
LEVEL 4 ɀ ALAMO - 2ND 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:  Desert Ą FortĄTownĄTrainĄBoss 

The Desert  
Notes: The Desert is a brief part of the map with 2 sections, a intro to the level  and a cover section.  



Encounter 1a ɀ No Camera Stop 

 

Enemy A using the Campfire (if this is not implemented replace with sleep against a cactus) spice idle. 

Enemy A: Bandits (Entrance: Placed) 

Roles (if made aware):  

 Enemy A 

 RoleMeleeOnly 



Encounter 1b ɀ No Camera Stop 

 

Enemy B, C, D using the Talking spice idles. 

Enemy B, C, D: Bandits (Entrance: Placed) 

Roles (if made aware):  

 Enemy B 

 RoleMeleeOnly 

 Enemy C 

 RoleMobile 

 Enemy D 

 RoleStationaryGrenade 



Encounter 2 ɀ Camera Stop 

 

Enemy A: Rope Turret (Entrance: Placed) 

Enemy B: Rope Turret (Entrance: Placed) 

Enemy C: Bandits (Entrance: Placed) 

Number: 3 

        Group is a around a camp fire talking 

On alert one Flees, other 2 go into RoleMobileMelee 

Enemy D: Bandit Bikes (Entrance: left) 

Number: 2 

Spawn on death: yes 

Roles:  

 Standard Actions 

Enemy E: Bandit Bikes (Entrance: right) 

Number: 2 

Spawn on Death: yes 

Roles:  

 Standard roles 

Entrance Order:  

On Camera stop reached rope turret Enemies appear, 2 seconds later the bikers begin spawning. 

Notes: Background Cannon drops shot that begin at top of Screen  



 

The Fort  
Notes: This section covers battling inside and outside of a fort as well as a strangely familiar setting. 

Encounter 3 ɀ Camera Stop 

 

Enemy A: Background Cannons (Entrance: Placed) 

 Fire from background into air and the cannonballs drop from the top of the screen. 

Enemy B: Bandits (Entrance: Placed) 

Number: 1 

Spawn on death: No 

Roles:  

 RoleStandingGrenade 

Enemy C: Bandits (Entrance: Placed) 

Number: 2 

Spawn on death: No 

Roles:  

 RoleStationaryStanding 

Enemy D: Bandits Bikes (Entrance: Right) 

Number: 2 

Spawn on death: No 



Roles:  

 Standard Actions 

Enemy E: Bandits (Entrance: Climb up Hole) 

Number: 3 

Spawn on Death: No 

Roles:  

 RoleMobile 

Entrance Order:  

  B&E: immediately 

 C&D: 1 second later 

Notes: Enemy B will pursue Matt if not killed in this encounter. 

Encounter 4 ɀ Camera Stop 

 

 

D, C, and B are rope shooters who spawn after the spike cannon has made its full entrance.  A is one or 

two melee bandits that come from behind. 

A*: Background Cannon, works as in Encounter 3. 

B*:  if not killed, the Grenadier from Encounter 3 

C*:  Cannon Blockade, prevent progression until destroyed. 



Encounter 5 ɀ Camera Stop* 

 

 

A: Grenadier (fixed position) 

B: Shooter (fixed position) 

C: Shooter (fixed position) 

D: Shooter (fixed position) 

Green: Crates: 1 and 2 are destructible. Crate 3 is indestructible (use the Crate10 dynamic object) 

 

Notes:  

*the Camera Stop is for horizontal control. But each encounter should not have an individual camera 
stop. 



Encounter 6  ɀ Camera Stop* 

 

Enemy A: Bandit (Entrance: Placed) 

Number: 1 

Spawn on death: No 

Roles:  

 RoleStationaryKneel 

Enemy B: Bandit (Entrance: Placed) 

Number: 1 

Spawn on death: No 

Roles:  

 RoleStationaryGrenade 

Enemy C: Bandits (Entrance: Door) 

Number: 3 

Spawn on death: No 

Roles:  

 RoleMobileMeleeOnly 

Entrance Order:  

  A, B, C: immediately 

Notes: *the Camera Stop is for horizontal control. But each encounter should not have an individual 
camera stop. 



Encounter 7  ɀ Camera Stop* 

 

Enemy A: Bandit (Entrance: Placed) 

Number: 2 

Spawn on death: No 

Roles:  

 RoleStationaryKneel 

Enemy B: Bandit (Entrance: Placed) 

Number: 1 

Spawn on death: No 

Roles:  

 RoleStationaryGrenade 

Entrance Order:  

  A, B: immediately 

 

Notes:  

*the Camera Stop is for horizontal control. But each encounter should not have an individual camera 
stop. 



Encounter 8  ɀ Camera Stop* 

 

Enemy A: Bandit (Entrance: Placed) 

Number: 2 

Spawn on death: No 

Roles:  

 RoleStationaryGrenade 

Enemy B: Bandit (Entrance: Placed) 

Number: 1 

Spawn on death: No 

Roles:  

 RoleStationaryStand 

Entrance Order:  

  A, B: immediately 

 

Notes:  

*the Camera Stop is for horizontal control. But each encounter should not have an individual camera 
stop. 

If point 1 (ladder stairs) is shot and lower then the next encounter (Encounter 9) will activate even if 8 is 
not done. 



Encounter 9  ɀ Camera Stop* 

 

Enemy A: Bandit (Entrance: Right) 

Number: 1 

Spawn on death: No 

Roles:  

 RoleStationaryGrenade 

Enemy B: Rope Turret (Entrance: Climb Down Rope) 

Number: 1 

Spawn on death: No 

Roles:  

 Standard role 

Enemy C: Rope Turret (Entrance: Climb Down Rope) 

Number: 1 

Spawn on death: No 

Roles:  

 Standard role 

Entrance Order:  

  A, B, C: Immediately 

Notes:  *the Camera Stop should let up after defeating everyone in this encounter. 

 


