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Mission Overview 
Story Pitch 
ctOS, the world’s leading technological corporation, are unveiling a new product at a high society gala – 
an industrial robot that can be controlled with the user’s brain waves. It just so happens that ctOS terms 
of service for the device also let them implant memories as they see fit during the process, allowing 
them to control brand awareness, affect global politics, and who knows what else. The player has been 
tasked with hacking into the test system set up for the gala’s demonstration, and making sure the whole 
world knows what ctOS has done and that they won’t be able to get away with it. 

The Breakdown 
The mission takes place in three (3) core parts, each of which can be done in all three (3) play styles. 

Part 1 – Infiltrate 
The player must first Enter the Gala Hall. They can either Hack the System of the front door metal 
detectors, Fight the guards in the basement parking lot, or Sneak onto the roof. 

Part 2 – Investigate 
Secondly, the player must Find the Proof. Several guards are inside the room containing the proof, and 
must be Killed, Distracted by Hacking the System of the demonstration model in the main hall, or 
Evacuated by Hacking the System of the fire alarm. 

Part 3 – Evacuate 
Finally, the player must safely Get Out. No matter what they’ve done in the investigate phase, they can 
either Stand Off against the new guards at the front door, Flee to the roof without engaging in combat, 
or Stealth down to the basement garage. 

Regardless, the extraction point is a getaway vehicle across the street from the gala hall. 

Unique Mechanic – Hack the System 
When looking in the direction of certain technological devices, the device is highlighted in the user 
interface and the player can hold down the left shoulder button to Hack the System. Hacking the System 
results in the highlighted device behaving in a beneficial way for the player, as predetermined by the 
designer. Examples of these benefits include: 
 
Going Haywire – the device behaves erratically, causing damage to any NPC agent that is in proximity. 

 Examples: Overloaded circuits shock the holder of the device, an industrial arm swings wildly. 

Data Swap – the device’s memory is corrupted or replaced, allowing the player to remain anonymous. 

 Examples: The player is added to a guest list, the player is blurred out of a camera recording. 

Digital Distraction – the device reacts in a non harmful but obvious way, requiring the attention of NPCs. 

 Examples: A fire alarm and sprinkler system is tripped, a cell phone rings uncontrollably.  
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Reference Imagery 
The Gala Hall is inspired by the layout of the Toronto Masonic Temple/Concert Hall and the futurist 
aesthetic of the Royal Ontario Museum. The following are references for the various levels of the map. 

Street Level Exterior/Roof 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Figure 1. The Toronto Masonic Temple/Concert Hall. Located next to a major road way, relatively short 
building compared to nearby architecture. Exterior lit with coloured fluorescents 
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Figure 2. The Royal Ontario Museum, and references for nearby apartment buildings. Focused on the 
clean blue glass and metal aesthetic, more curves than angles.  
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Basement Garage 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Figure 3. Tightly packed parking garage (top), with dark reflective floors (bottom left) and bright 
fluorescent coloured lights (bottom right).  
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Gala Hall Interior 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Figure 4. An exhibition hall. Focus on granite/concrete (top), with a concert hall (middle), an art 
installation surrounding the concert hall (bottom left) and large windows all around (bottom right)  
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Map Overview 
Street Level Exterior 

 

Figure 5. The Street Level Exterior. Annotation A is a ramp that takes the player to the Basement Garage. 
Annotation B is the front entrance to the Gala Hall Interior – Main Level. Annotation C is the fire escape, 
taking the player to the Roof. Annotation D is the Extraction Point for the level.  
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Roof 

 

Figure 6. The roof of the gala hall. Annotation A is a staircase taking the player to the Gala Hall Interior – 
Upper Level. Annotation B is a fire escape taking the player to the Street Level Exterior.  
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Basement Garage 

 

Figure 7. The Basement Garage of the gala hall. Annotation A is a ramp that takes the player to the 
Street Level Exterior, Annotation B is a staircase and elevator that takes the player to the Gala Hall 
Interior – Main Level 
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Gala Hall Interior – Main Level 

 

Figure 8. The main level of the gala hall. Annotation A is the front entrance and exit from Street Level 
Exterior. Annotation B is the stairs and elevator to the Basement Garage. Annotations C are stairwells 
taking the player to Gala Hall Interior – Upper Level. Annotation D is the core gala performance hall, 
where Annotation E is the industrial robot being demonstrated. Annotations F note the exhibit halls for 
artwork, and Annotation G is an alternative target location for Part 2 – Investigate if the player enters 
through the Roof. 
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Gala Hall Interior – Upper Level 

 

Figure 9. The upper level of the gala hall. Annotations A represent possible locations for the Part 2 – 
Investigate goal. Annotation B and D show the open-air balcony view of the main performance hall. 
Annotations C note the stairwells down to Gala Hall Interior – Main Level. Annotation E notes the 
backstage storage area for the gala hall, another spawn point for the Part 2 - Investigate goal, and 
Annotation F shows the stairwell to the Roof.  
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Gameplay Walkthrough Maps 
In the following maps, enemy spawns in the exterior are set at the start of the mission, where as spawns 
in the interior of the building are done once the player has chosen an entrance method, and spawns 
that affect the exit strategy happen once the player has acquired the information needed to continue 
(see the Breakdown). The Green Lines indicate optimal path, where the red lines indicate enemy patrols. 

Stealth 
 

1) Player climbs fire escape to 
roof. 
 
2) Player avoids detection from 
rooftop drones and takes 
stairway. Interior spawns set. 
 
3) Player exits stairwell into 
backstage storage room. 
 
4) Player uses stealth to get 
past guards and a drone to the 
lower floor. 
 
5) Player uses stealth to get 
past several more guards. 
 
6) Hacking the System of the 
demonstration robot alerts all 
guards to it, drawing them 
closer and distracting them 
(orange paths). 
 
7) Player sneaks into the server 
room. Information acquired; 
final wave of spawns set. 
 
8) Player takes the basement 
exit. 
 
9) Player uses stealth to get 
past two final drones and exits 
the garage safely. 
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Aggressor 
 

1) Player enters 
through parking garage, 
starts firefight. 
 
2) Player takes stairs or 
elevator to main floor. 
Interior spawns set. 
 
3) Player starts firefight 
on main floor. 
 
4) Player goes to upper 
level of gala hall to get 
advantage of high 
ground. 
 
5) Player completes 
firefight with all 
enemies in the building. 
 
6) Player gets 
information from server 
room. 
 
7) Player goes to front 
entrance to leave. 
 
8) Reinforcements 
spawn at front door. 
 
9) Player kills 
reinforcements and 
leaves.  
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Pacifist 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
        

1) Player Hacks the System of the sensors at the front door 
keeping unwanted visitors out. Interior spawns set. 

 
2) Player Hacks the System of the fire alarm, hiding in the 

bathroom while all enemies evacuate (orange lines). 
 

3) Player goes upstairs. Drones are released to put out the 
“fire”. 
 

4) Player uses stealth to get past drones in open spaces. 
 

5) Player finds information. Exit strategies set. 
 

6) Player exits via roof. 
 

7) Player uses stealth to get past drones on roof. 
 

8) Player makes their way to ground level and extraction point. 
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