1. TRACK DESIGNS:

a) ENVIRONMENT 1:  Metropolis

(1) General Environment Description:

Welcome to the big city.  Its early morning on a Sunday, and the sun will soon rise over the sprawling suburbia that surrounds the city.  This environment features many of the landmarks of the modern megalopolis.  Multi-lane elevated expressways, Super skyscrapers, and maze-like subway tunnels.  The area surrounding the action will be detailed with power lines, pipes, exterior elevators, street lights and traffic lights.  The main course of this level will take the player on a circuit through several distinct areas of the big city:


The Freeway

Downtown/business center


Historic main street


Shopping plaza/park


The rooftops

(2) Missions:

(a) Mission #1:  Police HQ

SETUP:  You have no idea how to proceed with information on your father, so you decide to go to the local Police HQ.  You will are waylaid by a few bad-guys, en route.  There is a very liberal time limit in order to reach the goal.

GOAL: Police HQ within allotted time.

TYPE: start point A -> finish point B

TIME: 6:00

DIFFICULTY: very easy

STRATEGY:  you have liberal time on this one, so it’s ok to explore the roads and what leads where.  Only a few bad guys will attack, so there is no real challenge here.  The goal is to allow the player to learn part of the driving environment and get comfortable with controls and navigation (using on screen arrows and the MAP.)

RESULT:  you get there on time and the entire Police HQ building blows up in front of you.  The bad-guys have just crippled the local law enforcement.  Looks like you are on your own.

(b) Mission #2:  City Hall Bomb Threat

SETUP:  Gear Head receives and relays a message coming in on police band.  A friend of your father’s on the police force is trying to contact him to get help with a police matter.  It seems that the same criminals that took out the police station intend to do the same to City Hall.  Because the police force is in disarray, you are asked to help out.  However, several enemy vehicles will attempt to thwart your efforts.

GOAL: Find and dispose of the Bomb before it explodes

TYPE: starting point A -> recover item point B -> deliver item point C

TIME: 5:00 to point B -> 5:00 to point C

DIFFICULTY: easy

STRATEGY:  getting to City Hall won’t be much of a problem; you have plenty of time and only a few enemies to deal with.  Once you arrive, you will see one of your dad’s cars (with new, sinister paint job) peel away.  It drops the bomb (item) right in front of you.  You can’t waste time chasing the criminal’s car, because the clock is ticking on the bomb.  As you scoop it up, Gear Head directs you to an abandoned building scheduled for demolition as the best chance for safely disposing of the bomb.  On your way there, several other enemy cars will attempt to knock the bomb out of your car (rugby rules).  If they succeed, they will try to circle back to pick it up and return the bomb to City Hall.  Don’t let them.  If you can hold on to it, or always manage to pick it up when it is dropped, you should have no trouble getting it to the condemned building in time.  If you have to chase after them to get it back, then your chances won’t be so good. 

RESULT:  you drop off the bomb in time and the condemned building explodes, dropping a huge pile of rubble in the middle off the street, blocking all traffic through the area.  The layout of the level will remain thus changed for the remainder of the story.

(c) Mission #3:  Rendezvous with McHenry

SETUP:  Gear Head receives a distress call from your father’s grease monkey lab assistant McHenry.  He says that he escaped from the criminals who kidnapped your father, but still needs help shaking off the bad-guys and getting back to your garage.

GOAL: rendezvous with McHenry, and escort him back to the clock tower.

TYPE: start point A -> way point B -> escort vehicle point C

TIME: 3:00 to point B

DIFFICULTY: medium

STRATEGY:  the only time constraint is in getting to McHenry before the criminals recapture him.  Once you arrive, he will start off for home.  It won’t be too hard to keep up with him, but if you try to pass him, he will speed up.  As you travel, the criminals will start coming after the two of you, but will focus on who ever is following behind.  Because he’s not that good of a driver, it will be up to you to fend off the bad-guys.  To prevent his car from being disabled, you will probably want to disable the enemy vehicles.  As you near the clock tower, your enemies demolish an old freeway overpass in front of you.  McHenry turns around to find a route around the impassable debris.  This delay allows more bad-guys to catch up with you and makes the trip just a bit longer and a tad tougher.  Your mission is a success when McHenry’s car finally arrives at the clock tower.

RESULT:  The path under what used to be the old freeway is now blocked for the remainder of the missions.  But, the vehicle that McHenry was driving is now unlocked and available to you.  He tells you about the metropolis gang boss, who took your father hostage and is now driving that car you saw dropping off the bomb.  The overpass that has blown up is now a major jump when coming from the other direction.

(d) Mission #4:  Ransom Drop Off

SETUP:  Gear Head receives a ransom demand from the metropolis gang boss, who threatens to kill your father if you don’t deliver a satchel full of money by 10 am. 

A brief and cryptic message from your father follows, just as way of proof that he is still alive, and to encourage you to comply.  Gear Head helps you make arrangements with the bank to produce the cash, but by the time its all set up there is less than 10 minutes left to deliver.  You need to rush to the bank to pick up the moneybag and speed on to the designated drop off point.

GOAL: pick up ransom money at the bank and drop it off in the park.

TYPE: starting point A -> recover item point B -> deliver item point C

TIME: 3:00 to point B -> 5:00 to point C

DIFFICULTY: easy

STRATEGY:  The criminals are smart enough to wait till after you have the money to start after you, so you should use the little time you have beforehand to get a gadget ready for the second leg of your mission.  Once you leave the bank, several enemy cars will attempt to steal the money by ramming into you.  If they manage to get a hold of it, then you’ll have your work cut out for you trying to get it back and to the drop off point in time.  But, if you can prevent them from taking it, you should have no trouble arriving within the allotted time.

RESULT:  The metropolis gang boss picks up the money in his stolen car.  He says, “Thanks for the donation to my little operation.  Don’t you even try to follow me, or we’ll hang your poppa out to dry, you see?”  You watch him speed away with the money.  Gear Head informs you that your father’s friend on the force placed a radio transmitter in with the ransom, so you can follow the signal to his hideout later.

(e) Mission #5:  Racing Challenge

SETUP:  Gear Head happily reports that the radio transmitter placed in the ransom is successfully transmitting the location of the boss’ hide out.  You hastily head out to get your father back.  McHenry says he’ll ride Shotgun.

GOAL:  locate metropolis gang boss and race him for the return of your father

TYPE: starting point A -> mission way point B -> race goal point C

TIME: 5:00 to point B -> race to point C

DIFFICULTY: medium

STRATEGY:  The bad-guys are out in force to prevent you getting anywhere near the hide out.  But if you can outrun them or disable them then you will find the Boss waiting for you at the hide out.  He holds up his hand and says, a la Dr. Seuss, “I’ll bet you’re seekin’ this little beacon…  Its a clever ploy, this little toy, but now your hunt is at an end.  I know your name and I know your fame, so let’s settle this like men.  We’ll race down into town, and then race back here again.  We’ll so who’s fast and we’ll see who’s last, but I think that I will win.”  Rather than suffer through any more inane poetry, McHenry urges you to agree to the gang boss’ terms:  If you win he will give back the car and tell you where he took your father.  If you lose, you hand over all the rest of your father’s stuff, and join his gang.  

RESULT:  When you win, you will unlock vehicle corresponding to the Boss.  He tells you that he was instructed by HIS boss to hand your father over the gang over at the desert mine refinery.  When questioned about HIS boss, he will say no more than to indicate that the brains behind the kidnapping is a man that your father knows very well…(The second level, Desert Town, becomes unlocked at this point.)

b) ENVIRONMENT 2:  Desert Town

(1) General Environment Description:

Located in the arid hills, plains and canyons to the east of the Big City of New Columbus, this region is home to a city built upon the industries of exploiting the rich resources of the earth.  Once a frontier boom-town, where haggard men came with pick axes to find their fortunes, the community grew as the technology of mining and smelting advanced.  But, with the red cliffs and yellow sand baking in the heat of the afternoon sun, it is still a bleak and hostile environment.  This town makes attempts to be self sufficient, using wind power to provide electricity, and securing water from the surrounding gulches and a muddy river nearby.  However, it is upon the import and export trade that this city thrives.  Commercial freight trains carrying coal, oil, refined ore and even uranium bustle in and out of town at all hours.  Tourists come to see the old mine shafts, and the modern monstrosity of a strip-mine, in juxtaposition with the natural beauty of rock columns and wind-worn arches.  They stay the night at locally owned and operated hotels and casinos.  They buy their souvenir shot glasses and “I survived” tee shirts at an old saloon turned native American gift shop.  But unknown to even most of the local residents, the city also plays host to high tech research companies, which is why it makes an excellent place to hide a brilliant inventor.  The major areas of this level, which will take the player over paved highways and back roads of dirt and stone, include:


Ghost town


Old and New mines


Refinery, Smelter and Oil fields


Business center (Hotel and casinos)


Canyons with natural rock formations


Native American town built into canyon wall

