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Play Time: 0 min, 0 sec
Notes:

The American Dream
Team Broccoli

Exploration Adventure
https://docs.google.com/document/d/1jT-
yBMYOEBCuHZckBgejm40m3SSGS-8zmKJP6bh9fRM/edit?
usp=sharing
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Area 3: Mall Proper
Designer: Joseph
Area Mechanic: Architectural Puzzle

1. Player will have to use the Gravnull to 
shove or pick up and move rigidbody 
crates and make their way through.

2. Player will have to use the alternate 
Gravnull function to pull boards and 
planks out of the way of the their path.

3. Discolored glass pane that can be 
pushed over with Gravnull to open 
pathway into mall.

4. Player must use a shattered storefront 
to pass debris blocking walkways.

5. Player must drop plank across gap to 
walk across to other side. Falling off of 
plank or trying to jump across results 
in a non-damaging fall and a path that 
leads back to the ramp.

6. Crates will have to be stacked on top 
of one another in order to reach a 
ledge and move past debris. 

7. Players will have to pull hatch off air 
vent, crouch down, and follow a maze 
of air shafts to find the exit.

8. Players will have to shove air vent off 
exit to shaft.

9. Players will have to knock down a 
stack of crates which they can then 
stack to gain access to a second story 
air vent. This incorporates the 
mechanic of knocking over crates and 
the mechanic of stacking crates from 
before into one environmental puzzle.

10. Players will have to again use the 
Gravnull to pull the vent cover off the 
air vent and push it off at the other 
side.

11. After hopping down, the player will 
have to use another plank to make a 
bridge between the broken 
staircase/escalator and a ledge on the 
far side.

12. The player will need to use the 
Gravnull to pull planks away from the 
level exit.

The featured asset on this section 
of the map is a park bench 
featured on the Unity Asset store.

Angled boxes on the map 
represent ramped areas. These 
include book shelves in the empty 
store and a broken stair 
well/escalator near the end of the 
level

Physics enabled rigidbody items 
include planks, plate glass panes, 
and crates. These can be 
interacted with by using the 
Gravnull
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Area 4: Bookstore
Designer: Garrett
Area Mechanic: Exploration
Notes:

1. Checkout counter will be searchable, 
made from basic counter material. If a 
table is placed on the counter the player 
will be able to get on top of a bookshelf

2. A hidden blueprint will be underneath a 
table unseen until moved.

3. Tables will be movable with physics and 
gravnull. The player must stack the tables 
to get on top of the bookshelf. It will take 
3 tables total to reach the height. 2 
stacked next to the shelf, one next to 
those.

4. All bookshelves will look the same.
5. The second required object will be in a 

safe.
6. Player will have to move debris to 

continue along the top of the bookshelf.
7. Picture frame is a unique asset that will 

swing out to reveal the main objective. 
The Player will need to be standing on 
top of the bookshelf.

8. This will be a searchable safe.
9. If the player falls from the bookshelf on 

this side they must use tables to climb 
back up.

10. After the required objects are collected 
part of the wall will fall down allowing the 
player to reach the roof.
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Level Name, area #: The American Dream, Area 1
Designer Name: Kyle Stanton

Area Mechanical Theme: Stealth/Narrative

1. The player will come into the parking lot and find a 
old metal door that they will collect to make the 
turrets not be able to see them.

2. The player will come across a note here that gives 
them some backstory on what happened to the mall.

3. The player will have to get rid of the metal door by 
placing it on a fire so they can get across.

4. The player will have to move some trash out of the 
way and sneak past the next 2 turrets by hiding 
behind cars and boxes.

5. The player will find a dead body that will give them a 
little more backstory and let them know that the key 
for the front door is hiding in one of the cars in row 2.

6. The player will make there way to row two and check 
the cars there which they will be able to find some 
money, hidden collectibles and the key to the door

7. The player will have the key to the door and be able 
to unlock it and go inside the mall to keep looking for 
what they are here for.

Area 2: Food Court
Designer: Alexander
Area Mechanic: Action-combat
Notes:

1. Player will use the gravnull to 
move debris in front of the turrets 
to avoid fire or throw the nearby 
mine at the turret.

2. Vending machines carry 
blueprints that the player can loot.

3. All cash registers are lootable and 
contain a small amount of money 
inside.

4. Smart players can pick up traps or 
mines with their gravnull, flinging 
them at turrets to destroy them.

5. A mountain of debris ‘locks’ the 
exit corridor.  The debris can be 
cleared with the Bomb found at 
Objective #4.

Objectives:
1. Player must acquire this blueprint 

locked away in a vending machine.
2. Player must acquire this blueprint 

locked away in a vending machine.
3. Player must acquire this blueprint 

locked away in a vending machine.
4. Player must acquire this mine in 

order to blow up the debris 
blocking the exit corridor to the 
Mall Proper.
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Area 5: Roof
Designer: Jose
Area Mechanic: Environmental Hazards

NOTES:
1. Player enters area from Bookstore exit and triggers a 

cinematic showing the level end zone across the roof and 
a scripted event that begins to collapse the roof.

2. Player progress determines one of two triggers for a 
hinderance by dropping the billboard, or a shortcut by 
destroying pipes leading to [Note 3].

3. If player reached [Note 2] in time, pipes will collapse near 
the player and create a path to reach the first tier of the 
middle structure.

4. If the player possesses the [Spear] and at least 3 [Rope], 
the billboard can be shot and pulled down, creating a path 
to the top tier of the middle structure.

5. Debris blocks almost the entire path, but a determined 
player will be able to jump through it to reach the 3 hidden 
[Rope] items behind the barrels

6. The final checkpoint will trigger different cinematics based 
on the player’s inventory as well as completion time.
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