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Introduction 
The Player is sent to an old Arctic Base that was studying ancient statues and relics of a lost civilization. 

The reason the player is sent there is because energy readings are spiking from the old base and could 

cause a problem in the future. You must find any artifacts in the area as well retrieve the Central Artifact 

that is said to power the base. 

Mechanics 

Combat System 
-The players’ main weapon is their Energy Rifle which can be fired in full auto by pressing the (LEFT 

MOUSE) button. In addition, the Rifle can be charged up to unleash a ball or bolt of energy at a target 

for a high amount of damage by holding down then releasing the (LEFT MOUSE) button. 

-The player has a life bar which if hits zero, they die but the health bar regenerates over time. 

-The players Radar directs where the player needs to go and where enemies are. 

-The player also has access to super abilities that will use energy when you kill enemies when the player 

fills up the power bar the player will chose between to abilities. By pressing the (1) button he Shields will 
increase your damage protection from any enemies. By pressing the (2) Enhance will increase your 

weapons damage when attacking any enemies. 

Movement System 
The player has a normal movement, (W) is to move forward and (S) is to move backwards, (A) is to move 

to left and (D) is to move to the right. 

The player can also sprint they hold the (SHIFT) button with the (W) button and they will move faster 

than the regular movement. 

The player has two jumps the first is the regular jump which is done by pressing the (SPACEBAR) once. 

Second is the jet boost jump which is done by pressing the (SPACEBAR) a second time. 

Information System 
The player will have an objective bar on their screen telling them what to do and what they can do. They 

will also have an icon pointing them to the direction they need to go. This is called the C.O.N.S network 

which will tell the player what they need to know in the game. 

Interaction System 
The player will interact with objects with the (E) button. So if they need to interact with the Pylon all the 

player needs to do is go near it and press (E). 



Enemy Types 

Melee 

They are fast and they are very deadly when they are in groups. They charge at the player in groups to 

deal small damage but they have quick attacks. 

Range 

They attack from a far hiding behind cover or in the open. They deal an average amount of damage they 

are not as fast but they can be deadly if they hold the battle of range. 

Heavy Range 

They are huge and they pack a boundless amount of firepower. They deal large amounts of damage out 

in the open but they are not fast so they are a walking fortress.  

Enemy Difficulty  

(Ranking of Difficulty 1-5) 

 Melee Range Heavy 

Range 

Health  2 3 4 

Damage 2 3 4 

Speed  4 2 1 

Difficulty 1 2 3 
  



 

Gameplay Flow 
The player starts off at “Waypoint Beta” where they must move forward to reach the “Forward 

Outpost”. The player is blocked by a snow bank and must jump over it to proceed; however, they will 

also encounter a chasm and must use their Jet-Boosters to jump over it to reach the other side and then 

move forward to the “Forward Outpost”.  

Waypoint Beta 



The player is now entering the “Forward Outpost” there are some fuel containers and a warehouse 

looking building next to them.  The area is with snow banks and rocks as well a catwalk. There is a 

communication antenna where the player must reconnect to the Communication Objective Navigation 

System’s (C.O.N.S) network to get Intel on the area. As soon as you get the C.O.N.S network online 

enemies will teleport in and try to kill you, the player must fight 3 waves using the combat system and 

kill the Elite in the third wave.  
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When the Elite is killed the player will receive the Relic to use on the ancient structure (Pylon) to unlock 

the energy field blocking their way to the “Frozen River”. As soon as the energy field is gone the player 

can proceed to a river with a destroyed bridge, there are also floating pieces of snow platforms in the 

water. There are flying enemies near the platforms so the player has to jump on the platforms as well to 

kill these flying enemies to get across. 

 

When the player crosses the river they can procced down a path to the “Supply Outpost”.  There will be 

a small building with shipping containers near it, as well another antenna. When the player turns on the 

antenna another 3 waves of enemies will spawn and you must kill the Elite to get the Relic for the Pylon 

to unlock the energy field to the “Canyon Bridge”. 
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When the energy field is gone the player can now use the bridge to cross the canyon. Also there are 

enemies on the bridge as well as flying enemies. The player must cross the bridge to reach the other 

side to the “Central Base”. 

 

The player is in “Central Base” where there are shipping containers, fuel contains, two buildings, a 

catwalk and as well an antenna. When the player turns on the antenna 3 waves of enemies will spawn 

and you must kill the Elite to get the Relic for the Pylon. The player must do this again to get the second 

Relic for the second Pylon.  
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Once the energy field is down the player can head for the portal at the “Temple Gate”. When the player 

goes through the portal they will be teleported to the “Temple Research Base”. 

 

At the “Temple Research Base” there are buildings and other structures for the base and in the middle 

of the base is the last antenna. When the player turns it on an endless wave of enemies will spawn in, 

when player gets 4 relics and put them in the Pylons and get the Central Artifact a portal will open and 

take them back to the “Temple Gate”.  
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Optional Gameplay Flow 
At the “Forward Outpost” there is a cave entrance near the warehouse building the play has the choice 

to go inside. The path forward leads inside the “Forward Supply Post” where there are shipping 

containers and snow banks inside. There will also be an energy shield protecting an artifact then an Elite 

enemy will spawn in with another enemy. Once the player gets the Relic they could unlock the shield to 

retrieve the artifact.  

At the “Supply Outpost” there is another cave called the “Rock Grotto” and it is located on top of an 

elevated snow bank. When the player goes inside there is snow and rocks everywhere then they will 

come up to a river that connects to the “Frozen River”. When the player jumps over it they will then 

encounter another Elite and enemy and once the player gets the Relic they could unlock the shield to 

retrieve the artifact.  
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At the “Central Base” there is the "Central Supply Post" that is located near one of the pylons. There is a 

building and fuel containers as well shipping containers with rocks. The energy shield protecting the last 

artifact the Elite and enemy will spawn in again once the player gets the Relic they could unlock the 

shield to retrieve the artifact.  
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Enemy Spawn Points 

Forward Outpost 

 W1 W2 W3 

Spawn 1 Mx5 Rx3,Mx2 Mx3,Rx1 

Spawn 2 Rx3 Rx4 Mx2,Rx2 

Spawn 3 Mx2,Rx2 Mx3 Rx2,Mx2 

E Spawn  X X Mx1 
 

Forward Supply Post 

 W1 

Spawn  Mx3,Rx2 

E Spawn  Rx1 
 

Supply Outpost 

 W1 W2 W3 

Spawn 1 Mx2,Rx2 HRx1 Rx5,Mx3 

Spawn 2 Rx4 Rx4,Mx3 Mx2,Rx2 

Spawn 3 Mx2,Rx2 Mx4 HRx1 

E Spawn  X X Rx1 
 

Rock Grotto 

 W1 

Spawn  Rx1,Mx2 

E Spawn  Mx1 
 

 

 

 

 



Central Base 

 W1 W2 W3 

Spawn 1 Rx3 HRx1 Rx2 

Spawn 2 HRx1 Rx2 Mx3 

Spawn 3 Mx4 Mx2 Mx2,Rx2 

E Spawn  X X HRx1,Rx1 
 

Central Supply Post 

 W1 

Spawn  Mx3,Rx2 

E Spawn  HRx1 

 

Temple Research Base  

 W1 W2 W3 W4 

Spawn 1 Rx3 Mx3 Mx2 Rx2 

Spawn 2 Mx4 Rx2 Mx2 Mx3 

Spawn 3 Rx2 Mx3 HRx1 Rx2 

E Spawn  Mx1 HRx1 Rx1 Mx1 
 

 

 

 

 

 

 

 

 

 



Legend 
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