
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. 


