The player should destroy the bot (B5) before fifteen seconds to avoid the 

spawning of an extra bot (B7) in the lower level of this area. In order to advance further the player must 

use the consoles (C2, C4) to stabilize the reactor by choosing the right amount of energy to send to the 

right systems. This will all be displayed on the other console (C3). Once the reactor is stabilized the 

player completes the objective (O4) and the door (D11) in the back opens up revealing an elevator (E5). 

After ascending the player must face either one (B6) or two (B6, B7) bots, depending on how long it took 

to destroy the previous bot (B5) above. After disposing of these bots the player heads through the next 

door (D12) to the departure area. 

6.2.7 Section Six, Orange 

Going through the previous door (D12) the player faces a bot (B8) just around the corner. There 

is a health pickup present and also a console (C5) plus and objective (O5) for the player to complete.  

Once the bot (B8) has been dispatched and the console (C5) activated then two slower shooting turrets 

(T4, T5) activate on both sides of the exit door (D13). Once through the door, the level ends and the 

mid-way cut scene is displayed. 
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7. Molten World Metalul 
 

7.1 High Concept Floor Plans 
 

7.1.1 Legend/ General Flowchart 
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7.1.2 Overview Floor Plan/Topography 
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7.1.3 Progression/Flow Chart 
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7.2 Game Play Walkthrough 
 

7.2.1 Section One, Green 

The player starts in a small closed off area (Landing Zone) and must proceed through the nearest 

door (D1). Upon entering this door the player is presented with a link gun (L) and a shock rifle (S). A 

small narrative option (NA1) is also present that explains some information on the area. Now proceeding 

through the next door to the east (D2) the player sees a bot (B1) at the end of the hall way. If this bot 

(B1) is destroyed within fifteen seconds then there will be one less bot (B4) later on. After going to the 

console to the south (C1) where the bot was the door (D3) opens. Also, if the player defeated the bot 

(B1) in time then the hidden door (HD1) will be open. Through the door (D3) is a hallway with a straight 

firing turret (T1). Once past the turret and through the next door (D4) there are a possibility of three 

bots (B2, B3, B4) or two (B3, B2). Once all are defeated, there will be a key (K1) spawned for the player 

to take. Next the player moves on through the south door (D5) to the next area. 

7.2.2 Section Two, Light Blue 

Through this door (D5) is an open area on terrain with several obstacles placed about. The 

player will notice a heavily fortified gate (D8) to the east. The player must continue to the south and 

enter a security building through a locked door (D6). 

7.2.3 Section Three, Yellow 

The player must use the first key (K1) to gain access to the console (C2) to unlock the door (D6). 

Once through the door (D6) the player is presented with two patrolling bots (B5, B6) guarding two 

sealed doors (D7). Once the bots are destroyed (B5, B6) the doors will open (D7) showing another bot 

(B7) at a console (C3). If the player destroys this bot (B7) before fifteen seconds there will be one less 

bot (B8) upon exiting the area back into the previous. The player then performs task at the console (C3) 

which opens the gate (D8) in the previous area. With this completed the player leaves through the 

previous doors (D7, D6), collecting or not the health pack (H) and rocket ammo (RA). 

7.2.4 Section Two, Light Blue 

Back from the security area through the console locked door (D6) the player is now in the open 

air area with two or three bots(B8, B9, B10), depending on previous actions. There is also some shock 

gun ammo (SA) and health (H) in the northwest and northeast corners respectively.  The player may deal 

with the bots or continue to the next area through the gate (D8). 

7.2.5 Section Four, Red 

Once through the gate the player boards a platform (P1) moving to the east.  The player may 

move then should disembark on a small island to the east. The player may choose to dispatch a bot 

(B11) at any time, yet it will be firing at all times and even respawns at a random interval. The player 

then can board the platform (P2) moving north and south to the north to get some shock rifle ammo 

(SA). The player must shoot a button (SB1) in order to start a platform (P3) which moves on a curve 



[MOLTEN FORTE: FIRST PERSON SHOOTER SINGLE PLAYER 
MISSION] April 3, 2013 

 

Version Number 1.12 Page 32 
 

between three islands. The southernmost island has a rocket launcher (R) hidden from sight with a 

health pack (H) in plain view. While the more eastern island gives a clear shot at the next button (SB2) to 

be shot at to activate the next platform (P4) when the final button (SB3) is hit. The player can go north 

all the way on the platform (P4) to get some rocket ammo (RA) and a narrative artifact (NA2) that will 

disable the random spawning of a bot (B11). Also there is a bot (B12) patrolling the final button (SB3) 

after it is hit, which is now firing at the player. After defeating that bot the player boards the elevator 

(E1) to the next area. 

7.2.6 Section Five, Purple 

Once off the elevator (E1) the player enters a door (D9) which exposes two turrets that alternate 

fire (T2, T3). Heading south the player finds a key (K2) and a console (C4). The console disables the 

turrets and opens the next door (D10). Once through the door (D10) the player is greeted by two low 

health bots (B13, B14) which if destroyed quickly will reveal a small room with armor (AR) and some 

bonus narrative (NA3). After the bots are dispatched anyway, the doors (D11, D12) to the south will be 

opened. One is a room with just rocket ammo (RA) while the other leads to a door (D13) requiring the 

second key (K2). Once through this door (D13) the player heads up a level via stairs through another 

door (D14) requiring the key (K2). Through here is a room with three consoles (C5, C6, and C7) and a bot 

(B15) armed with a shock rifle. In order to proceed, the player must use the consoles (C5, C6, and C7) in 

a certain manner shown within the level. This opens the doors (D15) to this levels first objective (O1) 

which then opens the door (D16) to the next area. 

7.2.7 Section Six, Dark Green 

From the previous area the player boards a platform (P5) which heads to an island to the south. 

Once here there is a bot (B16) that stands in the way of a button (SB4) which the player must hit every 

time they wish the platforms in the area to move. The player may dispatch the bot (B16) easily yet it 

responds quickly to interfere with the player hitting the button (SB4). The player now heads east on the 

platform (P6) and obtains the next key (K3) and some health (H). From that platform (P6) the player 

must time a transition to the next platform (P7) to head north. The player now exits the on the northern 

island and boards another platform (P8) which leads to the next area.  

7.2.8 Section Seven, Dark Blue 

After exiting the platform (P8) the player heads through a door (D17) and enters a small area that 

leads to another door (D18) that requires the last key (K3). The player is presented with some more 

narrative while waiting for the door to unlock. Now the player is presented with a boss fight once they 

interact with the objective (O2).  The boss (BOSS) has a pattern of weapons fire that ends with a 

charging phase. The player may take cover until this phase in which they can hit the core of the boss. 

Once so many hits have been sustained by the boss (BOSS) the next objective appears (O3) which the 

bot must hit with its charged attack to knock itself out and allow the player to exit through the last two 

doors (D19 and D20). 
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8.  Character Development 
 

8.1 Remote Systems Engineer, Lina 
She is an engineer similar to the player, except she has no access to any remote drones to 

complete her help with objectives. Lina helps the player throughout the mission with useful 

information and possible strategies. She constantly mentions of her boredom and wishes that she 

could be part of the action. 

8.2 Orbital Research and Engineering Drone, Ored 
 The drone the player chooses to control while undertaking this mission. In reality this 

drone is a decommissioned military drone that was retrofitted to handle high heat 

environments and atmosphere lacking areas. Even with no personality of its own this drone has 

a unique history of combat which is brought up sometimes by the prying Lina. 

8.3 Molterran, Rockash 
He is part of the native and sentient race of the Molterran on the planet Metalul that used 

to work on the mobile lava dredging platforms. He has left various diaries discussing his 

disapproval of automating the lava dredging platforms with unmanned drones.  

8.4 Vapori, Misan 
A top ranking diplomat and advocate for the Molterran /Vapori alliance, Misan has a 

wealth of information regarding the past of the Molterrans and Vapori. Again most information 

is in the form of small audio logs and reports about various conflicts and conclusions between 

the two races. 

8.5 Location 
The planet of Metalul, the home world of two once conflicted races, the Vapori and the 

Molterrans. All that is left are large mobile lava dredging platforms that collect resources and 

send them away to the new homelands of these races. Due to its unique nature of attracting 

stray space debris the planets molten surface is always rich in various types of minerals from 

melted down space slag. This makes this planet a key location and it has been targeted by the 

enemy’s hacker core. Now the entire planets dredging operations go towards fueling the enemy 

threat. 

8.6 Purpose 
The mission has the player in search of a power core to increase the potency of an allied 

space stations weapons system. They have to attempt retrieve an already completed core, 

which is then destroyed by enemy drones. With this new development, there is only one course 

of action remaining, to recreate the core using the resources that are provided. 
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9. Narrative Scripts 
 

9.1 Cinematics 
 

9.1.1 Opening Cinematic 

 

9.1.1.1 Narrative 

AI Voice: Departing from main station, target set to the Planet Metalul. Be warned drone will sustain 

damages and some system loss due to emergency travel. 

AI Voice: Energy signature matching objective detected aboard a refining platform, attempting docking 

procedure. 

9.1.1.2 Storyboards 
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9.1.2 Mid-level Cinematic 

 

9.1.2.1 Narrative 

AI Voice: Delivery system coordinates changed to planet side, please load pod for departure. Be warned, 

enemy signals are coming from planet side. 

9.1.2.2 Storyboards 

 

9.1.3 Boss Introduction Cinematic 

9.1.3.1 Narrative 

Robotic Voice: Intruder detected, activating Debris Obliteration Device. Warning, all entrances have 

been sealed. 

9.1.3.2 Storyboards 
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9.1.4 Closing Cinematic 

 

9.1.4.1 Narrative 

Player Voice: Well that’s a good day’s work; unfortunately I’ll have to leave old Ored behind, only room 

for the core in the return pod.  

9.1.4.2 Storyboards 

 

9.2 Character Dialogue 
 

9.2.1 Lina 

9.2.1.1 Stage One 

 

After Level Load: 

“Well hello there, welcome to my neck of the woods. Looks like you got dinged up a little 

before docking; let me fix that.” 

Notice: Amory door has now been opened. 

Objective One: 

“Oh look, a brand new power core, fresh off the self.” 
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Power core destroyed. “Or not.” 

“You could make a new one.” 

During Section Three, Yellow: 

“Oh boy, watch yourself. Those look like they hurt.” 

“You know, it gets kinda lonely out here.” 

“Don’t even ask for help, my drones are all long gone.” 

After Objective Two: “That wasn’t a good sound.” 

During Section Four, Blue: 

When Bot 4 Spawns: “Should be a drone with a key somewhere.” 

During Section Five, Purple: 

Objective Four: “Now that definitely isn’t a good sound. You are going to have to fix that. 

Try balancing the reactors with those side consoles.” 

At Stage End: 

“See your planet side.” 

 

9.2.1.2 Stage Two 

 

After Level Loaded: 

“Ah, Metalul, get vacation spot. If you want to melt.” 

During Area One: 

“Not what I call a great reception.” 

During Area Two: 

“This place seems fairly vacant at the moment.” 

Interact with gate before unlocked: “Need to open the gate from the security building 

over there.” 

“Oh, not so vacant anymore.” 
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During Area Three: 

Killing Bot at Console Three (C3) 

“You made quick work of that one.” 

Or 

“Ah, not quick enough that time.” 

During Area Four: 

“Are those safe?” 

“Watch out, that platform with the repair kit is unstable.” 

“Need to get on that platform.” 

During Area Five: 

“Pretty crystal, and dangerous too.” 

During Area Six: 

“More of this, and higher up this time too.” 

“Why is there a drone in the middle of nowhere, present company excluded of course.” 

 

During Area Seven: 

“Through the next door is the giant drilling laser of DOOM!” 

“Oh lord, I was just kidding!” 

“Look for a week spot” 

9.2.2 Vapori, Misan 

9.2.2.1 Stage One 

Video Log, Console One: 

“Welcome to the refining platform Rafina, I am engineer Misan, this is the pinnacle of 

Molterran and Vopari cooperation. This platform is the very first orbital platform of 

many to come to refine and deliver materials to customers on a fully automated system. 

If something breaks, let the drones fix it!” 
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Video Log, Objective Two: 

“Prior to this facility, it took days to ship raw materials to refineries and then be 

processed. Now that the Molterran’s have agreed to work with us on this, we have 

developed some amazing technology to go together with their smelting techniques to 

improve production time by over fifty percent.” 

Video Log, Objective Three: 

“Due to its rare nature, Lacomia crystal cores are only made once every ten or so years. 

However, since they take a long time to burn out, there is always a surplus of crystals 

kept on Metalul’s surface. Due to its semi fragile form, it cannot be transported off 

planet until fused with a core.” 

Video Log, Objective Five: 

“Misan, personal log.” 

“Finally got the delivery system up and running, it can’t really fire that far however so 

we may still have to have customers pick it up. Those Molterran’s really are thick 

headed. We are only trying to improve their lives yet all they complain about is not 

having anything to do. Well at least they agreed to this venture.”  

9.2.3 Molterran,  Rockash 

9.2.3.1 Stage Two 

 

Video Log, Console One: 

“Foreman Rockash, general report. We just finished updating the last set of drones 

today. Stupid Vapori youngsters think they can hack our units so easily, let them try now. 

On another note, looks like we managed to harvest a Lacomia crystal, big bonus for all of 

us this cycle, just need to keep it safe on the storage platform. It looks like the new 

dredger rout paid off.” 

Video Log, Console Three: 

“This new reinforced gate should keep those molten lizards out. Have to remember to 

never use carbon based materials as a base for anything around here, stupid things will 

almost eat anything. Also, I need to remember when the platforms stop for maintenance 

again I’ll have to fix the lift conduits, right now the only way certain ones will move is to 

shoot them” 

Video Log, Console Four 
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“Put the Lacomia under security measures that prevents any of our drones from 

entering. Good thing we never upgraded to color vision. Those Vapori hackers will not be 

able to access the remote system with drones now.” 

 

9.3 In-game Artifacts 
 

9.3.1 Stage One 

9.3.1.1 Narrative Artifact One, NA1 

Correspondence 

Due to the heated debates between the Vapori Conglomerates and the Molterran 

Dredgers the conflicts normally exhibited by the two races have died down and 

cooperation has been struck. In the eyes of peace, this new power house team seeks to 

own the stars with their new mining system it place. With the wane of religion as a major 

factor in treaty talks, things have went well to cement in place the desired plan to 

monetize the overwhelming large amounts of materials from their home planet. 

 

9.3.1.2 Narrative Artifact Two, NA2 

History E-Magazine 

What came first, the Molterran or the Vapori, an age old question that will probably 

never be answered? Due to the volatility of most of Metalul’s surface, there are no fossil 

or other remains of either race. Vapori, being a race of sentient gases, dissipate on death. 

And due to their physiology of absorbing weaker of their own kind, they now require 

special containment vessels in order to maintain a social standing within their own 

species. 

The Molterrans, being silicon based life form’s just contribute to the planets abundant 

raw materials upon death. Due to the vast amount of chemicals and minerals they absorb 

in a lifetime, they almost before a valuable commodity upon death.  

At current, the Molterran dislike space travel, leaving that to their Vapori counterparts. 

However, since the Vapori have trouble interacting with most objects, Molterrans seem 

to get the labor intensive side of the job. This has cause a split between the races as most 

Vapori are seen as high and might know-it-alls and Molterrans are seen as brutes. 
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9.3.2 Stage Two 

9.3.2.1 Narrative Artifact One, NA1 

Metalul, guide to an every flowing world. 

The planet of Metalul is a mass of mostly moving rocks and lava. In areas akin to 

continents were on movement takes place, civilizations have developed. These are few 

and far between, so what cities that do spring up are massive and well-constructed. In 

order to avoid mining away precious land, the Molterran developed a dredging technique 

for the lava in order to procure resources at low risk. Then with the coming of the Vapori 

social order and technology, these techniques were refined into the mobile platforms 

seen around the planet today. 

The poles of the planet are however left barren as they naturally attract asteroids and 

space debris due to their solar systems unique gravimetric layout. This cause the planet 

to act as a natural smelter that takes on new resources as time goes by, almost making a 

non-renewable resource infinite.  

However, this harsh environment seems only to be fit for the two sentient native species 

and the sparse wildlife on the planet.  This means mostly drones are used to visit the 

planet, as space suits have yet to advance to a point for safe travel there.  

9.3.2.2 Narrative Artifact Two 

Dredger Platforms 

Through a breakthrough in technology, age old technique combine with innovation have 

created the automated dredging platform. These three legged beasts patrol their assign 

routes dredging up raw materials from the massive flows of molten rock. Usually 

followed by a containment and storage platform to secure predetermine extremely rare 

materials for safe pickup. All the action occurs in the dredging heads below the platform, 

where materials are separated from the normal molten rock. To top it all off, they are 

powered by the very lava they travel through. 

The biggest problem is the fact that equipment had overheating problems were required 

to expose parts to the atmosphere while applying forms of cooling, otherwise expansion 

would cause said equipment to rupture. Along with this problem is the fact that most 

Vapori energy technology is susceptible to sonic disturbances from explosions and alike, 

which can disrupt or even damage the core. The explosions themselves however will not 

damage the core casing. All in all, these are marvels of science that show how too truly 

different races can combine their efforts for a fruitful future. 

9.3.2.3 Narrative Artifact Three 

Lacomia Crystals 
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These valuable crystals are the prime source of power for the inhabitants of Metalul. 

There unique molecular structure provides a way to amplify incoming energy and 

disperse it at the same energy type that was supplied, making them something like 

universal generators. However, once power is supplied, a portion can be cycled back for 

infinite energy, that is until the crystal dies and the core needs to be replaced.  

The raw form of the crystal forms inside the planet and is only expelled ever ten cycles, 

making it a rare commodity. Yet the cores themselves can last for about twenty times 

longer that a crystal generation cycle. This usually leads to a surplus of the crystal in 

which the Vapori and Molterran people keep in order to sustain themselves and make a 

tidy profit.  

Due to the frequency of the planets generation of this resource never changing, it is 

theorized that the remains of Molterrans maybe the cause of generation of the crystal. 

This is due to the fact that the debris intake of the planet due to its magnetic pull to the 

poles changes and is never constant, yet the crystals generation and surfacing is. 

However, this has not been linked as Molterran physiology seems to have no link to the 

crystal. 

As a side note, these crystals were once worshipped by the Molterrans as deities while 

being feared by Vapori for their ability to actually consume their life essence and produce 

energy from that. 

9.4 Player Messages 
Text that appears to help the player in certain situation or to notify when the player when 

something has occurred, this is displayed as blue text on the player’s heads up display. 

9.4.1 Key Acquirement Message 

There will be an indication on the heads up display that will inform the player if they 

have acquired or used a key. 

9.4.2 Console Status 

When the player interacts with consoles, they  will be informed of what they do and 

possibly shown where it happened. 

10. Challenge Highlights 
 

10.1 Static Damage Items 
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10.1.1 Lava Fields 

Lava on the planet Metalul can reach high enough temperatures to instantly melt most 

debris that falls from orbit. This causes fifteen damage every second and acts like a 

liquid that the player may swim through and try to escape. 

10.1.2 Electrical Field  

Small electronic pulses from power reactors and damaged equipment can run through 

the floor and bare wires in some areas. This will slowly damage at a rate of two healths 

per second and can slow the player down to around half their speed. 

 

10.2 Dynamic Damage Items 
 

10.2.1 Refining Laser 

Either constant or pulsating beams that will destroy the players drone upon contact. 

Usually they are timed or have a deactivation switch of some sort. In most cases these 

laser will span small gaps in hallways and are easily timed. 

10.2.2 Turret 

Mostly a stationary gun that is equipped with a lick gun. They follow the player when in 

range or triggered and fire at were the player is. Sometimes rocket a version can be 

encountered. 

10.3 Time Sequences 

10.3.1 Console Security Droid 

In certain areas where there is a console, there can be a robot standing in front of the 

console. If the player gets too close they have ten seconds to destroy it before it 

summons reinforcements. Also, sometimes this could determine the difficulty of the 

next area, for instance bots having rockets instead of link guns. 

10.3.2 Core Overload 

When making the core casing in stage one there will be an instance where the player 

must make it to the control room in thirty seconds, otherwise risk having to start back at 

a past check point. 

10.3.3 Timed Platforms 

As the player traverses the second area of the mission, there are timed jumps and 

transitions from platforms they must make in order to continue forward through the 

level. 
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10.4 Puzzles 

10.4.1 Button Combination 

A simple puzzle that requires the player to have certain consoles interacted with and 

others not in order to proceed in the level. It the wrong combination is used, activating 

all consoles to reset the puzzle which then tells the player to try again. 

10.4.2 Color Matchup 

Using three colors that are represented by three different consoles, the player must 

watch a set of lights and memorize a pattern of colors displayed on them. Then the 

player must replicate the pattern in order to proceed further. This pattern may be 

determined randomly or be preset. Failure could also spawn an enemy bot which the 

player must fight. 

10.4.3 UI Cardinal Points Puzzle 

A sequence of UI scenes that have North, South, East, and West arrows on them, the 

player must use the arrows in the right order to continue , otherwise they are brought 

back to the original UI scene and must try again. The arrows will be referenced by letters 

N, S, E, and W and the answer will be a word that was mentioned in the level previously, 

such as SEWN or NEWS. 

10.4.4 Reactor Stabilization 

The player must choose two out of four consoles that have corresponding values. If the 

final value is correct then a door to the next area opens. However, this event is timed 

and the player is destroyed if it is failed within the time limit. It is then reset and the 

player spawns at the previous checkpoint. 

11. Game Mechanics and System Triggers 
 

11.1 Lifts/Elevators 
Vertical moving platforms that are activated by either adjacent switches or by shooting 

targetable pylons that are out of the player’s normal reach. They are used to gain entrée into 

higher areas or return to previous areas. The lifts in the second area will prevent jumping off 

with rising rails when it starts moving. 

11.2 Antigravity Platforms 
These are used in the second area of the mission to span large amounts of lava and gain access 

to higher areas. There are switches either located on the platforms or as shoot a targets outside 

of the player’s normal reach of interaction. 
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11.3 Key Door 
A three part door that displays a small slot in the center, this door signifies a key is required in 

order to proceed. 

11.4 Sliding Door 
A basic door that is interacted with or automatically opens when the player gets near, this door 

has a transparent center to reveal possible hazards on the other side. 

11.5 Hinged Door 
This door requires the interaction of a nearby switch or console in order to proceed pass it, 

sometimes the console is located elsewhere and not directly next to the door. 

11.6 Switch 
A small interactive box mounted to a wall the usually activates or opens an adjacent door or 

reveals information. It has a small screen that shows the status of the switch. 

11.7 Elevator Switch 
This switch is used to activate an elevator or recall it if it is out of position. They can be either 

wall mounted or placed on the elevator. 

11.8 Gate 
The gate is used once in the second area of the mission to deny access to the rest of the level. It 

is opened via a security console in a nearby building. 

11.9 Main Consoles 
Used to highly important triggers, these usually display random images on their monitors that 

relate to whatever objective they are linked to. For example the console to raise the previously 

mentioned gate may have a picture of the gate on one of the monitors.  

11.10 Turbine Tower 
These are the previously mentioned triggers which upon being shot will cause something to 

happen. When the trigger is active there is a small turbine which spins and a light changes color, 

otherwise the trigger is ready to be shot once again. Some may require only one shot while 

others may be able to be toggled.   

11.11 Security Consoles 
Small consoles that are originally folded away, these are used to deactivate waves of spawning 

security bots and are usually disguised as crates or other inanimate objects. 

11.12 Side Consoles 
These side consoles are used for parts of puzzles that require multiple consoles besides main 

consoles. Such examples are the reactor value choices in the reactor puzzle, the different 
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selections in the button puzzle or the color choices in the color match puzzle. Also they can be 

used to trigger UI scenes. 

11.13 Boss Encounter 
The boss character is attached to the ceiling and rotates in a similar fashion to a turret. 

However, the boss has two different weapons that it uses while charging a third weapon. The 

third, once charged, sweeps around the entire room faster than the player can move and then 

triggers a cool down cycle. The player must duck behind cover to avoid taking thirty five points 

of damage then reemerge to shoot one of three possible energy cores. Once the player has 

destroyed these energy cores the boss encounter will be finished. After a core has been 

destroyed the boss’s main laser is fires off faster but has a smaller sweep. 

 

12. Art Assets 
 

12.1 Art Asset List 
 

Garrett_MoltenForte_Art.xlsx
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12.2 Concept Art and Sketches 
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13. Audio Assets 
 

13.1 Audio Asset List 
 

14. Quality Assurance 
 

14.1 Playtesting Results 
 

Session # Date Issues 
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