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Level Overview 

Zemsty Nadszedł is a single linear level set in Pinsk, January 1943. The player controls a member 
of Jan Piwnik's Armia Krajowa unit on the night of the prison raid. The level runs from the initial 
approach to the town through to the escape by truck after the prisoners have been freed. 

The level is structured in three distinct phases, each with its own pacing register, primary 
mechanic, and relationship to the historical record. The transition between phases is not arbitrary: 
it follows the actual structure of the operation as documented in the sources. 

 

Phase Title Primary Objective Dominant Tone 

01 Infiltration Reach the roof of the Orthodox 
church 

Stealth, tension, 
traversal 

02 Observation Observe the prison and launch 
the signal 

Stillness, narrative, 
cinematic 

03 The Raid Enter the prison, cut 
communications, free the 
prisoners, escape by truck 

Action, urgency, 
resolution 
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Spatial Context 

The level is set in the real urban geography of Pinsk, 1943. The Stadtplan von Pinsk (1941, 
1:5000) and a period map dated 1938 were used to establish the street grid, building masses, 
and the position of key landmarks relative to each other. The Orthodox church and the prison are 
the two anchor points of the level: the player moves from the first to the second across the urban 
fabric between them. 

 
Stadtplan von Pinsk, 1941 (primary cartographic source) 

 
Pinsk city map, Stand 1938 

The level compresses the real distances for gameplay readability, but preserves the essential 
spatial relationships: the river Pina to the south acting as a hard boundary, the prison positioned 
in the dense urban block east of the church, the approach from the north via the bridge. 

 
Pinsk main street, period postcard  

Pinsk, Franciscan church and main artery, interwar 
period 
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PHASE 01  INFILTRATION 
Bridge approach to the roof of the Orthodox church — stealth and traversal 

 

Setting and Starting Condition 
The player begins near the bridge at the northern entry to Pinsk. It is late afternoon in January 
1943. The light is fading. The objective is to cross the urban zone between the bridge and the 
Orthodox church without being detected, reaching the church roof to gain observation over the 
prison. 

This phase is set entirely in the streets and rooftops of Pinsk's northern quarter. The architecture 
is the environment: wooden residential buildings, a warehouse district near the bridge, the church 
rising above the roofline as a constant visual reference and target. 

 
Pinsk residential street, wooden construction 

 
Eastern European urban vernacular, period reference 

Primary Mechanic: Infiltration and Traversal 
The dominant mechanic of this phase is stealth movement combined with vertical traversal using 
the AGLS locomotion system. The player has no combat objective here and is heavily 
outnumbered. Detection means mission failure or a forced restart of the encounter. 

The rooftops are the primary movement corridor. The player must use the AGLS climbing and 
traversal system to move above street level, bypassing German patrols in the streets and in the 
warehouse below. The warehouse is the critical mid-phase challenge: German troops occupy it 
in force, and the player must cross it without direct confrontation. 

Key beats 
• Bridge crossing: introduction to the environment, first patrol encounter, establishes the 

stealth tone. 

• Rooftop traversal: the player moves across connected building roofs, managing 
sightlines from street-level guards. 
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• Warehouse crossing: the most complex stealth space of the phase. Multiple guard 
layers, vertical geometry exploited through AGLS, no combat solution available. 

• Church approach and climb: the final climb of the phase, using the AGLS system to 
scale the church exterior. The city opens up below as the player ascends. 

Phase Objective 
Reach the roof of the Orthodox church. The phase ends when the player arrives at the observation 
point above the roofline with a clear view of the prison complex below. 

Historical grounding: the approach phase is designed, not reconstructed. The real unit arrived 
by vehicle and staged near the prison. This phase exists to give the player a spatial 
understanding of Pinsk before the raid, and to build the tension that the historical record 
compresses into a footnote. 
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PHASE 02  OBSERVATION 
Survey the prison from the church roof and launch the operation signal 

 

Setting and Starting Condition 
The player is on the roof of the Orthodox church, looking toward the prison complex. From this 
height the full spatial logic of the raid objective becomes visible: the courtyard gate, the 
chancellery building, the cell block behind it, the guardhouse positions. The city is quiet. The 
operation has not yet begun. 

 
Period floor plan of the prison. The player observes this layout from above before the raid begins. 

Primary Mechanic: Observation and Signal 
This phase is the quietest of the three. The player has a brief window to survey the prison from 
the church roof, which functions as a light reconnaissance moment: the guard positions, the entry 
gate, the chancellery window are all visible from above, giving the player information they will 
need in Phase 03. 

The phase ends when the player triggers the signal, a flare or a pre-arranged light signal, 
launching the operation. This action is irreversible. Once the signal is sent, Phase 03 begins and 
the pace of the level changes entirely. 

The Cinematic Reconstruction 
Between the signal and the player regaining control, a cinematic sequence plays. This sequence 
reconstructs the events documented in the historical sources: the Opel Kadett approaching the 
prison gate, the operative in SS uniform ordering the gate open, the entry into the courtyard. The 
player watches rather than plays this moment. 
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This is a deliberate design choice. The approach to the gate is the most precisely documented 
part of the raid, and it involves a chain of events (the impersonation, the gate guard, the entry 
sequence) that are difficult to give to the player as interactive beats without either trivializing them 
or making them feel gamey. The cinematic format lets the reconstruction be faithful to the sources 
without forcing a gameplay translation. 

Historical grounding: the cinematic content is drawn directly from the archival record. The Opel 
Kadett, the SS uniform, the sequence of the gate entry, the cutting of the telephone wire are all 
documented. The sequence is a reconstruction, not an invention. 
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PHASE 03  THE RAID 
Enter the prison, destroy communications, free the prisoners, escape by truck 

 

Setting and Starting Condition 
The cinematic ends. The player is now inside the prison courtyard, the gate is open, and the 
operation is live. The tone shifts completely from the silence of Phase 02: this is a fast, loud, high-
stakes action sequence. The player has a small window before the alarm is fully raised. 

 
The Pinsk prison gate, period photograph 

 
Period prison interior, chancellery-type room 

Primary Mechanic: Action and Objectives 
Phase 03 is structured around a sequence of mandatory objectives that follow the historical order 
of events. The player is not free-roaming: the pressure of the situation and the spatial layout of 
the prison funnel them through the sequence. 

Objective sequence 
• 01 Neutralize the courtyard guards. 

• 02 Reach the chancellery and destroy the telephone communications. 

• 03 Fight through to the cell block. 

• 04 Open the cells and escort the prisoners to the courtyard. 

• 05 Reach the truck and escape. 

 
 

Prison floor plan, cell block and chancellery positions 
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Period prison dormitory, bunk structure 

Spatial Logic 
The prison interior layout follows the period floor plan: the player enters through the courtyard 
gate, moves through the chancellery to destroy the communications, then pushes into the cell 
block corridor to reach the prisoners. The geometry is compressed relative to the real plan for 
pacing reasons, but the sequence of spaces and their relative positions are preserved. 

The combat is more sustained than the historical record describes. The real exchange with the 
guards lasted seconds. In the level, the combat is extended to give the player a meaningful action 
sequence and to make the prisoner rescue feel earned. The telephone line objective is gamified: 
rather than an incidental cut, it is a discrete player action at a marked terminal. 

The Escape 
Once the prisoners are freed and escorted to the courtyard, a truck is waiting. The player boards 
it and drives out through the gate. The level ends as the truck exits the prison perimeter and 
moves west through the Pinsk streets. The historical record notes that the convoy split and took 
different routes to Brześć and Drohiczyn, and that the Germans did not discover the raid for 
several hours. The level ends on this note of suspended escape rather than a confirmed safe 
extraction, keeping the ending tonally honest. 

Historical grounding: the truck escape, the direction of travel, and the delayed German 
response are all documented. The level ends where the historical account begins to diverge 
into multiple threads, which is the correct place to stop. 
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Pacing and Flow 

The three phases follow a deliberate tension arc. Phase 01 builds slowly through sustained stealth 
pressure. Phase 02 breaks the tension with stillness and the cinematic, creating a pause before 
the final act. Phase 03 releases everything into action and does not let up until the level ends. 

PHASE 01  Infiltration PHASE 02  Observation PHASE 03  The Raid 

Slow build 
Stealth failure = reset 
Vertical traversal (AGLS) 
Environmental pressure 

Pause and stillness 
Reconnaissance window 
Cinematic reconstruction 
Irreversible trigger 

Full action release 
Objective chain 
Combat + escort 
Truck escape 

 

The cinematic at the end of Phase 02 is the pivot of the entire level. It is the moment where the player 
transitions from agency to witness, and from witness back to agency. Getting this transition right is the 
central editorial challenge of the level: too long and it breaks immersion; too short and it wastes the only 
moment of direct historical reconstruction the level has. 
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