Test Requirements

1. Describe your core game design taking into account the limited feature set described above.  Be sure to explain what the gameplay focus will be, and justify how it will be fun for the player.
The main objective of this mission is for the player to infiltrate and steal a top secret chemical sample. The section of the mission will be challenging as the player will be required to navigate through a maze like chemical plant while attempting to avoid being caught and killed. They player will be able to effect elements of the plant with his / her powers and weapons. (Examples: Lightning bolts to destroy Lights to help conceal the player better, Fireballs to ignite the toxic goo in the giant vats and explosive barrels will detonate if the player shoots them. ) The areas second floor is mostly catwalks adding vantage points for snipers the player must avoid adding a heightened adrenalin element. In this area the player is looking for clues or a way into the Top Secret Chemical vault. The Player will discover the location of the key that would allow access to the top secret vault. The key is located in the offices.
2. Choose ONE of the level areas shown above (see flowchart).  Create a short document that describes the area visually as well as all gameplay features that will be contained within it.  Feel free to include any additional concept art or reference you feel will help present your ideas.  If desired, additional game areas can be documented. 

The chemical factory floor
For design purposes I assumed this is a multi level building within itself and not just a 1 level floor as the title states. 

Description:

The Chemical Factory is a 2 Level structure with very high ceilings. Where the plant ends and starts is hard to tell as various machines and pipes are so numerous it is difficult to make out any flat wall. Steam billows out from various sources. Puddles of chemicals and water can be found throughout the first floor. Along with the puddles there are several dripping pipes that echo through the Factory. Although the Echo is snuffed out from time to time as the loud machines turn on and off and rotate through varying stages of processing. This factory is a bit old and not very well lit. Most of the lighting comes from the long hanging spot lights. Several neon lights line the underside of the catwalks as well and emergency lights can be found throughout the building. The player can uses their lightning ability to short out these neon lights thus allowing more shadows for the player to hide in. The first floor has several control stations where the workers move about to and from. There is also an enclosed area apart from the factory floor. These enclosed rooms are mostly control rooms with computers and such. 
At the entrance to the factory there is a main Bay door (very large). This door is usually open. Off to either side of the bay door are 2 regular doors (one on each side). Just inside the entryways are a bunch of storage equipment, crates barrels and such. Crates and barrels along with other storage containers can be found throughout the entire building on both 1st & 2nd level. (note: I only depict this in the top down view map at the entrance. I did not want to clutter up the map. ) Some of the Barrels are flammable and will explode if the character shoots them with their gun or magic. The damage is enough to several guards if they are too close when the barrel explodes. (Note: Exploding barrels are fun to blow up! ( )

There are  2 sets of stairs leading up to the 2nd level catwalk. These steps are open and are not enclosed by walls. The only other way to get to the second floor is to use one of the 2 Lift type elevators on the far side of the factory floor. The player just needs to push a button to activate the lifts. Just beyond the stairs is the factories main floor filled with all kinds of machines and pipes.Some of these pipes will cause the player damage if touched. In the archways there are intermittent blasts of steam that are hot and will cause the player damage. The player must time their movements right to avoid being hurt by the steam.  Beyond the floor are the enclosed control rooms. In the control room area there is also guard rooms where most of the guards will spawn from when an alarm is set off. After the control rooms there is the chemical storage room. In this area several large vats line the floor filled with toxic goo that bubbles from time to time. Although there is fencing around these vats there is no covering and the player can fall in from the catwalk above ( Instant Death as they are fenced in and the player does not have the ability to climb ). In this room if the player shoots a fire ball close to the toxic goo it will ignite the top of the goo on fire. This will cause the player ( and anybody else too close ) some damage unless they are standing far enough back. Once the goo is set a flame the player may pass near without taking any additional damage. Only the initial igniting of the goo can cause damage. 
The second level is mostly a series of catwalks with several work stations. The catwalks overlook most of the first floor and make it difficult for the player to move about unnoticed. Snipers patrol the catwalks as well. In the center of the second floor are several supply / office type rooms. In the center room there is a computer station. If the player accesses this computer they will find out where to find the key to the top secret vault through some correspondence between 2 guards.
3. Create an overhead map of the same area and a key describing all the major locations.  Include where enemies will be placed and spawned, any “puzzle” elements, game paths and any other elements needed to explain your area’s gameplay design.

See Jpg 
4. Give a few suggestions for additional character abilities that could lead to the creation of more entertaining levels and gameplay.

Some simple / basic character abilities that could be added:

Jump

Crouch

Throw

Climb

