
LEVEL 1 ɀ HATE BOAT ɀ 1ST DESIGN PASS  
Terms: 

Entrance:  Where the enemies will enter on the screen.  

Types of Entrances:  

 Placed: Enemy should already be visible when walking into this encounter. 

 Left: Enemy enters in from the Left side of the screen. 

 Right: Enemy enters in from the Right side of the screen. 

 Climb up/down (object): Enemy enters the screen by climbing in on an object 

(ex. Ladder) and run to the combat plane. 

 Fore/background: Enemy runs in from fore/background then onto combat 

plane. 

Number:  Amount of enemies a spawner will create 

Spawn New on Death: Spawner will create a new enemy only after the previously created 

enemy dies.  

Roles: What actions the enemy AI will take once on the combat plane. 

Level Progression:  Boat ExteriorĄ DiscoĄCasinoĄCargoĄBoss 

Note: the strange colors were from auto leveling the picture, due to the low 

lighting at the time making this doc.  

Boat Exterior  
Notes: This section takes place along the top of the Cruise ship.  



Encounter 1  ɀ Camera Stop 

 

Enemy A: Playing the look around Spice Idle. 

Enemy BΥ {ŀƛƭƻǊΣ ŜƴǘŜǊǎ ƛƴ ŦǊƻƳ ǘƘŜ άǎǘŀƛǊǎέ ƻŦŦ ǎŎǊŜŜƴ  

Start Spawner on Death of A 

Spawn on Death: no 

Number: 3 

 RoleMobile 

Enemy CΥ  {ŀƛƭƻǊΣ ŜƴǘŜǊǎ ŦǊƻƳ ōŀŎƪƎǊƻǳƴŘ ŦǊƻƳ ōŜƘƛƴŘ άǎǘŀƛǊǎέ 

Start Spawner on Death of A 

Spawn on Death: no 

Number: 2 

 RoleMobileMeleeStabber 

 



Encounter 2 ɀ No Camera Stop 

 

Enemy A: Sailor, Standing and shooting (Placed) 

 RoleStationary 

Enemy B: Sailor, enters in from the right off screen  

Number: 4 

Spawn on Death: no 

 RoleMobileMelee 

Enemy C:  Sailor, ŜƴǘŜǊǎ ŦǊƻƳ ōŀŎƪƎǊƻǳƴŘ ŦǊƻƳ ōŜƘƛƴŘ άǎǘŀƛǊǎέ 

Number: 2 

Spawn on Death: yes 

 RoleMobileMeleeStabber 

 RoleStationaryGrenadier 



Encounter 3 ɀ Camera Stop 

 

Enemy A: Sailor, Right 

Number: 2 

Spawn on Death: yes 

Replace on Death 

 RoleMobileMelee to point 1 

 RoleStationaryGrenadier 

Enemy B: Sailors, enters in by climbing the front railing  

Number: 2 per marked spot 

Spawn on Death: no 

 RoleMobileMelee 

Enemy C:  Sailor, enters in by climbing the back railing 

Number: 3 per marked spot 

Spawn on Death: no 

 RoleMobile 



Encounter 4 ɀ Camera Stop 

 

Enemy A: Sailor (Placed) 

 RoleStationaryGrenadier 

Enemy B: Sailors, enters from left  

Number: 3 

Spawn on Death: no 

 RoleMobileMelee 

Enemy C:  Sailor, enters from Right in Background 

Spawn on Death: no 

 RoleMobile 

Enemy D:  Sailor, enters from Right in foreground (sustained Spawner) 

Spawn on Death: no 

 RoleMobileMelee 

Point 1: Until this radar dish is destroyed the Enemies from D will keep spawning in.  

Point 2: Pit Trap. Instant death. 



Camera Stop releases once All enemies Except A are dead. 

Encounter 5 ɀ No Camera Stop 

 

Enemy A: Sailor (Placed) 

 RoleStationary 

Enemy B: Sailors, enters from right, Climbing up railing  

Number: 2 per spot 

Spawn on Death: no 

 RoleMobileMelee 

Enemy C:  Sailor, enters from left  

Number: 2  

Spawn on Death: no 

 RoleMobileMeleeStabber 

Point 1: Pit Trap. 



Encounter 6 ɀ No Camera Stop 

 

Enemy A: Sailors, Climb up wall on Right 

Number: 2 per spot marked 

Spawn on Death: no 

 RoleMobile 

Enemy B: Sailor, (Placed) 

 RoleStationaryGrenadier 

Enemy C:  Sailors, enters from left background from behind deck. 

Number: 2 

Spawn on Death: no 

 RoleMobileMeleeStabber 



Encounter 7 ɀ Camera Stop 

 

Enemy A: Sailors, from left, sustained spawner 

Spawn on Death: no 

 RoleMobile 

Enemy B: Sailors, from Right, sustained spawner 

Spawn on Death: no 

 RoleMobileMelee 

Point 1: A whale blocks the path. It is acting as a wall. Enemies will continuously spawn until the whale 

leaves. 



Encounter 8 ɀ No Camera Stop 

 

This encounter has a camera stop.  Position A is a stationary Scubot that fires from his position.  Position 

B is a grenadier that runs up the slide from the left and then stays put at the top.  Position C is an Aerial 

Bomber that follows the path marked in green at the top of the screen.  The camera frees up when all 

enemies are killed.  There are no respawns. 

 



Encounter 9 ɀ Camera Stop 

 

Enemy A: Sailors from Right from top of Tennis ball machine. Sustained Spawner 

Spawn on Death: no 

 RoleMobileMelee 

Enemy B: Sailors, from left of screen. Sustained Spawner 

Spawn on Death: no 

 RoleStationaryGrenadier 

Both Spawners stop spawning in new enemies when the tennis machine is destroyed. 



Encounter 10  ɀ No Camera Stop 

 

Enemy A: Sailors (Placed) 

 RolestationaryGrenadier 

Enemy B: Sailors, from left of screen.  

Number: 4 

Spawn on Death: no 

 RoleMobile 



Encounter 11  ɀ No Camera Stop 

 

Enemy A: Sailors (Placed) 

 RoleStationaryGrenadier 

Enemy B: Sailors (Placed) 

 RoleStationary 

Enemy C: Sailors (Placed) 

 RoleStationary 

Enemy D: Sailors (from left) 

Number: 2 

Spawn on death: no 

 Role Mobile Melee 

Point 1: Pit Trap 

Point 2 ς 4: Each enemy not kill will move to this point when passed by. 



Encounter 1 2 ɀ Camera Stop 

 

Enemy A: Sailors (Placed) 

 RoleStationaryGrenadier 

Enemy B: Ground Bot (Placed) 

 Standard Roles 

Enemy C: Sailors (Placed) 

 RoleStationaryKneel 

Enemy D: Sailors enter Right, from background 

Number: 3 

Spawn on Death: no 

 RoleMobile 

Camera stop lets up once all enemies are killed. 



Encounter 13  ɀ No Camera Stop 

 

Enemy A: Ground Bot (Placed) 

 Standard Roles 

Enemy B: Sailors (Placed) 

 Role Stationary Kneel 

Enemy C: Sailors From right side of Screen 

 Number: 2 

Spawn on Death: no 

 RoleMobile  

Point 1: Pit Trap. 



Encounter 14  ɀ Camera Stop ɀ Left 4 Dead Spoof 

 

Enemy A - D: Sailors, Sustained Spawners,  

Spawn on Death: no 

 RoleMobileMeleeStabber  

9ƴŜƳƛŜǎ ǿƻƴΩǘ ǎǘŀǊǘ ǎǇŀǿƴƛƴƎ ǳƴǘƛƭ ŜƭŜǾŀǘƻǊ ƛǎ ŎŀƭƭŜŘΦ 

Enemies should come in at a high Frequency from all Spawners should come in that time.  

Point 1: Button to be shot to call elevator 

Point 2: Elevator Doors. 

The Elevator should take about 30 seconds to arrive. (In this case, the Elevator Doors open after 30 

seconds.) 

SFX of monster like cries to mimic the zombie cry from Left for Dead 

Disco Bar 
Notes: Second section of the Level is a swing Disco Bar 



Encounter 1 ɀ Camera Stop  

 

Enemy A: Bartender (Placed) 

 Look around Idler 

Enemy B: Scu-bot (from right) 

 Standard roles 

Enemy C: Bartender sliding drinks down a bar in BG 

 Number: 1 

Acting as a Environment Hazard  

 Standard role 

Enemy D: Bartender sliding drinks down a bar in BG 

 Number: 1 

Acting as a Environment Hazard  

 Standard role 

 



Encounter 2 ɀ No Camera Stop  

 

Enemy A: Bartender (Placed) 

 Role Stationary 

Enemy B: Scu-Bot (placed) 

 Standard Roles 

Enemy C: Bartender From left top rafter  

 Number: 4 

Spawn on Death: no 

 RoleMobileRunner 

 RoleStationary  (once to their point) 

Notes: enemies all move to points 1-4  

Enemy D: Bartender From Left from off screen 

 Number: 3 

Spawn on Death: no 

 RoleMobileMeleeStabber 

  



Notes: box with x should be removed. Long yellow rectangles are floors that can be shot through 

Encounter 3 ɀ Camera Stop  

 

Enemy A: Bartender (From Right)  

Number: 3 

Spawn on Death: yes 

 RoleMobile 

Enemy B: Scubot (From Right) 

 Standard Roles 

Enemy C: ScuBot From left top rafter  

 Standard Roles 

Enemy D: Sailor (From Right top)  

 Number: 3 

Spawn on Death: yes 

 RoleMobileMeleeStabber 

Notes: Blue boxes can be shot through. 



Cam stop ends when all are dead. 

Encounter 4 ɀ No Camera Stop  

 

Enemy A: Sailor (From Door)  

Number: 3 

Spawn on Death: no 

 RoleMobileMelee 

Enemy B: Bartender (From Door) 

Number: 4 

Spawn on Death: yes 

 RoleMobileRunner 

 RoleStationary once reaching point 

Notes: each enemy set up at points 1-4 

Enemy C: Bartender (From left)  

Number: 2 

Spawn on Death: no 



 RoleMobile 

Enemy D: Sailor (From Door)  

 Number: 2 

Spawn on Death: yes 

Stops and cover in front of box 

 Respawn on Death 

 RoleStationaryKneel 

Encounter 5 ɀ Camera Stop  

 

Enemy A: Scu-bot (Placed) 

 Standard roles 

Enemy B: Bartender (Placed) 

 Look around Idler 

Enemy C: Bartender sliding drinks down a bar in BG 

 Number: 1 

Acting as a Environment Hazard  



 Standard role 

 

 

Encounter 6  ɀ Camera Stop  

 

Enemy A: Sailor (placed)  

 RoleStationary 

Enemy B: Bartender (placed) 

 RoleStationary 

Enemy C: Scubot (From right)  

 Standard roles 

Cam stop ends when Scubot dies 



Encounter 7  ɀ No Camera Stop  

 

For this encounter the camera would stop here.  There would need to be a trap door or elevator in the 

area outlined in purple to preventing the player from dropping down and bypassing the enemies.  First 

tƻǎƛǘƛƻƴǎ ά!έ ŀƴŘ ά.έ ǿƻǳƭŘ ŎƭƛƳō ƛƴ ŦǊƻƳ ōŜƭƻǿ and be stationary shooters from their positions.  Then 

ά/έ ǘƘǊƻǳƎƘ άCέ ǿƻǳƭŘ Ǌǳƴ ƛƴ ǘƘǊƻǳƎƘ ǘƘŜ ŘƻƻǊ ŀōƻǾŜ ŀƴŘ ǘŀƪŜ ǘƘŜƛǊ Ǉƻǎƛǘƛƻƴǎ ƛƴ ŀ ƭƛƴŜ ŀƴŘ ōŜƎƛƴ ŦƛǊƛƴƎ 

downward.  The camera would free (or in this case the trap door would activate) when all enemies were 

killed.  No respawns. 

 



Encounter 8  ɀ Camera Stop  

 

Enemy A: Sailor (Door)  

Number: 2 

 Spawn on Death: no 

 RoleMobile 

Enemy B: Bartender (Door) 

Number: 3 

 Spawn on Death: no 

 RolemobileMelee 

Enemy C: Sailor (From Top)  

Number: 3 

 Spawn on Death: yes 

 RoleStationary 

Enemy D: Sailor (From Top)  

Number: 3 

 Spawn on Death: yes 



 RoleStationary 

Enemy E: Scubot (from left) 

 Standard Roles 

Camera stop ends when all enemies are defeated. 

Encounter ɀCover Section ɀ Camera Stop  

 

The cover section has some of the enemies placed. What need to be added is below. 

 Neutronov runs by on stage from right to left with 8 bit Matt 

 A line of sailor run by (left to right) with one being a pachinko pickup (not part of event mgr) 

 Sustained Spawner from right and left on combat plane. They turn off when all are killed in 

background area.  

Casino 
Notes: third section of the Level, Lots of lights and noise from slot machines.  



Encounter 1 ɀ No Camera Stop  

 

bƻ ŎŀƳŜǊŀ ǎǘƻǇ ƘŜǊŜΦ  tƻǎƛǘƛƻƴ ά!έ ƛǎ ŀ {ŎǳōƻǘΦ  tƻǎƛǘƛƻƴǎ ά.έ ŀƴŘ ά/έ ŀǊŜ ǎǘŀǘƛƻƴŀǊȅ ǎƘƻƻǘŜǊǎΦ  tƻǎƛǘƛƻƴ 

ά5έ ǎǇŀǿƴǎ п ƳŜƭŜŜ ŎƘŀǊƎŜǊǎ ŦǊƻƳ ƻŦŦ-screen 3 seconds apart. 

 

Encounter 2 ɀ No Camera Stop  

 



Notes: Yellow box is a NPC jump for the enemies charging in from E  

Enemy A: Sailor (Placed)  

 RoleStationaryGrenadier 

Enemy B: Scubot (placed) 

 Standard roles 

Enemy C: Bartender (Placed)  

 RoleStationary 

Enemy D: Scubot (placed) 

 Standard roles 

Enemy E: Sailor (from top right)  

Number: 4 

Spawn on Death: no 

 RoleMobileMeleeStabber 

Encounter 3 ɀ Camera Stop  

 

Enemy A: Sailor (Door)  



Number: 3 

Spawn on Death: yes 

 RoleStationary 

Enemy B: Bartender (placed) 

 RoleStationary 

Enemy C: Scu-bot (from left)  

 Standard roles 

Camera stop ends when all enemies are dead. 

Encounter 4 ɀ Camera Stop  

 

Enemy A: Scubots (from left) 

Number: 2  

Spawn on Death: yes 

 Standard roles 

Enemy B: Sailors (from right) 

Number: sustained till Scu-bot is dead 



Spawn on Death: no 

 RoleMobileMelee 

Enemy C: Bartender sliding drinks down a bar in BG 

 Number: 1 

Acting as a Environment Hazard  

 Standard role 

Enemy D: Bartender sliding drinks down a bar in BG 

 Number: 1 

Acting as a Environment Hazard  

 Standard role 

Cam stop ends on death of scu Bots 

Encounter 5 ɀ No Camera Stop  

 

Enemy A: Sailor (Door)  

Number: 3 

Spawn on Death: yes 



 RoleStationary 

Enemy B: Bartender (door) 

Number: 2 

Spawn on Death: yes 

Enemy C: Bartender (Door)  

Number: 2  

Spawn on Death: yes 

 RoleStationary 

Notes: you should be able to shoot through all scaffolding. 

Encounter 6 ɀ Camera Stop  

 

Enemy A: Where enemies spawned by Wheel of misfortune come in from 

 RoleMobile 

Enemy B: Where enemies spawned by Wheel of misfortune come in from 

 RoleMobileMelee 

Enemy C: Bartender (Placed)  



 RoleStationary 

Enemy D: Bartender (Placed)  

 RoleStationary 

Point 1: Wheel of misfortune: shoot to summon number of enemies the wheel lands on. 

Camera stop ends after 3 turns of the wheel. 

Encounter 7 ɀ No Camera Stop  

 

Enemy A: Sailors (Placed) One kneeling : RoleSataionaryKneel;  

One Standing Grenade: RoleStationaryGrenadier 

Number: 2 

Spawn on Death: no 

 RoleStationary 

Enemy B: Bartenders (placed) evenly spaced across the platform 

Number: 3 

Spawn on Death: no 

 RoleStationary 



Enemy C: Bartenders (placed) evenly spaced on platform 

Number: 2  

Spawn on Death: no 

 RoleStationary 

Enemy D: Sailors (from Left)  

Number: 3 

Spawn on Death: no 

 RoleMobileMelee 

Encounter 8 ɀ Camera Stop  

 

Point 1: Metal Door, as Matt approaches the door it get broken down by a Scu-bot.  

Enemy A: Scu-bots (from right)  

Number: 2 

Spawn on Death: no 

 Standard Roles 

Enemy B: sailors (from Left) 



Number: sustained till ScuBots are killed 

Spawn on Death: no 

Cargo hold 
Notes: Largely platforming with placed enemies very few Spawn ins here. 

Encounter 1 ɀ Camera Stop  

 

Enemy A: Scu-bots (from left)  

Number: 1 

Spawn on Death: no 

 Standard Roles 

Enemy B: bartenders (from right) 

Number: 5 

Spawn on Death: no 

Role mobile Melee 

Cam Stop enters when Scu-Bot is killed 



Encounter 2 ɀ No Camera Stop  

 

Point 1: Breakable Pipe that raises water level  

Enemy A: Sailor (placed)  

Number: 1 

Spawn on Death: no 

 Role Stationary  

Enemy B: bartenders (from right) 

Number: 1 

Spawn on Death: no 

Role Stationary Grenadier 



Encounter 2a ɀ No Camera Stop  

 

Result after Pipe Break 

Enemy A: Sailor (placed)  

Number: 1 

Spawn on Death: no 

 Role Stationary  

Enemy B: sailor (from left) 

Number: 2 

Spawn on Death: no 

Spawn should be .5 sec or less 

Role mobile Melee 



Encounter 3 ɀ Camera Stop  

 

Enemy A: Scu-bot (from right)  

Number: 2 

Spawn on Death: yes 

 Standard roles 

Enemy B: sailor (from left) 

Number: 4 

Spawn on Death: no 

Role Mobile Melee 

Camera Stop ends when Scu-Bots are killed 



Encounter 4 ɀ No Camera Stop  

 

Point 1: Breakable Pipe 

Enemy A: Sailor (Placed)  

Number: 1 

Spawn on Death: no 

 Role Stationary  

Enemy B: Bartender (Placed)  

Number: 1 

Spawn on Death: no 

 Role Stationary  



Encounter 4a ɀ No Camera Stop  

 

After Pipe Break 

Enemy A: Sailor (Placed)  

Number: 1 

Spawn on Death: no 

 Role Stationary grenadier 

Enemy B: Bartender (Placed)  

Number: 1 

Spawn on Death: no 

 Role Stationary  

Enemy c: Bartender (from right)  

Number: 2 

Spawn on Death: yes 

 Role Stationary  



Encounter  5 ɀ Camera Stop  

 

Enemy A: Scu-bots (from Left)  

Number: 2 

Spawn on Death: yes 

 Standard roles 

Enemy B: Scu-bot (from right) should spawn 2 seconds after A 

Number: 1 

Spawn on Death: yes 

 Standard roles 

Cam stop ends when all Scu-bots are dead 


