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QuickSummary

Gt I Ny RAaS [pRyeniDeathingtch mapYodthelganunreal Tournament Bispired by the

classic Quake3 ArenaDM 17 méapt I N RA A4S [2ad¢ (G 1Sa LXFOS gAGKAY
Caribbean Island inavastoceant | NI RA &S [2&(é¢ adzLll2NIL& | YIE 2F wmc

Gameplay Overview

General Game Flow

Playes 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 islairéctly 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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Figure 2 Close view of doorway to I&nd

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
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Game flow in the maifort structure is circular with exits on all four sides of the structure allowing
access to the Island outside. Jupgals propel players to either the second or the third levels, or to the
raised structure at the center of the fort. A single jupaal locaed at the front of the fort propels
players to the small Island directly in front of the wooden outpost.

Figure4 Side View Center Jumpads

The small Island contains two jump pads that propel the player back to the large lalagidg 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 areehose his flow pattern because thQuake DM17
structure has proven to provide fun game play.

Major Elements
Hook:

f ¢KS aK221¢é F2N at I N} Ranabea(titldrdpical 1dland G KI G AG GF 1S
1 Seagulls soar overhead
9 Fish swim underwater

Major Elements include:

1 Tropical Island
1 Dilapidated fort
i Guardtower

1 Ocean

2hz Y2YSyida Ay includeNI RA&S [ 240 ¢

1 Seagullsoaring overhead

1 The sound of waves and ocean breezes

1 The damage and inevitable deatbsulting fromswimming 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 proged exposure to ocean water, potentially resulting in player death.
Players also receive falling damage frtiva top of the center structure to the ground or from the third
floor to the ground. Outside of these instances, navigation and terrain is simgld@es not contain

any traps or areas that are difficult or dangerous to navigate.

TechnicalOverview

Mission Location
1 Setting: Present day. A tropical island Spanish fort with beach and island foliage
1 Time of Day: Midlay
1 Season: Summer
1 Weather: Brightsunny and hot
1 There is a slight breeze and the souridvaves and gulls fill the air
Gametypds)
1 Gametype: Deathmatch
0 Min Players: #2
o Ideal Players: # 16
0 Max Players: # 16

Items/Powerups

1 Shock Rifle or Sniper Rifle

2 Link Guns

2 Rocket Launchers

2 ammopacks for each weapon

An additional 2 ammo packs for the Enforcer
250-300 health in various amounts

Armor: 1 Thigtpads, 1 Vest

M YS3 hQ | SHfOK

1 UDamage

=8 =4 =4 =8 -8 -8 -8 -8 -9

Difficulty

Difficulties from environmental hazards are minimal. Prolonged exposure to the oceancaatss
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 andeceive damage. Overalifficulty is 4/10.

MissionMetrics
1 Play Time: Dependant on server settings
1 Physical Length/Area in Unreal units:
0 X: 4094total length of play space Ocean)
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0 Y:4094total length of play space including Ocean)

0 Z:4096total height from sky dome to ocean surface.)
9 Visual Themes :

o0 Tropical Flora

0 Tropical beach

o Old World, Spanish Fort

0 WoodenGuardpost

LevelDetails

Theme/Mood
Tropical IslandFort:

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.

Goat The structure still has weight, bsbme walls have fallen and the stone show wear from
the salt air and sun.

Execution

9 Fort structure has broken walls
9 Multiple levels of the fort give the impression that the fort was once strong and large
1 The size of the walls and rubble communicatesrtfied structure

Goat 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 amyiting

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

1
T
1
T

Goal The mood is light and airy.

Execution
T ¢KS 20SIyQa SYSNIftR O2f 2N Oz3nROMI &F& 2 Ng A O K RG F
INBe adz2yS 2F GKS F2NIQa glffao
9 The sun is bright and air is thick with heat
1 The sound of waves and gulls in the background

Special Character/Vehicldeeds
T NA

Toby McCall Pagel|11 6/26/2009
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Key Assetaind Exact Araunts

1 Weapons/Ammo
o0 1 Shock Rifle or Sniper Rifle

2 Link Guns

2 Rocket Launchers

An additional 2 ammo packs for the Enforcer
2 ammo packs for each weapon (12 total)

O O O ©

1 VehiclesN/A
1 Interactive Elements3 portals; 13 jump pads; 1 lift

User Interface

o Player health
Player ammunition count
Player kill count
Payer death count
Player ranking

O O oo

Gameplay Mechanics
Prerequisite Skills

1 Min skills

0 Running
Jumping
Aiming
Shooting
Strafing

0 Item pickup
9 Skills Learned:

o Portal use

o Liftuse

O O oo

Backsory/History

Once a heavily fortified structure used to maintain control of profitable trade routes, Fort Marias has

begun to succumb to sun and sand.dtsnewallsI A @S gl & (2 GKS LaftlyRQa O2ya
main island rises from an emerald green ocearo8s from the main island, a lighthouse rises over the

waves.

Ddzf t & O2YLX FAY |IyR 20Sty ¢l @Sa ¢KAALISNI KdzaKSa | a
Such a beautiful vista creates a dramatic contrast with the brutal warfare taking pldua thié fort

ghtfta YR 2y (KS AaflyRQa oSk OKSao

Toby McCall Pagel12 6/26/2009



Multiplayer LDD Gt N} RAAS [2ai¢é

VisualReferences

Area 1:Main Island

TerrainfVegetation

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

Figure9Pal m trees and other various trees co
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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 17 Fort structure and raised sand walkway to small Island reference
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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

Toby MccCall Pagel|22 6/26/2009























































































