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QUICK SUMMARY

fiThe Crate Factoryo is a singleplayer level for the gamidalf Life 2 The setting is a crate factory where
Combine soldiers capture andfo@® r don Fr eeman to wor k. Gordonos
and crane machine to put wood into the assembly line in ordeake all the wonderful crates found in the

Half Life 2 universeGordon is not alone in his duties. Alongside him are fellow human captives guarded by
Combine city guard and ground turrets. Gordon must find away the&ombine out of the factory so he

and the rest of the captives can escdplay style does not involve direct combat

GAMEPLAY

The playerossptiomasy todeus$ act otorgniose the Brabme feomthe c r ar
factory andsuccessfully complete the leveht level start, Gordon enters the crate factory under guard of
Combinesoldiers Gordonentersa s ma | | room overlooking the facto
the room, Gordon takes control of a remote claw and crane machine. The player isddsttits room and
maintainscontrolof the claw and crane machine until all of the Combine guards and turrets are no longer a
threat tohim or the civilians.

Objective Summary

The crate assembly machine creates all the crates found in the Halfgafee2 The machine works as
follows:
1 Gordon uses the claw and crane maclWes,A,D, Spacebar keys) pick up a log floating im
holding area in the waterway that flows throulge center of the factognd drops itnto the
shredder at the beginning thie assembly line
1 The shredder outputs a standard crate
1 The crate moves across a conveyer belt to the second stage of the machine
T Thepl ayer pushes t he sacGnml stdgeopperaddsramnmok health aadchpdwet th e
the crate
1 Anitem crate ioutputted by the second stage machine
1 The item crate moves across the conveyer belt to a loading area
1 An automatic crane lifts the crat®m the loading area into the waterway moving through the center
of the factory
1 The crate floats out of the factory

Main Objective
1 PutCombine in the shredder orthe second stage hopper so they are put inside the crate and
effectivelytakenout of the factory
1 Once all ®mbine are out of the factory, exit the factory via truck

AlternativeObjective
1 Putcivilians in the crates so they are smuggled out of the factory

Toby McCall Page Bof 47 11/12/09
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OVERVIEW
Campaign

T
T

Name:Half Life 2
Level Position in Campaign

Half Life 2

o During the Canals area, Gordon exits the air boat and gets captured by the Combine

o MAThe Crate Factoryo takes place after Gordon getptured

o After the completion ofiThe Crate Factoryd, Gordon reenters the air boat and continues

with the Canals area

Mission Location

)l
T
)l

)l
)l
)l

Theme:Factory
Mood: Bright/Calndepressing work environment

Setting High roofed factory with exposed piping aassembly line machines, large windows and

loading doors at both ends
Time: 3pm

SeasonFall

Weather Clear, slightly cold

Mission Difficulty

)l
)l
)l

Start 1/5
Middle: 3/5
End 2/5

Mission Metrics

=A =4 =8 =4 =9

PlayTime: 5-10 mirutes
Physical Length8000 units (crandistance traveled)
Physical Area4096x4096
Max New Charactersione
Max Visual Themesl
o Area I FactoryIndustrial

Toby McCall Page 4 of 47
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LEVEL DETAILS

LEVEL ATMOSPHERE/MOOD

The atmosphere @iThe Crate Factoryo is alarge, open area factory with streaming liffbtn windows

near the ceiling andxposedductwork and piping lininghe ceiling and walls. The interior space is slightly
darker than the visible exterior space. Additional factories and smoke stacks in the exterior space are visible
from the interior. In theenter of the factory is a wide driving area where trucks enter and exit the factory.

The mood is moderately dismal with mutedture colors consistg of tins, bare concrete, piping and dark
metals.There is a lighthearted element to the gameplay when the player puts Combine in the Shredder.
sound ofmachineryand lighting hums play in the background

STORY

Captured by the Combine on his way to Nova Prosjieken forcessordonto work in acrate-producing
factory. Upon entering the factor@ombine soldiers escort Gordtma control room overlooking the main
factory floor. As Gordon operates the clasane to lift logs anddropthem into the shredde€ombine
patrol and civilians move aboutd factory. In order to escape his captors, Gordon must find a way to
eliminate the Combine soldiers and turrets and to save the civilians.

Introduction
1 As the screen fades i@ombine soldiers hurrghe player through a fenced catwalk leading through
andoverlooking the factory. The catwalk ends at the door to a control room overlooking the factory

In-Game
1 Upon entering the control room, the player takes control of a remote claw and crane system and mus
do the job of lifting logs from a pile into the slider in order to make the item crates found
throughout theéHalf Life 2universe
The player realizes that logs are not the only thing the crane can pick up
If the player picks up and dropwiliansin the shredder, the game will end
If the player picks ugcombine and drops them the second stage hopper, thar®ine will be put
into a crateffectively removed from the factory
1 The player may also pickup and place civilians in the second stage hopper, helping them to escape

= =4 =

Extro
1 Once all the Gmbine are removed from the factory (regardless of how many civilians have been
removed) theloor to the control room opens and the player can exit and make his way to the factory
floor
1 The player must either find his hazmat suit and a crowbar to exXadtery via a secret vent shaft or
jump into the second stage hopper and exit in a crate
1 Once the player leaves the factory, the screen fades and the level ends

AR60 seconds of gamepl ayo

Once inside the crane control room the player soon realizes thairéogst the only thing the crane they
control can pick up. Naturally, the player attempts to pick up a Combine soldier and put him into the
shredder as they did the log. After seeing the Combine soldier reduced bloody mess via the shredder, the
player exdedly searches for more Combine soldiers or turrets to pick up. An explorative player will also
realize that the crane can also pick up civilidh®. we v e r G o rpdt aviliansirdoua shdeddért
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Instead, the player puts civilians into the secdadeshopper, where ammo and health drop into the crates
produced by the shreddémstead, the player drops them into the second stage hopper encasing them in
outgoing crates, which an automated crane lifts and drops into the waterway running throagtotie f

The crates float out of the factory and the civilian escapes.

MAJOR AREAS/VISUAL THEMES

Area 1: The Crate Factory
Text Description:

The factory will use metal and concrete textures and props from the Silo and C17 packages. Lighting
originates fom external sunlight and from florescent lights hanging from the factory support beams. The
factory is originallyof human design, but has somenbine enhancements in the form of cameras and some
control systems. Theonstruction of théactory is sheetetal on a concrete base with steel supporting

beans. Exposed pipes and ductwork are visible.

Area 2: Industrial Exterior

The exterior of the factory places it in an industrial area of a city. Railroad tracks and additional factory
facades create thexterior space.

Visual References

Terrain/Vegetation
None

Models/Architecture
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Figure 1 Red lights turn on when machines are

activated Figure 2 Clutter objects like this compressed

air canister

Figure 3 Electrical tubing on walls and machines Figure 4 Electrical tubing on walls and
machines

Toby McCall Page [ of 47 11/12/09



Single Player LeveDesign Document Half Life 2

=

/\\

Figure 6 Electrical switches on walls and
machines

Figure 5 This ladder allows Gordon to enter the
second stage hoppeas an alternate exit method

Figure 7 Venting fans along the top of the factory Figure 8 Steel support beam
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o

Figure 9 The steam engine that powers the crane an
claw

/

Figure 10 Combine cameras watch everything
and project their images to consoles in the
control room

Figure 12 Combine enjoy a refreshing Dr.

Figure 11 Combine containing fields keep all but K
Breends col d be\

crates from leaving
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===

Figure 14 Log models for exterior deco

Figure 13 Hanging florescentlighting

m (1@

gla=s/gla==windowllZa glas=s/glasswindow(02Ze

Figure 15 Some of the factory's windows are broken Figure 16 Some windows are still intact
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Figure 18 Pipes and hoses connecting to a factory machine
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Figure 19factory has large open floor with supporting beams and hanging lights
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Textures/Lighting

Lighting

“"VMMI A

E' ‘lﬂnﬂ’
L'

syl
Wil

I‘U L

el

Figure 21 Interior lighting example 2
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Figure 22 Large window example

Metals

V; ~‘: 1

Figure 23 Exterior design example 1
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Figure 24 Exterior design example 2

)
1 .
l

it

L 1‘1 TLE

metal/forest metal 03b

metal/forest metal 02b

Figure 25wall texture 1 Figure 26 wall texture 2

Toby McCall Page [L5of 47 11/12/09



Single Player LeveDesign Document

metal/bunker metalwallOla

Figure 27 wall texture 3

metal/metaldoorllBa

Toby McCall

Figure 29 wall texture 6

metal/forest metal 0S5c

o 2 . WY a2 ol

A i S AP mm\‘i

o0 8 Sl LTI UV

metal/metaldoor(32h

Figure 30wall texture 7
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.

metal/metalbeaml0la

(=

metal ‘metal archbldb

Figure 31 support beam texture 1 Figure 32 support beam texture 2

- &
metal/metalcombinegrate00la

metal/metalceiling010a

Figure 33 metal box texture Figure 34 catwalk texture
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| ]

metal/metaldooxr(03a

Figure 35door texture 1 Figure 36 door texture 2

X

metal fmetalgrateldldh metal/metalpipeendcapllla

Figure 37 grate texture Figure 38 pipe cap texture
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metal /metalraililib

Figure 39railing texture 1 Figure 40railing texture 2

M

metal/metalroof003a metal/metalstair002a

Figure 41 metal roof texture Figure 42 metal stair texture
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R

metal/metaltruss010b metal/metaltrus=016a

Figure 43 support brace texture 1 Figure 44 support brace texture 2

[
metal fmetal trus=0Z4c metal /metalvent012a

Figure 45 support brace texture 3 Figure 46 air vent texture
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[
metal/metalwall0BBa

Figure 47 cautionary area texture

Concrete

concrete/concretewall bunker(5b

concrete/concretewall(75d

. . Figure 49 factory base concrete texture
Figure 48loading zone texture 2
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(T (&3]

decals/debris _concrete00la decals/debri= concrete001b

Figure 50 concrete debris decals

Decals

decals/decal combine core

decals/decalposter004a

Figure 52 Combine insignia Figure 53 crate company logo
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CDANGERD

CRANE
OVERHEAD

15 ol
decals/decalgrafficiflsa

[Tl
deral =/dera] =igndangeriila

Figure 54 crane overhead warning Figure 55 graffiti tag

™

decals/decalgraffici022a decals/decalmetalgrate022a

Figure 56 graffiti tag 2 Figure 57 rusty drain
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[ ol
deral =/dera] =igrneawti onbile

Figure 58 caution sign

m

decals/decalmetalvent006a

Figure 60 air vent fan

Toby McCall

(T

decals/decalstain015a

T

decals/decalwicredlZa

Page P4 of 47

Figure 61 wires
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&3

decals/decalglasswindow003a

Figure 62 backlight windows

m Tl IT1 T
decals/decal_=ignfirs00la decals/decal_signEirs00Za decals/decal _=ignfirs006a decals/decal _=ignprotection0lSa

Figure 63 workplace caution signs
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Overlays

effects/combine binocoverlay

Figure 64 computer console overlay Figure 65 company logo overlay
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Figure 66 caution area overlay Figure 67 vent overlay
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Figure 68 concrete distress overlay

Figure 69 dirty footprint overlay
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