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0.0 This Document


This document was created with the intention of describing, in detail, the design for "The Prozetro Complex", a large'ish partial conversion for id Software's Classic Quake. As seen in the table of contents, it is organized by development area, it retains this format throughout with the exception of notes added by the designers (indicated by brackets).








0.1 Revision History�- Thursday, 10th August 2000: Document creation 








0.2 Document Credits:


This document was written, in its entirety, by Ashley Reynolds (aka Ze0).











1.0 Overview


This section was written to house a the basic description and the somewhat lengthy background story that is The Prozetro Complex. 








1.1 Basic Look�The Prozetro Complex, a partial conversion for Classic Quake aims at creating a strong element of fear within the player through the use of atmospheric levels, frightening music, and peculiar characters. The story will be set through the use of an introduction cinematic (see section 7.2).








1.1 Background Story


"Sir, we've got something big coming through the Gate", Major Robar, the communications officer at the Omega Colony, said to the colony's commander, Colonel Mullins, "Sensors report it's a Terran ship. Silhouette scan indicates Victory class."





"Right, hail them and see what they want from us", said Colonel Mullins, his only aim to keep the colony safe and intact. The Omega Colony, one of the last colonies to be built this close to the Rim enjoyed a good reputation, unlike most other colonies nearby. The colony consisted of a marine base, where the vital systems were held and the living quarters, where the colonists lived their peaceful life and the mining base, from where the colony got its income. The marine base - Section A - had the colony's communication systems, docking bays and security systems. Section B - the living quarters - had housing, stores, bars and restaurants and other recreational facilities. Section C - the mining base - held the huge machinery to mine precious minerals from the planet's core and the living quarters of the employees working at the mines.





The Omega Colony was a good place to live, crime was non-existent and everyone had a job. But because it was far from Earth, very few travellers came by and it was quite unusual for a big ship come near.





"They have made the jump, sir, but aren't responding to any hails", Major Robar checked the information on his screen. His hands danced on the keypad, as he tried to make a communications uplink to the ship through the planet's 3 satellites, "Still no response. It is possible that their communications systems are temporarily down. I'm scanning them now..."





"Can't understand why they've come here, of all places. Identify the ship and contact HQ", Mullins mused.





"Done identifying the ship, sir. It's called 'The Inquisitor', a scientific vessel used


by the Prozetro corporation", Robar look concerned, "The hull has suffered severe damage."





"Must be pirates. Damn bastards are crawling all over the place. Still any luck getting


in touch with them?" Mullins was standing behind Robar, also intently reading the information continuosly provided by the flashing monitors. Ensign Palmer entered the control room.





"What's the situation?" she asked as she pulled the jacket of her uniform on. She had


obviously made haste to get to the control station from her quarters, her hair was still a bit wet from the shower she had been in when Robar had notified her.





"A Victory class ship just came through the Gate. It isn't responding to any hails", Colonel Mullins turned towards Palmer while the Ensign took his place next to the Colonel's chair.





"Should we send a shuttle to investigate. They may require assistance", Palmer put on the headphones used to contact personnel outside the control station. She quickly started reviewing the information given by her tactical computer.





"The ship may have been attacked by pirates, the hull has suffered severe damage. Check if you can find any more clues, Ensign, I'll try hailing the ship once again", Major Robar once again activated the uplink to the 3 satellites orbiting the planet, "Still nothing."





"The damage on the hulls seems to be done by lasers. A pirate attack seems probable", Palmer said from her post.





"A ship that large should have defensive vessels to protect it, especially if it's planning to come around here", Colonel Mullins shook his head, "Load a team of engineers to a shuttle and send it to find out what's wrong. And include a squad of marines too. Just in case."





Near the Rim, pirates were an annoying and unavoidable nuisance. Only few of the bigger unprotected vessels managed to fly from planet to planet. The smaller ships were more fortunate as they seldom had any valuable cargo. And they were more agile in combat, so the pirates didn't want to waste any resources on them. It was enough trouble trying to locate big cargo ships, storm them and then escape before the local authorities managed to send a squad to the assault location. If a cargo ship had fighters to protect it, there was a smaller chance that the pirates would attack, but this happened at times, especially when there hadn't been any succesful raids for awhile, so the pirates became more desperate and daring.





"Uh, sir, we may have a problem. The ship isn't slowing down. Its engines might have been damaged in the battle", Major Robar sounded concerned, "It's heading directly towards us and will collide with the planet if it isn't stopped. Worse yet, it has to be stopped fast or the planet's gravity will pull the ship to a collision course."





"Damn, damn! How are we going to stop it then? Our planetary defenses are barely strong enough to manage any raids", Mullins hit his fist on the nearest table, this being the one holding his cup of coffee. The table fell, throwing the cup in the air. The cup eventually hit a nearby wall, shattering to pieces and splling hot coffee all over the floor.





"We could probably try to shoot at one of the ship's non-critical systems. If we concentrate our fire, it just might alter the course enough", Palmer suggested.





"But our fire could accidentally kill some of the crew!" Robar exclaimed.





"Do we got a choice, sir? If that ship hit's the planet, we're screwed, excuse me for my language", Palmer stared at Robar in anger, "Major, it's our only choice. Colonel, we need to act fast or it'll be too late and that ship will hit the planet."





"If the ship hits the planet, it may kill everyone in this colony. I don't see we've got


a choice. Ensign, target any non-critical system of the ship and fire at will", Mullins


eyed both Robar and Palmer.





"Initiating firing sequence, heating up weapons", Palmer readied the planetary defense systems and targeted the ship, "Firing..."





The planet's energy cannons aligned towards 'The Inquisitor' and fired.





"Wait! The ship is using it's forward engines to slow down! Stop firing!" Robar shouted as he stared at the screen.





"It's too late, Major", Palmer looked at her screen in horror as the energy pulses hit the ship. Though doing minimal damage, the ship's velocity had been lowered so that the energy cannons missed their initial target, "Oh God..."





"Where did you hit the ship?" Colonel Mullins asked.





"My God, the ship's forward engines have been disabled by the fire", Robar turned around to stare at Ensign Palmer in horror, "The ship will collide with the planet..."





Palmer's eyes were wide and she could only look at the scan results.





"It was slowed down, right?" Mullins was already sweating.





"It's... It's moving even faster than before. Oh, dear...", Rabor checked his monitor again, but the scan results didn't change, "The main engines are online. It has entered the planet's gravity..."





				*	*	*





You slowly wake up from your sleep, trying to make out your surroundings. Your memories circle out of your reach, but slowly everything gets in place. You know that this is normal after waking from CryoSleep. You lay back, waiting for your vision to return. After awhile, you open your eyes and use your hands to awkwardly rise from your CryoTube. Everything looks alright at first, but when your vision is fully back, you note the horrible changes to the ship's design. Destruction looms all around you. Nearly everything in sight has been torn apart. Your CryoTube is not at its original location, but violently thrown away from the rest. You slowly get up, still not fully sure if this is a dream, though in your heart you know that in CryoSleep, you don't dream.





Most of the marine squad is still in their CryoTubes. Some are already open, some are missing, like your tube. You manage to crawl over the floor to the tubes. A grotesque sight greets you. Your teammates, your friends, dead. Everyone here is dead and you can only guess the fate of the rest. Your head feels light, but manage not to pass out. Then your instincts kick in.





Food. You make it to the lockers next to the tubes and open them. Fortunately, most are intact. Food. Eat. After the light dinner you are starting to feel better. The rest of your memories also manage to set themselves right. The cargo of the vessel! You get to another locker, open it and search its contents. Nothing but a shotgun. Damn. The survivors must've taken all the weapons, thinking you're dead. You sit down and shake your head in disbelief.





Something has gone terribly wrong. But what? And more importantly, where is the ship's cargo? With these thoughts in your mind, you lay down for awhile and then set out to explore the rest of the ship...





				*	*	*





Colonel Mullins groaned in agony. He was lying on the floor of the control room with pieces of wire and rubble beside him. The window giving a nice view to the rest of the colony was shattered, some of the ceiling had fell in and most of the delicate computers were not looking too good. Mullins tried to get up, but was stopped by agony piercing through his left shoulder.





"Dislocated...", he mumbled and tried to get up with a one hand. He managed to get on his knees and looked around. Robar was also lying on the floor. Mullins crawled to the Major and tried to wake him up, "Major, major, get up." A voice behind him made him startle.





"Colonel... He's dead", Palmer was sitting beside her post, "People alive still have their heads on."





"Hmm... Looks like you're right, Ensign. Robar always was a chicken anyway, complained about everything", Mullins turned around and sat, holding his head in his arms, "Right. You seem to need help, Ensign."





"I assure you, sir, I am quite alright", Palmer looked at the Colonel through cloudy


eyes. Mullins stared at Palmer.





"Your... Arm, Ensign", he managed to say.





"Oh, the blasted thing's gone", Palmer said and collapsed, passing out. Mullins closed his eyes, wondering how long they had been unconscious. It was already night outside. Then the fact hit him. The ship had hit the base! Mullins winced. This was not his day.





He wondered if he should try to contact any survivors when he heard the growl. Mullins opened his eyes and shot worrying glances all over the room. Then he reached the doorway. There it was. A light brown... Thing was looking at the Colonel. It looked like a monstrous dog, only on 2 legs. Claws, 2 of them, were attached to its body with a huge tail at its back. Huge fangs in the mouth, not even fitting inside. The monstrous creature was nearly as tall as Mullins himself. The thing growled again and stared intently at Mullins. The Colonel slowly moved his hand to his waist, where his personal sidearm was. The Colonel swallowed.





Before he was able to grab the sidearm the thing was already moving with extreme speed. Mullins took the sidearm, aimed quickly and fired a few shots, which didn't seem to have any effect. Before perishing, Mullins wondered how he could stop his guts from spilling through the huge gap in his stomach.





				*	*	*





"Okay, the cargo's definitely gone. We're in a big pile of shit and we're getting deeper all the time. Screw this mission!" the angry voice belonged to Sergeant McKenzie, checking the contents of a CryoChamber with his flashlight. He turned around to meet Captain Velasquez, "These chambers are all empty. The cargo's gone."





"As you said, Sergeant. We're in deep shit", Velasquez shook his head and took another look at the rest of the corridor. CryoChambers were neatly placed on both sides, right next to each other. Just... He didn't know, really. Could've been days, weeks, months. With the ship's log erased, he'd never know for sure. All he knew for sure was that the ship had deviated from its original course for some reason. Maybe the computers malfunctioned and one of the crew woke up, unable to get back to CryoSleep. That would've driven him crazy for sure. The crazed crewman might've altered the course. Or someone had attacked the ship, damaging the engines. There were millions of possibilites, no room for speculating. Something had gone wrong, the ship had crashed on this planet and most importantly, the cargo was missing.





"The cargo's gone then. Because most of the security systems are wiped out, there's no reason to believe that the cargo has stayed inside. And there's a colony outside. If anyone survived, they're going to find themselves in even deeper shit than us", Velasquez looked at his marines. A fraction of the squad had survived the crash. Commander McComb had been killed too, making Velasquez the one in charge, "By the looks of it, we've done our fine landing on one of the planets near the rim. Small colonies like this are scattered throughout the planets and systems here."





"What should we do then? We can't stay inside the ship, it's too risky if the cargo ventures back here", Corporal Vimes, one of the survivors, showed a worried face.





"We can try to locate the spacedock of the colony and use one of the ships there to get ourselves out of this mess. We'd have to venture through the base though", McKenzie ventured.





"Hmm... The rear part of the ship might prove to be a good vantage point. We can check our surroundings from the there, locate the spacedock and the fastest route there. You're right Vimes, we can't stay here. Those bastards are bound to find us", Velasquez said to the whole remainder of the squad, "Let's move it people. We can wait here 'til dawn, but before the next nightfall, we'll need to be at the spacedock. Provided that it's not utterly destroyed", Velasquez finished darkly. The small marine squad started moving through the ship decks to the aft.











2.0 Levels


This section was written to house a the basic description and the detailed listing of the levels that will appear in The Prozetro Complex.








2.1 Overview�The Prozetro Complex, will feature 12 individual levels, which will be non-linear as you will constantly be going to different levels to complete various tasks.








2.2 In Depth


Introduction (start.bsp)


This is a basic start level that will allow you to choose your skill setting by selecting one of the 4 hallways, Easy, Normal, Hard or Nightmare. The setting for this level should be flying through space in a space ship with 4 hallways in front of you, using the IKBASE texture set.


�The Arrival (arrival.bsp)


This level, being the first will be very atmospheric, with red emergency lights flashing and eerie noises. The level should look run down with broken lights, broken pipes, holes in the walls, holes in the floors etc. The level should be dark and quiet, giving off a feeling that something is going to jump out at you when you round the next corner, but nothing ever does. Throughout the level you should find a pistol and 2 clips of ammo in your locker. You should finish the level by climbing out of a gaping hole in the side of the ship which will lead you underneath the ship and into the next level.





???????? (?????.bsp)


You begin this level underneath the ship which has crashed through the side of the colony, you can climb up into the big hole in the side of the colony that the ship left when it crashed. You should get attacked by a monster here, it should be made to give the player a fright. This level is based in Section A of the colony, the level should be very smashed up much like the ship, it is in this level that you will find the dead characters from the introduction.








2.3 Guidelines�Wqbsp (http://asp.planetquake.com/dl/dl.asp?worldcraft/wqbsp165.zip) 


TyrLite (http://www.planetquake.com/dl/dl.asp?tyrann/utils/tyrlite.zip)


RVis+ (http://www.planetquake.com/dl/dl.asp?tyrann/utils/rvisplus.zip)





These compiling utilites will be used as opposed to id's standard compiling utilities, as they are far better. This rule is rather loose and I don't have a problem with you using a different VIS program or a different QBSP program, but for now TyrLite must be used for levels containing coloured lighting.





Apart from start.bsp make sure your level supports all skill settings and has co-op for 3. As a general rule, try to keep r_speeds between 400-700 in most areas, but again this a loose rule.





There is pretty much no restriction on the design of the levels, let your imagination's run wild as I don't have any of the levels designs mapped out on paper or in my head. It is up to you guys how you construct the levels by following the basic description of the level.








2.4 Entities�An array of new entities will be available for you to use in your maps, such as rotating objects, triggered sounds, breakable walls, transparency, fog, coloured lighting and more. [TODO]











3.0 Arsenal


This section contains the basic and detailed information on the weapons that will be available to you throughout the game.








3.1 Overview�There will be a total of 8 weapons that you can carry throughout the game, when you begin you will be limited to the use of your fists until you find some other means of defense.








3.2 In Depth�Combat Knife


The combat knife is your absolute last resort and only inflicts 5 points of damage against your enemy. It is the first weapon that you will find. It is capable of fending off some of the weaker enemies but your chances are slim should you confront anything stronger.





Pistol


The pistol is quite capable of keeping an enemy under control, but it will take quite a few shots to bring your enemy to a halt.





Shotgun


The shotgun will bring a basic enemy down with little work. It is quite an effective weapon but should only be used in close range.








3.3 Ammo�Throughout your journey you will come across a various array of different ammunition for the different guns that you will pick up throughout the game. They are listed below.











4.0 Items


This section contains 











5.0 Characters


This section contains 











6.0 Enemies


This section contains 











7.0 Cinematics


This section talks about the cinematics that will be featured in The Prozetro Complex and how they will be used to enhance the story.








7.1 Overview


The Prozetro Complex will feature quite a few cinematic sequences which will help significantly in setting the story. The introduction cinematic will probably be the longest of them all, running for half an hour or so. It will introduce the player to the majority of the characters and will be quite enjoyable to watch.








7.2 Introduction


Here will go the script for the introduction movie.











8.0 Sound


This section goes into detail of the new sound that will be used in The Prozetro Complex, from the simple weapon sound effects to the dark drum and bass music.








8.1 Music


A dark drum and bass style of music will dominate most of the game. We will be taking advantage of dynamic music, this means that the background music is governed by the current 'state' of the player, (i.e. idle, fight, dead).








8.2 Sound Effects


There's not really much to say about the sound effects, they are just basic sound effects collected from various sources around the Internet and are listed below:





m16.wav - Blah blah.








8.3 Voices


We will require voice actors to produce these sounds for the introduction cinematic and the other various cinematics that will appear throughout the game.


