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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	Comment by McCoy, Michael: Could make this a little hard to find but it should be near the start. Perhaps the first baddie drops it so the player needs to be aware of their surroundings
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	Comment by McCoy, Michael: Could have a blood trail from where the original bomb planter was wounded and drug away to where the codes are now. Makes sense why the situation is the way it is now
5. Change lighting to textured lighting
6. Have the generators take out some of the emergency lights	Comment by McCoy, Michael: Very fun hidden objective
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. Turn off the detonators after they’ve been activated
11. Probably change the ammo crates at the top of the stairs to a locked gate that an enemy breaks down	Comment by McCoy, Michael: Or opens to come after the player
12. Eliminate some of the explosives in the lobby
13. Find a new High rise for the hero building	Comment by McCoy, Michael: ???What?

Optional
14. Maybe add music	Comment by McCoy, Michael: If so make it subtle or it may drown out the sound cues in the level
15. Add a war between the Ceph and humans in the street outside the lobby	Comment by McCoy, Michael: This is a must
16. Add a new objective to find the detonators and trigger the explosives	Comment by McCoy, Michael: This is a must

