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|.D.E.A.L. 5 Describe

s I8 0= Outpost Description - Power Production [Hi%] BFEER] - Word =) - [m]

SR v

- :E/_ Rﬁ # E} L — %ﬂ\' VA ¥ gl A z" e o Gameplay theme: criss-cross crash
TAJ K wE TE &%
/ % ) R j—D (: /\ it - Vehicles can navigate length and breadth of outpost, but only

4 Outpost Description — Power Pro...

Summary
Gameplay theme: criss-cross... on specific, narrow roads that intersect one another at two
N \ \ E Mood & Feel
- N E E éﬁ u rh) \’ & z 9‘6 \i E* 20 Layout junctions, allowing vehicles to intercept one another.
— / % 4 Structure Description .
/ ’ 2 Main Aneutronic Fusion Re... - Includes underground driving.

/\'\‘f\' -\ Admiistrator Building:
B I \ B \ Control Room: - Parallel vertical shafts (that players have to “absail” down)
I L Auxiliary Building:

Energy Conversion Building: with openings onto one another for cross-shaft fighting.

Energy Storage Building:

VAvas /-‘-A-‘— N —— N /_ \ Sub-Station:
- \ Bﬁ % f—__ | j yl L\)\ \E RY Secondary Fusion Reactor...
|Ej IR N A 0S5 ey o 5ot Mood & Feel

e Fuel Storage Building:
Fuel Treatment Building: A nuclear heart — a partially submerged aneutronic fusion reac-
Zd\ Waste Treatment Systems:

Security: tor — beats at the center of this man-made crater. Maintenance
Medical Room:

N Residential Building: access bisects the tip of the reactor housing, allowing infant
» ¥ R, EE SEEROR  coE@ie p e aloving nfoty
3 S TEIP e .
/% / \ D — ’ G:st: capable of scrambling up the outer shell access to a platform that
B ﬁ Q Container: hangs high above the dark chasm of the reactor core; a well of
Information Terminal:
/ I '\ Dustbin: muted light claws at the walls below. Outside, vehicles circle the
Electromagnetic Barrier:

Sandbag: reactor on tightly controlled pathways, sentinels guarding the

entrance as they meander in and out of the short, subterranean

tunnels carved through the terrain.
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