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Level Concept: 
 

Before the inception of the rebel uprising, a small time group of miners joined forces with 

the rebels and helped them establish a base of operations in a remote mining quarry in the 

mountains. The rebels used this quarry as a base of operations where they could both conduct 

weapons training, and manufacture weapon and ammunition for the rebel cause. With the 

quarry proving rather fruitful, the rebels stationed here began transporting this ore to other rebel 

factions for the purpose of constructing and defending additional rebel bases. As the rebels’ 

demand for ore rose in the heat of the uprising, the miners were forced to continue working the 

mine to meet the demand. In return, the rebels stationed at the mine worked to protect these 

valuable miners from the combine soldiers and keep the quarry away from the combine 

influence.  

However, once the combine caught wind of this high status outpost, soldiers were sent 

to the quarry to wreak havoc on the rebels and take the base for themselves. During the 

invasion, the combine cornered the rebels and miners deep into the mine and loosed headcrab 

shells to zombify anyone still left standing. Henceforth, the mines have become riddled with 

zombies and headcrabs alike, acting as a pseudo line of defense for this precious ore. In order 

to keep the resistance strong in the midst of the uprising, Gordon must cut off the combine’s 

supply chain by clearing a path into the mine, sabotage the combine’s mining efforts, and 

eliminate any combine resistance he comes across.  

 

Note: The level will take place during dusk, with a setting sun and red sky. The lighting 

will be dim yet bright enough to see clearly. 
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Level Overview: 
 

Part 1: Quarry 
 

 
 

Figure 1: Top down view of the first half of the level. Gordon’s objective: Enter the quarry, 

eliminate the combine forces stationed there, and enter the mine. 
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Part 2: Mine 
 

 
 

Figure 2: Top down view of the second half of the level. Gordon’s objective: Enter the mine, 

shut down and destroy all combine mining drills.  
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Key: 
 

 
 
Figure 3: Key corresponding to figures 1 & 2. 
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Level Walkthrough: 
 

 
Figure 4: Level start. 
 

The player begins behind the cover of a few broken cars, he has the gravity gun, the 

pulse rifle, the standard pistol, and the crowbar. Unable to go back, or too far to the right (since 

he will fall to his death), the player must move toward the combine infrastructure ahead. As he 
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begins moving forward, the player takes fire from the combine soldier in the sniper tower. the 

player can take cover from the soldier behind any of the broken down cars on his side of the 

gate, or butted up against the sniper tower. The player must eliminate the soldier in the sniper 

tower and climb over the barricade, choosing to break the loot crates along the way or not. The 

player must then eliminate the two combine soldiers in the bunker behind the gate, and enter 

the house.  

In the house, if the player chooses to explore, he will find two more loot crates. From 

here, the player must navigate through the house and eliminate three more combine soldiers 

stationed there. In the back of the house is a room containing a ladder. This ladder leads to the 

second floor of the house which contains four zombies and furniture akin to a storage attic. After 

eliminating the zombies the player can explore the attic to find a crossbow, crossbow 

ammunition, and two loot crates. 

 
 

 
Figure 5: Bonus loot. 
 

If the player is so inclined, upon clearing the house, they can climb onto a broken car by 

the large pile of rubble and jump to a ledge which will allow them to climb over to the other side. 
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On the other side of this pile of rubble, the player is rewarded with a crossbow (in case they did 

not find it earlier), crossbow ammunition, and two loot crates. The player then must climb back 

over the rubble and head down the road leading into the quarry. 

 
 

 
Figure 6: Strider fight. Yellow path = optional path 1, Red path = optional path 2, Blue path = 
not optional path.  
 

Upon entering the quarry, the player then immediately comes under fire by a strider and 

a number of combine soldiers stationed in the quarry. From the bottom of the quarry the player 

can use either the small awning, stack of shipping containers, or the piles of cut stone to take 
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cover from the strider and its combine backup. Under the awning, the player is given a rocket 

launcher and rpg rounds, as well as health and three loot crates. By the stack of shipping 

containers the payer is given one loot crate. From here the player can choose to head toward 

the other shipping crates (path 1) or the processing station (path 2).  

 

Path 1 (Yellow): 

Heading toward the line of shipping containers, the player will once again come under 

fire from the strider. If they have the rocket launcher at this point they can begin firing back at it, 

or they can hide between or inside the containers and use them as cover. The player will 

additionally begin taking fire from the combine soldiers around the processing plant as well so 

they must eliminate some or all of them before they can safely hide. Here, if the player chooses 

they can open any of these four shipping containers. The first two containers house one regular 

zombie, and the third contains two regular zombies, two loot crates, health, and Ar2 regular and 

alt fire ammunition. From here, the player must then eliminate the strider, choosing to move 

back toward the awning, or toward the processing station. 

 

Path 2 (Red): 

The player can choose to navigate between the crane and the stack of shipping 

containers, or they can take the long way around the crane. Either path will deposit the player 

by the processing station. Along the way, the player will be taking fire from both the strider and 

the combine soldiers positioned on the crane. When the player reaches the processing station 

two more combine soldiers will emerge, from inside, and three from around the base of the 

structure. The player must then eliminate both these soldiers and the soldiers guarding the 

crane. With this pause in action, the player can enter the processing station via the ladder or 
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one of the conveyor belts. Inside the station the player is presented with another rocket 

launcher, rpg rounds, two loot crates, a health station, and a suit charging station. From here 

the player can then safely eliminate the strider (if they have not done so already) and continue 

towards the crane. 

 
 

 
Figure 7: Looting & entering the mines. 
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With all immediate threats eliminated, the player can begin looting as they so desire. The 

player can then take time to explore and loot any of the aforementioned spots (yellow) or any 

other spots they had missed (pink).  

If the player launches the explosive barrels toward the pile of rubble (pink) they will blast 

open a small tunnel into which they can crouch. Inside this tunnel the player will be surprised by 

a zombie torso, and upon eliminating it, will receive the revolver, revolver ammunition, and a 

loot crate. 

After looting the quarry, the player will then head toward the large crane on top a large 

mound of dirt. Climbing the ladder, the player will find themselves on a platform surrounding the 

crane. On this platform is a health station where the player can top off any of their missing 

health. From here, the player can then enter the crane and position it so it is facing the mine 

entrance. Here the player will extend the crane's arm so it reaches down toward the mine 

entrance. Finally the player will get out of the crane and climb up another ladder on the side of 

the crane itself. This will bring the player to a crows nest platform from which the player can 

jump off of, landing on the crane’s arm. Walking up the crane's arm, the player can jump down 

onto the broken walkway coming from the mine entrance and enter the mine. If the player so 

desires however, they can first jump down onto the ledge above the mine entrance to collect 

another health pack and two more item crates (pink). 

Note: As the player heads toward the mine entrance from the crane, they will be shot at 

by a lone combine soldier in the mine entrance. While this soldier poses little threat to the player 

it subtly indicates the direction they need to move. 
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Figure 8: Mine start.  
 

When the player enters the mine, to their immediate left is a wall of impassible rubble. 

Upon continuing down the hallway and entering the intersection ahead. Noticing that the left 

path leads to a dead end, and on the right is a combine drill barreling down the narrow tunnel 

towards them, the player must back into the hallway which they came to duck out of the way 

before the drill hits them. After the drill passes the player, they notice it is destroyed and no 

longer moving, so they continue down the mine where the drill came from.  
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Figure 10: Drill 1 deactivation. 

 
Continuing down the mine shaft, the player rounds the corner and sees another combine 

drill, currently active, blocking the path. The player must then turn left down an earlier path 

before the drill. Here the player will see two “dead” zombies. After passing the dead zombies the 
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player will encounter two living zombies that begin to attack, this triggers the two “dead” 

zombies to get up and begin attacking the player. After eliminating all four zombies, the player 

continues down the small dirt hallway which leads behind the drill. Here the player will turn off 

the drill and head back where he came. However, this triggers three combine soldiers to spawn 

from where the player came from and rush towards them. Upon eliminating the soldiers, the 

player can then safely navigate past the drill, now deactive, and continue deeper into the mine. 

 
 

 
Figure 11: Command station. 
 

The player then reaches an open room containing two large piles of rock and ore, as well 

as a catwalk and a combine barricade. On the table to the player’s left are three saw blades, 

revolver ammunition, crossbow ammunition, Ar2 ammunition, and Ar2 alt fire ammunition. On 

the ground floor, the player must eliminate two fast zombies, three regular zombies,and one 
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poison zombie on the catwalk. When the player enters the room they will first need to dispatch 

the fast zombies. As this skirmish is happening two zombies by the crates will throw the boxes 

in front of you outwards and head toward the player. If the player chooses to explore the crates 

and barrels further despite the mass being largely disturbed by the other zombies, they will only 

find a zombie torso and an explosive barrel. Upon eliminating the zombies, the player must then 

make their way up the catwalk and either into the next area or into the command room. 

In the command room, the player must eliminate two combine soldiers stationed there. In 

the room are two loot crates, a health station, a suit charging station, Ar2 ammunition, and Ar2 

alt fire ammunition. In this room is a glass window, a command desk, and a tv, presumably to 

monitor the zombie activity in the mines. 

15 



 
Figure 12: Corridor. 
 

After the player exits the control station and enter the next area, they will be attacked by 

4 standard zombies. After eliminating the zombies the player will then receive two loot crates 
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and a health pick up. In collecting this loot, the player will be assaulted by two poison 

headcrabs. After eliminating the headcrabs the player will then head into the next room.  

 
 

 
Figure 13: Flooded room. 
 

The player now enters a room filled with partially submerged objects and rubble. They 

quickly notice that the broken drill, half submerged in the water, is sparking; electrically charging 

the water. The player can choose how exactly they want to pass through this space. At the 

entrance, the player is given access to another health station should they need to top off their 

health. From this balcony, the player can jump to either a partially submerged pillar, or onto a 

pile of rubble. Depending on the path the player chose, they can jump onto the other pile of 

rubble and collect the loot, or they can jump along the debris protruding from the wall. From 

here the player can jump onto the last pillars and into the hallway containing three headcrabs 

and a number of blue barrels. The player must then use the gravity gun to place these blue 

barrels into the water in order to make a platform which they can use to jump to the second 

catwalk without taking damage, and exit the area successfully. 
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 Additionally, the player can, at any time use the gravity gun to collect the loot crates and 

health pick up on the larger pile of rubble. The player could also move the floating barrels in 

front of them and use them to jump onto the pile instead. If at any time the player falls in the 

water they can swim to either one of the piles of rubble and climb to safety. The player may also 

choose to swim to the section of catwalk toward the beginning of the area (pink) in order to use 

the health station. 

 

 

 
Figure 14: Second drill. 
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The player continues down the hallway and rounds a corner where they are presented 

with two health packs and two loot crates containing only grenades. Around the next corner, the 

player sees yet another active drill blocking the path. However, with no way around the drill, the 

player must use either the explosive barrels or grenades to blast a hole in the wall across from 

the drill; giving them space to safely traverse around it. However, blowing up the wall triggers 

three combine soldiers to head down the mine shaft toward the player, which they must then 

eliminate. 

 
 

 
Figure 15: Escape. 
 

Continuing down the mine, the player encounters the third and final drill. However since 

the drill is inactive, there is nothing to destroy it with, and the player cannot navigate around it, 

the player must instead move it out of the way. As the player jumps onto the back of the drill and 

activates it, a number of combine soldiers burst open the pile of rubble at the mine entrance and 

begin assailing the player. The player simply rides the drill down the mine shaft toward the 

soldiers, eliminating everything in their way. The drill then crashes through into the wall and the 

player is free to exit the mine.  
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Assets: 
 

- Broken car 
- Fence 
- Anti-Life barrier 

- Anti-Life generator 
- Generator 
- Tables 
- Ladders 
- Chairs 
- Smelting machinery 
- Material processing machinery 
- Scenery 

- Trees 
- Rocks 

- Forklift 
- Shipping containers 
- Truck 
- Crane 
- Cables 
- Conveyor belt 
- Spotlights 
- Wire tower segments 
- Drill 
- Control station 
- TV 
- Cameras 
- Cabinet 
- Buttons 
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