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QuickSummary

Seventeenin5 al 22NJ oNAy3Ia | w201 Wy wz2ff SR3IS (G2 GKS Of
Warriorso | G Gt S G2 RSI K bidkén, fibaing) gutaF. Thie shaw@ed floatilgiBres af the

electric guitar serve as an outer space deathmatch arena. The lightsandsounda 2 F w201 yQ w2
LISNF2NXYI yOS al GddzN> 6S GKS SY@ANRBYYSYydG ONARYy3IAY3I | a

Seventeen in D Major is a Multiplayer First-Person Shooter Deathmatch intended for twelve to sixteen players.

N
&S cenicen

Figurel: This is Seventeen in D Major. This is Rock and Roll.
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Gameplay Overview

General Game Flow

Seventeen in D Major encourages a multi-platform arena game flow. The fragmented pieces of the broken guitar serve
as multiple mini-arenas. With the fast-paced carnage typical of a DM17 style map, the player meets opponents,
moments after spawning and fights a path from mini-arena to mini-arena. Yellow platforms float above the four corners
of the guitarQ &  GetiRgiu four mini-arenas. The broken fretboard of the guitar allows for a treacherous path to the
headstock at the end of the neck. The headstock of the guitar serves as a sniping platform distant from the main body of
the guitar, but not so isolated that opponents cannot get there in a few quick bounces from jump-pads. The U Damage
and Keg of Health rest at the opposite end of the map on top of the center floating platforms, encouraging players to
explore the entire play area to collect Health, Weapons and Pick-ups (see figure 10 for optimal gameflow path).

An example of flow follows:

1. A player spawns into the map and grabs the rocket launcher.

2. Immediately finding himself in the midst of battle, he dodges to the side firing a rocket into an opponent.

3. The player bounds across a series of jump-pads to a distant platform streaming through a line of health vials
floating above the void.

4. Once on the platform the player grabs the sniper-rifle and fires off a few shots before giving away his position.

The player must keep moving.

6. Back across the jump-padss to the body of the guitar, the player fires his rocket launcher to clear two opponents
from his landing spot.

7. Out of nowhere, a Bio Rifle blast clings to his back. As he turns to see where the attack came from, he sees his
attacker reeling back from a flanking Stinger Mini-Gun attack and watches him fall to his death.

8. The player launches another rocket knocking the other attacker off the same edge and makes his way through a
portal.

o

¢tKS OflFaaArl0 5amt YILI AYALANBR GKA&A GeLlS 2F Ftzgd !y |
that of a guitar (see figure 9).

Note: See figure21 F 2 NJ 4 KS 3JdzA i NR&a oF&aA0 lytrdz2vyeo

Todd Gorang Page |6 2/18/2009


http://en.wikipedia.org/wiki/Fingerboard
http://en.wikipedia.org/wiki/Headstock

Multiplayer LDD Seventeen in D Major

Major Elements

The player fights on a giant red guitar in the style of the classic DM17 map. Jump-pads launch players in opposing

directions to reach distant platforms. The Keg of Health floats a double-jump away from the top of a vertical moving

LX F F2N¥e® ¢KS [AIKGA YyR az2dzyRa 2F w201 yQ w2tf Sy3dd
opponents.

A list of major elements follows:

1. Jump-Pads through pick-ups

2. Clustered Jump-Pads allow the player to make a quick choice of direction to leap in reaching higher platforms.
(see figure 19)

3. Jump-Pads squeal with the sound of an electric guitar power note.

4, ¢ KS OSy G SNJ a[ A snétantly,lajid prévifie tNa\playdt dvith $hé meéhs of reaching the Keg of
Health. (see figure 15)

5. 1ff LRNIIFIfa SIR (42 GKS OSyidSN 27T -ldwerplatrdzfacingthd)d o6 2
Shield Belt Pick-up. (see figure 18)

6. Thept I G F2N)Y | G (K ShosB dwhsiiperMd&Egon ficiSup With & cieabline of sight (see figure 16).

Major Objectives

The first player with 20 kills wins. Players fight to collect the more powerful weapon pick-ups. Open spaces and little
cover require a player to keep moving and fight his way to the numerous health and armor pick-ups. A player executes a
dominant strategy by staying on the move and taking advantage of the jump-pads passing through heath vials. A player
must keep moving from platform to platform to collect health and armor and balance the inevitable toll of damage in
this hectic battle. The player zips in and out of portals to keep his distance or hold his position riding the center lift up to
the health keg.

Environmental Hazards

The playfield exists on a series of free-floating outer space platforms. A player must maintain control when nearing the
edges of the playfield or bouncing across any one of the many jump-pads. Without a constant awareness of his
surroundings, the player risks falling over the edge to his death (see figure 20).

Todd Gorang Page |7 2/18/2009
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TechnicalOverview

Mission Location

9 Setting - In a time when Rock reigns supreme over the entire universe, this futuristic adventure takes place on a
G 0 dza ( S Riéating idzutiérispéice somewhere outside the Milky Way galaxy.

9 Time ¢ N/A (Play takes place in the cold blackness of outer space.)

9 Season ¢ N/A

I Weather - clear

Gametyp€s)

9 Deathmatch
0 Min Players: 1 vs. Al Bots
0 Ideal Players: 12 - 16
0 Max Players: 16 (see figure 10 for player and Al spawn locations)

Items/Powerups
1 1 Sniper Rifle
1 2Link Guns
M 2 Rocket Launchers
9 2 Stinger Mini-Guns
1 2BioRifles
1 2 ammo packs for each weapon located on either side of weapon pick-up.
9 An additional 2 ammao packs for the Enforcer
91 1 Thighpads
T 1Vest
9 1 Shield Belt
1 1 UDamage Power-up
f m YS3 hQ | SIfdK
9 6 Medium Health Boosts (25 pts each)

=

24 Health Vials (5pts each)

See figure 10 for more specific item/powerup placement locations

Difficulty
Extreme combat and high-powered weapons and pick-ups require advanced player skills. Few walls or railings exist. The
player must watch his step or fall into space (see figure 20). Difficulty rests at 5 out of 5.

Todd Gorang Page |8 2/18/2009
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Mission Metrics

9 Play Time: 20-minute time limit, however due to the insane nature associated with a DM17 style map, expected
playtime rests at around 10 minutes.

9 Physical Length/Area: 4030 UnrealUnits by 7700 UnrealUnits (see figure 10)
§ VisualThemes:! G 0dzAaGSRé St SOGNRO 3FdA Gl NI FE2FGAy3a Ay 2dzi S
caught in fierce combat. (see figure 11 ¢ 13)
LevelDetails
Theme/Mood
CASNDS O2yYolidlyda ordGatS G2 GKS RSFGK Ay I w201 WYy w

space, the wild projectile snagged a payload of colored par cans that serve as the lighting for this outer space arena. An
ambient glow from the starry sky provides an overall glow to the map, but the bright focused colors from the par cans
pierce beams of light through the dust accompanying the wreckage (see figure 7). Pearloid iridescent textures gloss the
surfaces of this giant red guitar (see figure 4). Jump-pads scream with the sounds of a screeching electric guitar as
players leap from platform to platform. This is rock and roll.

Special Character/Vehicldeeds

1 Map includes no vehicles and uses standard multiplayer characters from the Unreallll set. Map requires no
additional player models.

Gameplay Mechanics

9 Prerequisite Skills
0 Players have intermediate to advanced skills and understanding of First Person Combat in Unreal
Tournament 3These skills include the following:
1. Ability to Aim with the mouse while strafing
2. The Double-Jump (necessary to reach the Keg of Health (see figure 14 & 15))
3. Dodging (Double tap Right and Left)
4. Aiming while in mid-air
9 Skills Learned
0 The map teaches no new skills

Todd Gorang Page |9 2/18/2009
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Backsory/History

The Interstellar God of Rock W Roll brings the wildest groove to any rock arena. Staging a battle of the bands, the giant

rock god saves his performance for last. In the midst of his performance, during a most insane guitar solo, the D string

snaps. He strums more fiercely against the remaining strings hoping to make up for the loss of the D string and in a fit of

rage, tears through the remaining strings in one swipe. The crowd erupts screaming with excitement at the intense
display of pure rock rage. However, less than satisfied with hisown LIS NF 2 NXY' | y OS> (KS Ay G SNAI
smashes his guitar on stage. The crowd goeswild.! & A ¥ (GKIFG 6SNB y28i Sy2dzaAKzZ (KS
through the stage lights and into outer space. For any other performer, this means the end of the show, but not for this

mega god. To express further his anger, the rock god spawns tiny soldiers from all over the galaxy to battle to the death

Ay GKS Y2ad AyalyS O2Yol (iBarélyNiBayelof tHeissurOunding, theytinAcbrgb&adts 5 a M
engage in a battle to the death.
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VisualRderences

ColorPalette

Figure2: Color Palette

The color palette contains a combination of primary colors for light sources similar to those in a rock stage, and darker
pastel variants of blues and reds to shade edges of the guitl NdRearloidé body. Chrome and metallic colors shade the
inner platforms representing the 3 dzA (i | NX apickBpfs. Sharlés Nibrgwin @exture the broken fret board.

Figure3: Glossy surfaces and chrome metal textures
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Figure4: Pearloidiridescent textures, specifically RED
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Figure5: Architecture/Static Meshéndscape models (Volume and Tone Controls)

Figure6: Colored PaiCan Lightsloating in space
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Figure8: Colored Lighting
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Figure9: Guitar Overlay @S NJ & ¢ KS [ #haSye of thecladdiRBNEL7 Map

Todd Gorang 2/18/2009
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Multiplayer LDD
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FigurelO: Top and Side View on Grid with Key/Legend
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This lift moves vertically from red base to above the yellow platforms

Figurell: IsometricView and Center Moving Lift Platform

Figurel2: SidelsometricView

Figurel3: FrontlsometricView
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r— V.l R ‘ ‘ = : = I
Double-Jumps reach Chest armor and
Med Health

mest Armor;

Figurel4: Electric Guitar "PiclkJps" serve agenter platforms.

o KEG

Player must Double-Jump
to reach Health Keg while
Lift is at its highest point

Figurel5: Center "Lift" provides access to "Keg of Health"
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Figurel6: Sniper's View from Distant Headstock Platform

Figurel7: Tone Controls Provide SarCover

Todd Gorang Page |19 2/18/2009



Multiplayer LDD Seventeen in D Major

All Portals Output Here facing Shield Belt

Figurel8: All Portals Lead to Shield Belt Piak
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Figurel9: Jump Pad Clusters and "U Damage" Rigk
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Figure20: Falling from a platform means certain death for the player.
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-HEADSTOCK

Figure21: Basic Anatomy of a Guitar
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