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“Arena 17” is a multi-player Deathmatch map designed for the latest game in the First-Person Shooter Unreal Tournament 3 .  Designed with 8-16 players in mind, Arena 17 takes place atop large skyscrapers in a sprawling, futuristic Metropolis. Despite “Deliverance” being designed primarily as a deathmatch experience, it is also a viable option as a Team Deathmatch map as well. Much thought and consideration has been given upon designing and balancing the map to ensure that provides an equal experience when playing either Deathmatch or Team Deathmatch. 


[bookmark: _Toc233452607][bookmark: _Toc233787817]Gameplay Overview
[bookmark: _Toc202768544][bookmark: _Toc233452608][bookmark: _Toc233787818]General Game Flow
The general game flow of Planet is a circular one similar to that of most deathmatch maps. Players can do battle within the large central area of the map or they can use various means to travel to the numerous satellite areas of the map and battle there. “Arena 17” places emphasis on keeping alive in a large open play space while occasionally making death defying leaps to grab the occasional power-up that may turn the tide of battle. One false step may send the player plummeting to their deaths. Players are also able to use the jump pads to rapidly traverse between the different platforms. This section provides a flow map below. 
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[bookmark: _Toc233787778]Figure 1 - Flow of main the main area of the map. Players can freely jump between levels while dueling.

[bookmark: _Toc202768545][bookmark: _Toc233452609][bookmark: _Toc233787819]Major Elements
	The major elements of “Arena 17” are the wide open spaces players battle on. Each combatant must take care to watch their step or fall to their deaths below. A massive, futuristic city provides a beautiful backdrop to the death and destruction taking place on top of the large towers. Jump pads and portals play key roles in gaining the upper hand on opponents.
· Floating, non-interactive vehicles surveying the map to add more life to the environment.
· The appearance of a large arena high off the ground.
· Major gameplay hooks are the openness of the map and the feeling that you can be anywhere within a split second with all of the jump pads.
· Wow moments include the overall settings and the feelings of vertigo it evokes.
[bookmark: _Toc202768546][bookmark: _Toc233452610][bookmark: _Toc233787820]Major Objectives
Like all Unreal Tournament 3 Deathmatches, players must rack up as many kills as possible within the allotted time limit. The player either reaches the kill limit first or has the most kills before time expires wins the match. With those goals in mind, players must become aware of their surroundings and never stop moving around. Generally the kill limit is 20 with the time limit being 20 minutes but, similar to all UT3 maps, players have the option of changing those metrics to suit their needs. 

[bookmark: _Toc202768547][bookmark: _Toc233452611][bookmark: _Toc233787821]Environmental Hazards
Players much watch their step and take care not to fall off the edge of the map. This is a likely scenario if players are not careful and do not time their jumps appropriately. 
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[bookmark: _Toc233452612][bookmark: _Toc233787822]Technical Overview
[bookmark: _Toc202768549][bookmark: _Toc233452613][bookmark: _Toc233787823]Mission Location
· Setting – Atop large skyscrapers in The City of the Stars, Planet 17, August 21st, 2341
· Time of Day – Late evening to late night, around 10 pm to 1 am
· Season - Summer
· Weather – Stormy skies with lighting occasionally flashing behind them. No rain is present.

[bookmark: _Toc202768550][bookmark: _Toc233452614][bookmark: _Toc233787824]Gametype(s)
· Deathmatch
· Min Players: 8
· Ideal Players: 8
· Max Players: 16
· Team Deathmatch
· Min Players: 8
· Ideal Players: 8
· Max Players: 16

[bookmark: _Toc202768551][bookmark: _Toc233452615][bookmark: _Toc233787825]Items/Powerups

Weapons
· Link Gun – Rapid-fire medium range weapon whose secondary function fires a stream of plasma. Rate of fire is slower than that of the Stinger Minigun but lacks the formers windup time.
· Bio Rifle – Fires powerful arcing blobs good for taking out armored opponents. Good in medium and close range situations
· Sniper Rifle - Powerful long-range rifle.
· Rocket Launcher - Extremely powerful medium to long range weapon that can fire one to three rockets at a time.



Items
· Small health - Restores 5 units of health
· Medium health - Restores 25 units of health
· Keg O’ Health – Restores 100 units of health
· Link Gun Ammo – Ammo for the Link Gun
· Sniper Ammo – Ammo for the Sniper Rifle
· Rocket Ammo – Ammo for the Rocket Launcher
· Bio Rifle Ammo – Ammo for the Bio Rifle 


Armor
· Vest - Grants 50 units of armor
· Thigh pads - Grants 30 units of armor

Power-ups
· UDamage  – Doubles any damage dealt by user
· Slow field  – Slows down time around user

Other
· Shock Turrets – Stationary turrets utilizing the same technology found in the shock rifle. Seats one person.

[bookmark: _Toc202768552][bookmark: _Toc233452616][bookmark: _Toc233787826]Difficulty

Difficulty rating: 2 – 3 out of 5

Reasoning: “Arena 17s” layout is fairly easy to pick up but difficult to master. Players will need to time their jumps perfectly if they want to get the best power-ups. They must also take care to watch for any other players who use the rotating turrets. They must find a way to neutralize these players 

[bookmark: _Toc202768553][bookmark: _Toc233452617][bookmark: _Toc233787827]Mission Metrics
· Play Time – 10 -20 minutes depending on time limit agreed upon by players
· Physical Length/Area  – 4096 UT3 units (2048 x 1024 UT3 units in the main area, 1024 x 512 UT3 units in the two smaller areas.
· Visual Themes – Each play space sits atop large, futuristic skyscrapers looking down upon hundreds of other smaller skyscrapers and futuristic high ways while large and smaller ships occasionally fly by. 
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[bookmark: _Toc233452618][bookmark: _Toc233787828]Level Details
[bookmark: _Toc202768555][bookmark: _Toc233452619][bookmark: _Toc233787829]Theme/Mood
A bright and futuristic, larger than life arena is the main theme of “Arena 17”. Evoking feelings of awe with the occasional bout of vertigo, “Arena 17s” art style and architectural structure will have players leaning in and out of their seats as they struggle to grab far away power-ups to gain the upper hand on their opponents. “Arena 17” uses the following elements to accomplish these goals.
· Large skyscraper meshes found in the UT3 editor
· Smaller skyscraper meshes intertwined to give the feeling of being in a large, bustling city
· Dark clouds providing start contrast to the bright city lights
· Kizmet scripting such as flyovers using various space ship meshes found in the UT3 editor, moving parts of the buildings, hovering televisions and other special effects
· Various sound effects such as thunder, the subtle sounds of honking horns and public chatter

[bookmark: _Toc202768556][bookmark: _Toc233452620][bookmark: _Toc233787830]Special Character/Vehicle Needs
N/A
[bookmark: _Toc124311113][bookmark: _Toc233451884][bookmark: _Toc233452621][bookmark: _Toc202768557][bookmark: _Toc233787831]Key Assets and Exact Ammounts
· Weapons/Ammo
· Link Gun X 2
· Rocket Launcher X 2
· Bio Rifle X 1
· Sniper Rifle X 1
· Rocket Launcher ammo X 4
· Link Gun ammo X 4
· Bio Rifle ammo X 2
· Sniper Rifle ammo X 2
· Health vial X 10
· Health Pack X 8
· Big Keg O’ Health X 1
· Thigh Pads X 1
· U Damage X 1
· Armor  Vest X 1
· Vehicles - None
· Interactive Elements 
· Turrets X 2 (in place of Shock Turrets)
· Etc.
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· Pre-Game Information
· Go to the title screen to select game type
· Select the game type (Deathmatch in this case)
· Choose a map
· Choose settings such as time limit, number of bots, etc.
· Start map 
· In-Game Information
· Wait for other users to appear in map
· Press fire to spawn in map
· Run around and rack up as many kills as possible while trying to survive yourself
· Time limit is reached
· Post Game Information
· Debriefing
· Stats/Players compare how many kills they each have
· Choose to select another game or quit the game.
[bookmark: _Toc233452623][bookmark: _Toc233787833]Gameplay Mechanics
· Prerequisite Skills – Potential players must be able to use a mouse and keyboard, use the mouse to look around, use the keyboard to move forwards, backwards, strafe right to left, jump using the space bar, use the left mouse button to use primary weapon function and use the right mouse button to use secondary weapon functions.
· Skills Learned – Players learn to use Rocket Launcher, Link Gun, Bio Rifle, and Sniper Rifle effectively along with the Enforcer and Impact Hammer. 
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City 17, commonly referred to as simply “The City of the Stars”, is the gargantuan capital city of Planet 17. With a massive radius of over 3000 miles, City 17 is the perfect home for the rich and famous. Huge sky rise apartments stretching past the clouds, five star restaurants galore, and luxury cars fill the streets of City 17. Anything is available in the city for the right price. Drugs, booze, even entire planets are some of the things up for auction to those with a fat enough wallet. With the extravagant tastes of the individuals who live here, it’s no surprise that they would also have extravagant tastes in entertainment as well. That’s where the Unreal cooperation comes in.

	Demanding more extreme forms of entertainment, Citizens called on the Unreal  Corperation  to provide  City 17 with all of the gory entertainment they could ever want. With the absurd amount of money they were offering the Unreal cooperation (equivalent to about 10 trillion US dollars today), who could say no? Unreal decided to set up shop in City 17, creating a huge arena fit for the city. But oh no, the citizens weren’t satisfied. “An arena on the ground? Pfft. How common!”, the public scoffed. It was then the President of the Unreal cooperation got an idea. “Why not hold the tournament in the air?” Thus Arena 17 was born. Simplistic name? Maybe, but any who hear its name instantly know what it’s all about. 
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	Choosing this color palette helps create the feeling of being in a massive building full of huge, larger than life skyscrapers. The browns and grays help create a cold, ominous feeling of being on a massive aerial sky arena while the lighter and warmer colors helps to not overwhelm players. The color choices are there to help create the mood of a bright city at night with looming thunderclouds overhead.

[bookmark: _Toc233452626][bookmark: _Toc202768560][bookmark: _Toc233787837]Area 1: Arena 17
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[bookmark: _Toc233787779]Figure 2 - Battling atop massive skyscrapers is sure to provide memorable experiences for players.
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[bookmark: _Toc233787780]Figure 3 - The main skyscrapers doubles as the main play space
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[bookmark: _Toc233787781]Figure 4 - City 17 city block
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[bookmark: _Toc233787782]Figure 5 – City 17 city block
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[bookmark: _Toc233787783]Figure 6 - City 17 city block
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[bookmark: _Toc233787784]Figure 7 - City 17 city block
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[bookmark: _Toc233787785]Figure 8 - City 17 Skyscrapers
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[bookmark: _Toc233787786]Figure 9 - Massive City 17 Skyscraper
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[bookmark: _Toc233787787]Figure 10 - Passenger ship
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[bookmark: _Toc233787788]Figure 11 - Rotating turret platforms
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[bookmark: _Toc233787789]Figure 12  - The very few interior parts provide a nice contrast from the outdoor areas and cover from the turrets.
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[bookmark: _Toc233787790]Figure 13 - Exterior parts of Arena 17 provides beautiful scenery
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[bookmark: _Toc233787791]Figure 14  - Thunderclouds over city
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[bookmark: _Toc233787792]Figure 15 - City 17 at night with storm clouds looming in the distance
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[bookmark: _Toc233787793]Figure 16 – The beautiful city lights provide a nice contrast between the dark clouds and night sky
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[bookmark: _Toc233787794]Figure 17 - City 17 at night
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[bookmark: _Toc233787795]Figure 18 - The Iron Guard
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[bookmark: _Toc233787796]Figure 19 - The Ronin
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[bookmark: _Toc233787797]Figure 20 - The Krall
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[bookmark: _Toc233787798]Figure 21 - The Liandri
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[bookmark: _Toc233787799]Figure 22 - The Necris
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[bookmark: _Toc233787800]Figure 23 - Isometric views of a map made in Google SketchUp
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[bookmark: _Toc233787801]Figure 24 - Overhead view of map made in SketchUp
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[bookmark: _Toc233787802]Figure 25 - Sideview of map made in Google SketchUp
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[bookmark: _Toc233787803]Figure 26 - Original DM17 map from Quake 3: Arena
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[bookmark: _Toc233787804]Figure 27 - Unreal Tournament 3 remake of DM17
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[bookmark: _Toc233787805]Figure 28 - Level 3: Most of the weapons are located here to start players off.
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[image: ]
[bookmark: _Toc233787806]Figure 29 - Level 2: Much of the health and some of the weapons are here. Can get to Level 2 and Level 1 from here.
[bookmark: _Toc233787847]Arena 17 – Level 1
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[bookmark: _Toc233787807]Figure 30 - Primary level and primary jump pad platform. Can get to sniper platform, level 2, and level 4 from these platforms

[bookmark: _Toc233787848]Arena 17 – UDamage, Sniper platform, and turret platforms
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[bookmark: _Toc233787808]Figure 31-Turrent platforms, UDamage platforms, and turrent platforms. Players can snipe on this platform, take advantage of the rotating turrets, or grab the UDamage.
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