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Level 6 – 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:  Junkyard Ą MinesĄAbandoned LabĄCavesĄBoss 

The Junkyard - Start 

Notes: The player can progress through the Junkyard on multiple paths. Each path of the Junkyard will 

be its own section. Any places a player can move from one path to another will be noted at that 

encounter.  
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Encounter 1 ɀ No Camera Stop 

 

Enemy A and B using the Sleeping spice idle. 

Enemy A & B: Russian Soldiers 

Roles (if woken up):  

 Enemy A 
o RoleMeleeOnly 

 Enemy B  
o  RoleMoble 

Notes: Player can progress to Path A or B from this encounter. 
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The Junkyard - Path A 

Encounter 2a ɀ No Camera Stop 

 

Enemy A: Russian Soldiers 

Number: 4  

Spawn New on Death: No 

Roles: 

 RoleMeleeOnly (till point 1) 

 RoleStationaryGrenade (wait 1) 

 RoleMobile 

Enemy B: Air Drone 

Role:  Sweep the length of the pipe 

Enemy C: Russian Soldiers (Entrance through Climb up) 

Number: 3 

Spawn New on Death: No 

Roles: 

 RoleMeleeOnly 

Point D: to Encounter 3b or 3c 

Entrance Order:  

 A & B: immediately 

 C : 1 second later 



Level 6 – 2nd Design Pass  

 

4 
 

Encounter 3a ɀ Camera stop 

 

Enemy A: Ground Drone 

 Holds at right side of screen 

Enemy B: Rope Turret 

Make sure climb up height isn’t off screen. 

Enemy C: Russian Soldiers (Entrance: Climb up ladder) 

Number: 3 

Spawn New on Death: no 

Roles: 

 RoleMobile 

Enemy D: Rope Turret  

Make sure climb up height isn’t off screen. 

Enemy E: Russian Soldiers (Entrance: Rope Climb down) 

Number: 2 

Spawn New on Death: Yes 

Roles: 

 RoleMeleeOnly 

Enemy F: Russian Soldiers (Entrance:  Rope Climb down) 

Number: 3 
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Spawn New on Death: No 

Roles: 

 RoleMobile 

Entrance Order:  

 B, D, E, F: immediately 

 A, C: 1 second later 

Encounter 4a ɀ No Camera Stop 

 

This is just an encounter where one (or more) Bomber Drones comes into the screen from position A 

and begins circling in roughly the path marked here.  If possible, the path of the drone(s) would cover 

more than one in-game screen as this shot is zoomed out. (Encounter is about 1.5 camera screens in 

length.) 

 There would be a Ground Drone in position B just to give the player a bit more trouble if he tries to skip 

the Drones altogether.   

There could also be a few melee Russians periodically coming from either side as the player moves down 

the ramp. (Position C and D) 
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Encounter 5a ɀ Camera Stop 

 

Enemy A: Russian Soldiers (Entrance: Climb Up Ladder) 

Number: 4 

Spawn New on Death: Yes 

Roles:  

 RoleStationaryStanding 

Enemy B: Russian Soldiers (Entrance: Door) 

Number: 3 

Spawn New on Death: No 

Roles:  

 RoleMeleeonly (wait 2) 

 RoleMobile 

Enemy C: Air Drone 

Stays on screen patrolling its full length 

Enemy D: Russian Soldiers (Entrance: Climb Up Ladder) 

Number: 2 

Spawn New on Death: No 

Roles: 

 RoleMeleeOnly  
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Enemy E: Rope Turret  

Make sure climb up height isn’t off screen. 

Entrance Order:  

 A, C, E: immediately 

 B, D : 1 second later 

Encounter 6a ɀ Camera Stop 

 

A: Ground Bot (fixed position) 
B: Grenadier (crouched in fixed position) 
C: Russian Shooter (fixed destination) 
D: Russian Grenadier (fixed position upon landing) 
E: Russian Grenadier (fixed position upon landing) 
F: Russian Default Role (shoot/melee/chase) 
G: Russian Shooter (fixed destination) 
H: Rope Shooter (fixed destination) 
I: Ground Bot (fixed position) 
 

Camera is locked horizontally but not vertically.  B, H, and I are already on screen.  A spawns almost 
immediately.  C through G spawn in (in that order) with only a fraction of a second between spawns.  If 
B, C, F, and H are all killed, the camera will free up and the player will have the option of taking the high 
road to the right of this screen. 

 If the player drops down the hole, he will then be faced with another wave of enemies on the screen 
below in addition to whatever he left alive on the screen above 



Level 6 – 2nd Design Pass  

 

8 
 

Encounter 7a ɀ Camera Stop 

 

Enemy A: Russian Soldiers (Entrance: Climb Up Ladder) 

New spawn on Death: No 

Number: 3 

Roles:  

 RoleMobile 

Enemy B: Russian Soldiers (Entrance: Climb up Ladder) 

New spawn on Death: No 

Number: 3 

Roles:  

 RoleMeleeonly 

Enemy C: Russian Soldiers (Entrance: Door) 

New spawn on Death: No 

Number: 4 

Roles:  

 RoleMeleeonly (Wait 2) 

 RoleStationaryGrenade (Wait1) 

 RoleMobile 

Enemy D: Rope Turret 

 No climbing at all.  
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Enemy E: Rope Turret  

Make sure climb up height isn’t off screen. 

Entrance Order:  

 A,  D,  E: immediately 

 B, C : 2 second later 

Encounter 8a ɀ Camera Stop 

 

A:  Yeti (fixed position) 

B:  Grenadier (fixed destination) 
C:  Rope Shooter (fixed position) 
D: Rope Shooter (fixed position) 
 
Camera stops and Yeti is already in position A and he stays there rolling snowballs.  B moves into 
position and then C and D drop.  Camera frees when A, C, and D are killed. 
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The Junkyard - Path B 

Encounter 2b ɀ No Camera Stop 

 

Enemy A: Russian Soldiers (Entrance: Climb Down Ladder) 

New spawn on Death: Yes 

Number: 2 

Roles:  

 RoleStationaryStanding 

Enemy B: Russian Soldiers (Entrance: Climb Down Ladder) 

New spawn on Death: No 

Number: 3 

Roles:  

 RoleMobile 

Enemy C: Russian Soldiers (Entrance: Climb Down Ladder) 

New spawn on Death: No 

Number: 4 

Roles:  

 RoleMeleeonly  

Enemy D: Ground Drone 

 Stays at point on D  
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Enemy E: Russian Soldier (Entrance: Left) 

Number: 1 

Role: RoleStationaryGrenade 

Enemy F: Ice Bats 

 Perform basic attack patterns 

Entrance Order:  

 A,  D, F: immediately 

  E : 1 second later 

 B, C: .5 seconds after E 

Encounter 3b ɀ Camera Stop 

 

Enemy A: Russian Soldiers (Entrance: Climb Down Ladder) 

New spawn on Death: no 

Number: 3 

Roles:  

 RoleMeleeOnly 

Enemy B: Russian Soldiers (Entrance: Climb Down Ladder) 

New spawn on Death: No 

Number: 4 

Roles:  

 RoleMobile 
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Enemy C: Russian Soldiers (Entrance: Door) 

New spawn on Death: No 

Number: 3 

Roles:  

 RoleMeleeOnly (wait 2) 

 RoleMobile 

Point D: A Reinforced Metal Door. 

 It must be destroyed by the player to progress.   

It should cover the entire area pointed in grey in the picture. 

Enemy E: Yeti (Entrance: Left) 

Number:  1 

Roles: (if he has multiple) 

 RoleMeleeOnly (point 2) 

 RoleStationaryGrenade (wait 1) 

 RoleMeleeOnly 

Entrance Order:  

 B, C: immediately 

  E: 1 second later 

 A:  2 seconds after E 

Encounter 4b ɀ No Camera Stop 
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Enemy A: Russian Soldiers (Entrance: Climb Down Ladder) 

New spawn on Death: no 

Number: 3 

Roles:  

 RoleMeleeOnly 

Enemy B: Russian Soldiers (Entrance: Climb Down Rope) 

New spawn on Death: No 

Number: 2 

Roles:  

 RoleMobile 

Enemy C: Rope Turret (Entrance: placed) 

Does not move on the rope 

Enemy D: Russian Soldiers (Entrance: Left) 

New spawn on Death: Yes 

Number: 2 

Roles:  

 RoleStationaryStanding 

Enemy E: Rope Turret (Entrance: placed) 

Does not move on the rope 

Enemy F: Yeti (Entrance: Placed) 

Number: 1 

Roles: 

 RoleMeleeOnly 

Entrance Order:  

 C, E, F: immediately 

  A, B: 2 second later 

 D: .5 seconds after A, B 
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Encounter 5b ɀ No Camera Stop 

 

Enemy A: Ground Drone (Entrance: Placed) 

New spawn on Death: no 

Number: 1 

Enemy B: Yeti (Entrance: Left) 

New spawn on Death: No 

Number: 1 

Roles:  

 RoleMeleeOnly 

Enemy C: Russian Soldiers (Entrance: Climb Down Ladder) 

New spawn on Death: no 

Number: 3 

Enemy D: Russian Soldier (Entrance: Right) 

New spawn on Death: Yes 

Number: 2 

Roles:  

 RoleStationaryStanding 

Enemy E: Ice Bats (Entrance: placed) 

Standard Attacks 
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Point F: Leads to Encounter 5c 

Entrance Order:  

 A,  E: immediately 

 C, D: 1 second later 

 B:  2 seconds after C, D 

Note: If the player falls into the gap in the walkway it will activate Encounter 5c 

Encounter 6b ɀ Camera Stop 

 

A: Ground Bot (fixed position) 
B: Russian Default Role 
C: Russian Default Role 
D: Russian Grenadier (fixed position) 
E: Russian Melee (charges player) 
F: Russian Melee (charges player) 
A is already spawned and doesn’t move.  As soon as the player drops down, D moves in from the 
left and stays behind the crate throwing grenades.  Then B, C, E, and F spawn in (in that order 
slightly staggered).  There are no respawns.  When the player kills A, B, and C the camera 
unlocks. 



Level 6 – 2nd Design Pass  

 

16 
 

Encounter 7b ɀ No Camera Stop 

 

A:  Ground Bot (fixed position) 

B:  Russian Shooter (fixed position) 

C:  Russian Shooter (fixed destination) 

 

The surface of the platform in yellow would have to be changed to let bullets pass through.  A and B 

would be onscreen already, C would enter from the left and shoot up from a fixed position somewhere 

underneath. 
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Encounter 8b ɀ Camera Stop 

 

Enemy A: Russian Soldiers (Entrance: Left) 

New spawn on Death: no 

Number: 2 

Roles: 

 RoleMoblieStabberOnly 

Enemy B: Yeti (Entrance: Right) 

New spawn on Death: No 

Number: 1 

Roles:  

 RoleMeleeOnly 

Enemy C: Russian Soldiers (Entrance: Placed) 

New spawn on Death: no 

Number: 1 

Roles:  

 RoleStationaryKneel 

Note: Encounter ends when Enemy B is killed. 
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The Junkyard - Path C 

Encounter 3c ɀ Camera Stop 

 

Point A: Metal Reinforced Door 

Player can’t progress until they destroy the door. 

Enemy B: Russian Soldier (Entrance: Door) 

New spawn on Death: No 

Number: 3 

Roles:  

 RoleMeleeOnly 

Enemy C: Russian Soldiers (Entrance: Door) 

New spawn on Death: no 

Number: 3 

Roles:  

 RoleStationaryKneel 

Notes:  

Game box art found here. 

Left ledge in picture above need to extend out slightly so player can land into this area. 
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Encounter 5c ɀ No Camera Stop 

 

Enemy A: Ground Drone (Entrance: Left) 

New spawn on Death: no 

Number: 1 

Enemy B: Russian Soldiers (Entrance: Climb Down Ladder) 

New spawn on Death: No 

Number: 3 

Roles:  

 RoleMobile 

Enemy C: Yeti (Entrance: Right) 

New spawn on Death: no 

Number: 1 

Roles:  

 RoleMeleeOnly 

Enemy D: Russian Soldier (Entrance: Climb Down Ladder) 

New spawn on Death: No 

Number: 3 

Roles:  

 RoleMeleeOnly 

Enemy E: Enemies from Encounter 5b 
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 All Enemies that can melee turn into RoleMeleeOnly 

Enemy F: Ice Bats (Entrance: Placed) 

Standard Attacks 

Entrance Order:  

 A, C, E, F: immediately 

 B, D: 1.5 second later 

Note: If the player falls into the gap in Encounter 5b, enemies will pursue from that encounter.  

Encounter 6c ɀ Camera Stop 

 

Enemy A: Russian Soldiers (Entrance: Climb Down ladder) 

New spawn on Death: no 

Number: 4 

Roles:  

 RoleMeleeOnly 

 

Enemy B: Russian Soldiers (Entrance: Foreground) 

New spawn on Death: No 

Number: 3 

Roles:  

 RoleMobile 
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Enemy C: Ground Drone (Entrance: Left) 

New spawn on Death: yes 

Number: 2 

Point D: Reinforced Metal Door  

Player must destroy this wall to progress in the level 

Enemy E: Various (Entrance: Left) 

 Enemies from Encounter 5C 

 All Enemies that can melee turn into RoleMeleeOnly 

Entrance Order:  

 A, B, C, E: immediately 

Notes: Leads to Encounter 8b 

Junkyard ɀ The Hill 

 

Point A: Giant Boulder/Snowball drops and begins rolling once the Player reaches maker 1  
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As the player runs he must jump over evenly spaced destructible object in the path. (Point B) 

 

Enemy C: Russian Soldier 

Spawn New on death: No 

   Number: 1 

Roles:   
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o RoleStationaryKneel 

 

Enemy D: Russian Soldier 

Spawn New on death: No 

   Number: 1 

Roles:   

o RoleStationaryStand 

 

Point E: To Mines 

The Mines - Start 

 

Encounter 1a ɀ No Camera Stop 

 
Enemy A: Ice Bats (Entrance: Placed) 

Standard attacks  

 

Enemy B: Yeti (Entrance: Placed) 

  Number: 1 

Roles:  

o RoleMeleeOnly 
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Encounter 1b ɀ No Camera Stop 

 
 

Enemy A: Ice Bats 

Standard attacks  

 

Point  C: Wooden Barricade 

The Barricade is used to keep the player from progressing. Has danger and Keep out painted 

poorly on the wood of the makeshift barrier. 

 

Enemy D: Russian Soldiers (Enterance: Left) 

Number: 1 

Roles:  

o RoleMobile (wait 4) 

o RoleStationaryGrenade (wait 2) 

o RoleMobile 

 

Enemy E: Mutant Penguin (Enterance: Placed) 

Number: 1 

Standard attacks 
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The Mines ɀ Sections 1 and 2 

Notes: This section was where the mine cart ride was supposed to be located. Given the current 

time constraints it was decided to remove the mine cart section and replace it with an on foot section 

through the mines. Below will be descriptions for each section of mines before reaching the abandoned 

Labs and caves. 

 

Section 1: Will look a like a normal mine Matt will be moving along one of the tracks.  This 

section will be used to introduce hazards the player will encounter.  This section will be light on enemies 

in order to get the player used to the Hazards of this area. 

Hazard list: 

 Falling stalactites  

Á Once the players is within a certain distance they give a animation tell then 

drop. 

 On coming mines carts  

Á On the same tracks that Matt is walking on always coming from the 

direction Matt is supposed to be going.  Jump to avoid them. 

 Mine carts from background falling from other tracks    

Á Hint for this will be broken track sections Matt is walking on along with rails 

in the background that are broken. 

 

Section 2: Matt will continue on to follow along the tracks. This section should look like a maze 

of wooden railways. There should be rails coming from the background, foreground, above, and below. 

The space should feel open in the back ground to give the feeling of being in small section of a much 

larger area.    

This section will have more enemy attacks, and be slightly longer than the previous section.  

The end of section 2 will have the cover section for this level.  

 

The mines should lead into the Caves section. 

 

The Abandoned Lab  

Notes: This area has slick floors and a leak of toxic fluids.   
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Encounter 1 ɀ Camera Stop 

 

This is a simple bat fun encounter.  Camera stops and 4 bats (A-D) that are hanging from the ceiling 

slowly attack the player.  Perhaps they could each wake up separately, one after another.  After 2 of the 

bats are killed a Yeti walks in from E and alternates between rolling snowballs and moving toward the 

player. 
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Encounter 2 ɀ No Camera Stop 

 

A:  Penguin (patrols on platform) 

B:  Yeti Snow ball roller. (fixed position) 

C:  Yeti Melee (chases Matt) 

A and B are on screen already.  A never leaves his platform.  He walks to the left edge of the platform 

and tries to attack Matt from there.  If Matt goes underneath him or over him he switches to the other 

side.  B is a stationary Yeti snowball roller.  When B is killed, a second Yeti snow ball roller enters at C 

and begins alternating between rolling and advancing. 
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Encounter 3a ɀ Camera Stop 

  

Enemy A: Bats (Entrance: Placed) 

New spawn on Death: no 

Number: 3 

Roles:  

 Standard roles. 

Enemy B: Russian Soldiers (Entrance: Doors) 

New spawn on Death: yes 

Number: 3 

Roles:  

 RoleMeleeOnly (wait 3) 

 RoleMobile 

Enemy C: Russian Soldiers (Entrance: Climb up Ladder) 

New spawn on Death: No 

Number: 3 

Enemy D: Russian Soldiers (Entrance: Climb up Ladder) 

New spawn on Death: No 

Number: 3 

Enemy E: Penguin (Entrance: Left) 

New spawn on Death: No 
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Number: 1 

Roles:  

 Standard roles. 

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

New spawn on Death: No 

Number: 1 

Roles:  

 Standard roles. 

Entrance Order:  

 A,  F: immediately 

 B, E: .5 after A, F 

 C, D: 1 second after B, E 

Encounter 3a ɀ Camera Stop 

 

Enemy A: Bats (Entrance: Placed) 

New spawn on Death: no 

Number: 2 

Roles:  

 Standard roles. 

Enemy B: Yeti (Entrance: Placed) 

New spawn on Death: no 
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Number: 1 

Roles:  

 Standard Roles 

Enemy C: Russian Soldiers (Entrance: Door) 

New spawn on Death: No 

Number: 3 

Roles:  

 RoleMeleeOnly (wait 4) 

 RoleMobile 

Enemy D: Russian Soldiers (Entrance: Top) 

New spawn on Death: No 

Number: 4 

Roles:  

 RoleMobile (wait 4) 

 RoleStationaryGrenade (wait 1) 

 RoleMobile 

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

New spawn on Death: No 

Number: 1 

Roles:  

 Standard roles. 

Entrance Order:  

 A,  B: immediately 

 C, E: 1 second after B, E 

 D: 1 seconds after C, E 
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Encounter 4 ɀ No Camera Stop 

 
Enemy A: Penguin (Entrance: Placed) 

New spawn on Death: no 

Number: 1 

Roles:  

 Standard roles. 

Enemy B: Ice Bats (Entrance: Placed) 

New spawn on Death: No 

Number: 1 

Roles: 

 Standard Roles  

Enemy C: Russian Soldiers (Entrance: Placed) 

New spawn on Death: No 

Number: 1 

Roles: 

 RoleStationaryGrenade 

Entrance Order:  

 A,  B, C: Immediately 
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Encounter 5 ɀ No Camera Stop 

 
Enemy A: Yeti (Entrance: Placed) 

New spawn on Death: no 

Number: 1 

Roles:  

 Standard roles. 

Enemy B: Russian Soldiers (Entrance: Door) 

New spawn on Death: yes 

Number: 4 

Roles: 

 RoleStationaryStand 

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

New spawn on Death: No 

Number: 2 

Enemy D: Ice Bats (Entrance: Placed) 

New spawn on Death: No 

Number: 2 

Entrance Order:  

 A,  B, C, D: Immediately 

Notes: Can lead to Encounter 8b 
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Encounter 6 ɀCamera Stop 

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

New spawn on Death: no 

Number: 1 

Roles:  

 Standard roles. 

Enemy B: Ice Bats (Entrance: Placed) 

New spawn on Death: yes 

Number: 3 

Roles: 

 Standard roles 

Enemy C: Russian Soldiers (Entrance: Door) 

New spawn on Death: yes 

Number: 3 

Roles: 

 RoleMeleeOnly (wait 2) 

 RoleMobile 

Enemy D: Russian Soldiers (Entrance: Climb Up Ladder) 

New spawn on Death: No 

Number: 4 
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Roles: 

 RoleMeleeOnly 

Enemy E: Russian Soldiers (Entrance: Climb Up Ladder) 

New spawn on Death: No 

Number: 3 

Roles: 

 RoleMobile 

Entrance Order:  

 A,  B: Immediately 

 C, E: 1 second after A, B 

 D: 1 second after C, E 

Notes: Can lead to Encounter 8b 

Encounter 7 ɀ No Camera Stop 

 
Enemy A: Penguin (Entrance: Placed) 

New spawn on Death: no 

Number: 1 

Roles:  

 Standard roles. 

Enemy B: Yeti (Entrance: Placed) 

New spawn on Death: no 

Number: 1 
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Roles: 

 Standard roles 

Enemy C: Ice Bats (Entrance: Placed) 

New spawn on Death: No 

Number: 3 

Roles: 

 Standard roles 
 

Enemy D: Russian Soldiers (Entrance: Right) 

New spawn on Death: No 

Number: 3 

Roles: 

 RoleMeleeOnly (wait 5) 

 RoleMobile 

Entrance Order:  

 A,  B, C: Immediately 

 D: on death of the Yeti (B) 

Encounter 8a ɀ No Camera Stop 

 
Enemy A: Yeti (Entrance: Placed) 

New spawn on Death: no 

Number: 1 
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Roles:  

 Standard roles. 

Enemy B: Ice Bats (Entrance: Placed) 

New spawn on Death: no 

Number: 4 

Roles: 

 Standard roles 

Entrance Order:  

 A,  B: Immediately 

Encounter 8b ɀ Camera Stop 

 

Enemy A: Russian Soldiers (Entrance: Door) 

New spawn on Death: no 

Number: 4 

Roles:  

 RoleMeleeOnly (wait 4) 

 RoleStationaryGrenade (wait 1) 

 RoleMobile 

Enemy B: Russian Soldiers (Entrance: Door) 

New spawn on Death: no 

Number: 1 

Roles:  
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 RoleMobile (wait 4) 

 RoleStationaryGrenade (wait 1) 

 RoleMobile 

Enemy C: Ice Bats (Entrance: Placed) 

New spawn on Death: yes 

Number: 3 

Roles: 

 Standard roles 
 

Enemy D: Rope Turrent (Entrance: Climb Down Rope) 

New spawn on Death: No 

Number: 1 

Roles: 

 Standard roles 

Enemy E: Yeti (Entrance: Right) 

New spawn on Death: No 

Number: 1 

Roles: 

 Standard roles 

Enemy F: Yeti (Entrance: left) 

New spawn on Death: No 

Number: 1 

Roles: 

 Standard roles 

Entrance Order:  

 A,  B, C: Immediately 

 D:  1.5 seconds after A, B, C 

 E, F: after death of A 
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Encounter 9 ɀ Camera Stop 

 
Enemy A: Yeti (Entrance: left) 

New spawn on Death: no 

Number: 1 

Roles:  

 Standard roles. 

Enemy B: Russian Soldiers (Entrance: Right) 

New spawn on Death: no 

Number: 4 

Roles: 

 RoleMeleeOnly (Wait 5) 

 RoleMobile 

Enemy C: Penguin (Entrance: Right) 

New spawn on Death: no 

Number: 1 

Roles: 

 Standard roles 

Entrance Order:  

 A,  B: Immediately 

 C: on Death of Russian Soldiers 
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The Caves  

Notes: Due to the lack of visibility, all enemies will be placed and not spawned in this area.  The lighting 

was increased so you can see placement better. 

 

Encounter 1 ɀ No Camera Stop 

 
 

Enemy A: Ice Bats (Entrance: Placed) 

New spawn on Death: no 

Number: 3 

Roles:  

 Standard roles. 

Enemy B: Yeti (Entrance: Placed) 

New spawn on Death: no 

Number: 1 

Roles:  

 Standard roles. 

Enemy C: Penguin (Entrance: Placed) 

New spawn on Death: no 

Number: 1 

Roles: 

 Standard roles 
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Encounter 1a ɀ No Camera Stop 

 
Enemy C: Penguin (Entrance: Placed) 

New spawn on Death: no 

Number: 1 

Roles: 

 Standard roles 
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Encounter 2 ɀ No Camera Stop 

 
Enemy A: Ice Bats (Entrance: Placed) 

New spawn on Death: no 

Number: 3 

Roles:  

 Standard roles. 

Enemy B: Penguin (Entrance: Placed) 

New spawn on Death: no 

Number: 1 

Roles:  

 Standard roles. 

Enemy C: Yeti (Entrance: Placed) 

New spawn on Death: no 

Number: 1 

Roles: 

 Standard roles 
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Encounter 3 ɀ No Camera Stop 

 
Enemy A: Ice Bats (Entrance: Placed) 

New spawn on Death: no 

Number: 3 

Roles:  

 Standard roles. 

Enemy B: Penguin (Entrance: Placed) 

New spawn on Death: no 

Number: 1 

Roles:  

 Standard roles. 
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Encounter 4 ɀ No Camera Stop 

 
Enemy A: Ice Bats (Entrance: Placed) 

New spawn on Death: no 

Number: 4 

Roles:  

 Standard roles. 

Enemy B: Yeti (Entrance: Placed) 

New spawn on Death: no 

Number: 1 

Roles:  

 Standard roles. 
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Encounter 4a ɀ No Camera Stop 

 
Enemy A: Ice Bats (Entrance: Placed) 

New spawn on Death: no 

Number: 2 

Roles:  

 Standard roles. 

Enemy C: Yeti (Entrance: Placed) 

New spawn on Death: no 

Number: 1 

Roles:  

 Standard roles. 
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Encounter 5 ɀ No Camera Stop 

 
Enemy A: Ice Bats (Entrance: Placed) 

New spawn on Death: no 

Number: 3 

Roles:  

 Standard roles. 

Enemy B: Yeti (Entrance: Placed) 

New spawn on Death: no 

Number: 1 

Roles:  

 Standard roles. 

Enemy C: Penguin (Entrance: Placed) 

New spawn on Death: no 

Number: 1 

Roles:  

 Standard roles. 

 

 

 



Level 6 – 2nd Design Pass  

 

46 
 

Encounter 6 ɀ No Camera Stop 

 
Enemy A: Ice Bats (Entrance: Placed) 

New spawn on Death: no 

Number: 2 

Roles:  

 Standard roles. 

Enemy B: Penguin (Entrance: Placed) 

New spawn on Death: no 

Number: 1 

Roles:  

 Standard roles. 

 



Level 6 – 2nd Design Pass  

 

47 
 

Encounter 7 ɀ No Camera Stop 

 
Enemy A: Ice Bats (Entrance: Placed) 

New spawn on Death: no 

Number: 2 

Roles:  

 Standard roles. 

Enemy B: Yeti (Entrance: Placed) 

New spawn on Death: no 

Number: 1 

Roles:  

 Standard roles. 

Notes: elevator leads to Boss fight 


