Bringing Down the House
Special Topics Plan

1. Add sound effects for the elevator
a. Elevator running on game start
b. Elevator stop
c. Elevator arrival bell
d. Open door sounds
e. Close door sounds
2. Add silenced pistol to stockpile at the beginning
3. Put the three later soldiers in the hallway in the same “group”
4. Add a message when players encounter the explosives indicating they’ve found the bombs and now need to find the arming codes
5. Change lighting to textured lighting
6. Have the generators take out some of the emergency lights
7. Light the side door with emergency standee lights to draw attention to it
8. Change the dialogue on the radio when its picked up
9. Add additional enemies in the hallway for pacing and to pull the player back to the detonators 
a. Two additional enemies
10. [bookmark: _GoBack]Turn off the detonators after they’ve been activated
11. Add objective markers for the explosives
12. Add blood leading from the explosives to the access codes
13. After explosives armed, player hears gunfire upstairs and moves down the hall – then the ammo crates fall over.
14. Eliminate some of the explosives in the lobby
15. Find a new High rise for the hero building

Optional
16. Maybe add music
17. Add a war between the Ceph and humans in the street outside the lobby
18. Add a new objective to find the detonators and trigger the explosives

