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Quick Summary 
άtŀǊŀŘƛǎŜ [ƻǎǘέ ƛǎ ŀ Ƴǳƭǘƛ-player Deathmatch map for the game Unreal Tournament 3 inspired by the 
classic Quake3 Arena DM 17 map. άtŀǊŀŘƛǎŜ [ƻǎǘέ ǘŀƪŜǎ ǇƭŀŎŜ ǿƛǘƘƛƴ ŀ ŘƛƭŀǇƛŘŀǘŜŘ ŦƻǊǘ ƻƴ ŀ ǊŜƳƻǘŜ 
Caribbean Island in a vast ocean. άtŀǊŀŘƛǎŜ [ƻǎǘέ ǎǳǇǇƻǊǘǎ ŀ ƳŀȄ ƻŦ мс ǇƭŀȅŜǊǎΦ  

Gameplay Overview 

General Game Flow 
Players navigate multiple levels of the fort structure using jump pads and portals. A raised, central 
structure contains jump pads that propel players to either side of the fort structure and to a wooden 
tower with a sniper rifle pickup located on a small island directly across from the fort structure. 
Additional weapons and pickups are located throughout the fort and on the surrounding island.  

 

Figure 1 Top View game flow 
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Doorways on each side of the fort structure allow players to access the Island outside the fort to pickup 
health and armor and adding additional game space.  

 

Figure 3 Top view of fort structure flow 

 

 

Figure 2 Close view of doorway to Island 
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Game flow in the main fort structure is circular with exits on all four sides of the structure allowing 
access to the Island outside. Jump pads propel players to either the second or the third levels, or to the 
raised structure at the center of the fort. A single jump pad located at the front of the fort propels 
players to the small Island directly in front of the wooden outpost. 

 

Figure 4 Side View Center Jump pads 

The small Island contains two jump pads that propel the player back to the large Island, landing on the 
second level at the forward entrance. 

 

Figure 5 Side view small Island 
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Figure 6 Top view full map 

The majority of game play occurs on the main Island. Health and armor pickups are located on the small 
Island to encourage players to explore that area. I chose this flow pattern because the Quake 3 DM17 
structure has proven to provide fun game play.  

Major Elements 
Hook:  

¶ ¢ƘŜ άƘƻƻƪέ ŦƻǊ άtŀǊŀŘƛǎŜ [ƻǎǘέ ƛǎ ǘƘŀǘ ƛǘ ǘŀƪŜǎ ǇƭŀŎŜ on a beautiful tropical Island 

¶ Seagulls soar overhead 

¶ Fish swim underwater 

Major Elements include:  

¶ Tropical Island 

¶ Dilapidated fort 

¶ Guard tower 

¶ Ocean  
 

²h² ƳƻƳŜƴǘǎ ƛƴ άtŀǊŀŘƛǎŜ [ƻǎǘέ include: 

¶ Seagulls soaring overhead 

¶ The sound of waves and ocean breezes  

¶ The damage and inevitable death resulting from swimming in the Ocean for an extended period 
of time  
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Major Objectives 
The major objective is to be the player with the most kill to death ratio at the end of the match. The 
player with the highest kill to death ratio wins the match. There is only one winner per match.  

Environmental Hazards 
Players receive damage from prolonged exposure to ocean water, potentially resulting in player death. 
Players also receive falling damage from the top of the center structure to the ground or from the third 
floor to the ground. Outside of these instances, navigation and terrain is simple and does not contain 
any traps or areas that are difficult or dangerous to navigate.  

Technical Overview 

Mission Location 
¶ Setting: Present day. A tropical island Spanish fort with beach and island foliage 

¶ Time of Day: Mid-day 

¶ Season: Summer 

¶ Weather: Bright, sunny and hot 

¶ There is a slight breeze and the sound of waves and gulls fill the air 

Gametype(s) 
¶ Gametype: Deathmatch 

o Min Players: #2 
o Ideal Players: # 16 
o Max Players: # 16 

Items/Powerups 
¶ 1 Shock Rifle or Sniper Rifle 

¶ 2 Link Guns 

¶ 2 Rocket Launchers 

¶ 2 ammo packs for each weapon 

¶ An additional 2 ammo packs for the Enforcer 

¶ 250-300 health in various amounts 

¶ Armor: 1 Thigh pads, 1 Vest 

¶ м YŜƎ hΩ IŜŀƭǘƘ 

¶ 1 UDamage 

Difficulty 
Difficulties from environmental hazards are minimal. Prolonged exposure to the ocean water causes 
death. Because the DM17 structure calls for a small game space, avoiding other players adds to the 
difficulty of the level. The relatively small size of the top platform of the center structure, players may 
fall off this platform to the ground and receive damage. Overall difficulty is 4/10.  

Mission Metrics 
¶ Play Time: Dependant on server settings 

¶ Physical Length/Area in Unreal units:  
o X: 4096 (total length of play space Ocean) 
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o Y: 4096 (total length of play space including Ocean) 
o Z: 4096 (total height from sky dome to ocean surface.)  

¶ Visual Themes :  
o Tropical Flora 
o Tropical beach  
o Old World, Spanish Fort 
o Wooden Guard post 

Level Details 

Theme/Mood 
Tropical Island/Fort: 

Players find themselves on a small, lush island in the Caribbean. Clear, emerald water surrounds 
the island. Sand gives way to palm trees and ground foliage. Centered on the island is a 
dilapidated Spanish fort.  

Goal:  The structure still has weight, but some walls have fallen and the stone show wear from 
the salt air and sun.  

Execution: 

¶ Fort structure has broken walls 

¶ Multiple levels of the fort give the impression that the fort was once strong and large 

¶ The size of the walls and rubble communicates a fortified structure 
 

Goal:  Players feel invited to explore the island and swim in the Ocean.  

Execution: 

¶ Palm trees line the shore and dissipate as the island rises to the fort.  

¶ Ground foliage creates a lush environment 

¶ The ocean water looks clear and inviting 

¶ A solitary wooden outlook tower located on a small island directly across from the main 
island invites players to explore this space 

 
Goal:  The mood is light and airy. 

Execution: 

¶ ¢ƘŜ ƻŎŜŀƴΩǎ ŜƳŜǊŀƭŘ ŎƻƭƻǊ ŎƻƴǘǊŀǎǘǎ ǿƛǘƘ ǘƘŜ ŘŜŜǇ ƎǊŜŜƴ ƻŦ ǘƘŜ ƛǎƭŀƴŘΩǎ ŦƭƻǊŀ ŀƴŘ ǘƘŜ 
ƎǊŜȅ ǎǘƻƴŜ ƻŦ ǘƘŜ ŦƻǊǘΩǎ ǿŀƭƭǎΦ  

¶ The sun is bright and air is thick with heat  

¶ The sound of waves and gulls in the background 

Special Character/Vehicle Needs 
¶ NA 
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Key Assets and Exact Amounts 
¶ Weapons/Ammo:  

o 1 Shock Rifle or Sniper Rifle 

o 2 Link Guns 

o 2 Rocket Launchers 

o An additional 2 ammo packs for the Enforcer 

o 2 ammo packs for each weapon (12 total) 

¶ Vehicles: N/A 

¶ Interactive Elements : 3 portals; 13 jump pads; 1 lift 

User Interface 
o Player health 
o Player ammunition count 
o Player kill count 
o Player death count 
o Player ranking 

Gameplay Mechanics 
Prerequisite Skills  

¶ Min skills 
o Running 
o Jumping 
o Aiming 
o Shooting 
o Strafing 
o Item pickup 

¶ Skills Learned: 
o Portal use 
o Lift use 

Backstory/History 
Once a heavily fortified structure used to maintain control of profitable trade routes, Fort Marias has 
begun to succumb to sun and sand. Its stonewalls ƎƛǾŜ ǿŀȅ ǘƻ ǘƘŜ LǎƭŀƴŘΩǎ Ŏƻƴǎǘŀƴǘƭȅ ƎǊƻǿƛƴƎ ŦƭƻǊŀΦ ¢ƘŜ 
main island rises from an emerald green ocean. Across from the main island, a lighthouse rises over the 
waves.  

Dǳƭƭǎ ŎƻƳǇƭŀƛƴ ŀƴŘ ƻŎŜŀƴ ǿŀǾŜǎ ǿƘƛǎǇŜǊ ƘǳǎƘŜǎ ŀǎ ŀƴ ƻŎŜŀƴ ōǊŜŜȊŜ Ŏǳǘǎ ǘƘǊƻǳƎƘ ǘƘŜ ǎǳƴΩǎ ƘŜŀǾȅ ǎǘŀǊŜΦ 
Such a beautiful vista creates a dramatic contrast with the brutal warfare taking place within the fort 
ǿŀƭƭǎ ŀƴŘ ƻƴ ǘƘŜ ƛǎƭŀƴŘΩǎ ōŜŀŎƘŜǎΦ  
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Visual References 

Area 1: Main Island 

Terrain/Vegetation 

 

Figure 7 Large island and small island separated by clear water 
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Figure 8 Another example of a small island across from a larger island separated by water 

 

Figure 9 Palm trees and other various trees cover the islandôs base 
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Figure 10 Tropical island coast line and water color 

 

 

Figure 11 Tropical island coastline and flora 
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Figure 12 Changing water color as beach rises to Island 

 

Figure 13 Small Island reference and water to beach change 
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Figure 14 Water to beach change reference for beach in front of fort 
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Figure 15 Large Island to small Island size ratio 
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Models/Architecture 

 

Figure 16 Fort structure from the air  

 

 

Figure 17 Fort structure  and raised sand walkway to small Island reference  
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Figure 18 Top of fort structure has open areas and flat surfaces 

 

 

Figure 19 Fort shows signs of weather damage 
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Figure 20 Fort walls are near the water line 
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Figure 21 Fort structure has protruding points 

 


























































