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Quick Summary
The paradise that once was Xyphos III has been lost to the torrential acid rainfall that threatens to drown the Tournament combatants.

Fight to the death among the ruins of a construction site as it slowly floods with dangerous acid rain.  The concrete rubble and walls serve as an ideal deathmatch arena, surrounded by the deadly water.  The rising water adds a new element of danger to this DM17 inspired map.  The Sheraton on Xyphos III is a multiplayer, first person deathmatch map intended for eight to sixteen players.
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Figure 1 - An abandoned hotel slowly dissolving in acid rainwater.

Gameplay Overview
General Game Flow
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The Sheraton on Xyphos III closely follows the example set by the original DM17 in that it is an open, chaotic map.  While some cover is present, the focus is on fast-paced gameplay and movement.  Multiple jump platforms enable the player to traverse the play space quickly, while teleporters link the more distant areas to the central combat zone.  Elevators link vertical levels together, further enabling quick movement.
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Players often find themselves chasing an opponent, while yet another opponent chases them.  If lucky or skillful, a player may find a corner of the map devoid of other players... a perfect opportunity to take long-range shots at opponents.  As the map progresses, the floodwater begins to rise, effectively removing lower levels from play.  Dedicated players may be able to traverse the treacherous water long enough to pick up the UDamage in the basement or the Keg of Health on the main floor, but at the cost of a dangerous trip into the damaging, acidic waters.
Because the water rises over time to cover about half of the map, the player spawn points change over time as well, moving from the lower floors to the outbuildings surrounding the hotel proper.  This alters the player flow direction without disrupting the speed of the map.  The flow example provided demonstrates a typical player experience during the first phase of a match.
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Figure 4 – Rising rainwater forces players to the upper levels of the map.
Flow Example
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1. The player spawns with a minigun, on the second floor facing a rocket launcher

2. The player prefers the rocket launcher and pickets it up, only to spy enemies below.

3. Player engages the enemies, getting a double kill, and then heads toward the broken floor to access the basement.

4. The player finds the UDamage unclaimed in the basement (4a), picks up a nearby Flak Cannon (4b), and heads upstairs.

5. The player takes several jump pads to skirt the perimeter of the map, taking out as many enemies as possible with the minigun.  Eventually the UDamage wears off.
6. Low on health, the player rushes back to the center of the map, where a Keg of Health just spawned.  Unfortunately, many other players converge on the spot and the player dies in midair from a well-aimed rocket.
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Major Elements
The ruined construction site resembled the classic DM17 from Quake III.  A central cluster of jump-pads enables quick travel to all points of the map. Additional jump pads ring the construction site, reinforcing the core “high-speed” gameplay message.  Powerups placed on the lower floors encourage risky behavior later in the match.
Major elements include:

· Rushing, rising acid rainwater threatens to carry the player away in the current or completely dissolve them.

· Particle emitters create the visual effect of rushing water splashing and surging against the building.  Audio cues placed nearby enhance the effect.

· Heavy rain, roiling clouds, and occasional peals of thunder create a chaotic ambiance throughout the level.

· Deep acid rainwater beyond the buildings kills all players that fall off the level.

· Players start with a Stinger Minigun instead of the Enforcer, enhancing the Quake III DM17 feel.

· Small auxiliary buildings serve as spawn locations and sniper platforms.

· Lifts on the auxiliary buildings enable quick and easy vertical movement.

· Portals on the auxiliary buildings allow players to return to the main building.
Major Objectives

The first player to score 20 points wins.  Players gain per kill and lose one point per suicide (by falling off the level, drowning in acid rain, etc.).  Alternately, the player with the highest score after 10 minutes wins.  The match host may change both the number of points to win and the playtime.

In order to win, the player must stay on the move at all times.  Standing still for too long ensures a quick death at the hands of other players or a slow death to acid rainwater.  Players must constantly resupply ammo and health in order to survive.
Environmental Hazards

Long falls present a minor threat to players.   Falling more than one story causes a small amount of damage.  The water surrounding the level is more of a threat, as falling into it ensures an immediate death.  In addition, the water that floods the level slowly damages the player, providing a dynamically changing hazard.
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Figure 6 – Left to Right: Three phases of flooding
Technical Overview
Mission Location

· Setting – An abandon hotel construction project on the jungle planet Xyphos III
· Time of Day – Early afternoon
· Season – The same as it is year-round: the rainy season
· Weather – Heavy rain and clouds, with a chance for thunderstorms
Gametype(s)
· Deathmatch
· Min Players: 1 vs. AI Opponents
· Ideal Players: 8-12
· Max Players: 16
Items/Powerups

· Weapons
· Each player starts with 1 Stinger Minigun and 1 Impact Hammer

· 3 Shock Rifles

· 4 Rocket Launchers

· 3 Link Guns

· 2 Flak Cannons

· Ammunition

· 2 ammo packs with each weapon placement
· 4 Stinger Shard placements

· Health
· 1 Keg of Health (100 points)

· 8 Medium Health Packs (25 points each)

· 20 Health Vials (5 points each)

· Armor

· 1 Armor Vest (50 points)

· 1 Thighpads (30 points)

· Powerups

· 1 UDamage (double damage)
Difficulty

The Sheraton on Xyphos III features long-range combat, precarious ledges, and dizzying heights.  Acid rainwater surrounds the level, and slowly seeps into the level itself.  Advanced play techniques are necessary for survival.  The Sheraton on Xyphos III rates as a 5 out of 5 on the difficulty scale.
Mission Metrics

· Play Time: The default time limit is 20 minutes.  However, matches often last 8-12 minutes.
· Physical Length/Area:  Approx 5000 Unreal units (uu) wide x 8000 uu long and 2000 uu high
· Visual Theme:  A crumbling concrete ruin in a rising jungle river during a thunderstorm
Level Details
Theme/Mood
Torrential rain permeates the level, obscuring vision and drowning out the sounds of combat.  The light trickling through the dark clouds is a sickly hue of yellow, and the rushing water below has a cloudy green hue.  The gray concrete ruins stand out amidst the water, the skeletal remains of a long-forgotten construction project.   The jungle can be seen in the distance, slowly disintegrating under the constant downpour of acid rain.  All of these elements combine to reinforce the sense that this place sat neglected for a very long time.

· Cracked and pitted concrete materials create the sense of disuse amongst the ruins.

· Background vegetation statics give a sense of place on a jungle world.

· Particle emitters create slowly moving, roiling cloud cover.

· Static planes place animated rain materials into the scene, creating a torrential downpour.

· Specially placed emitters and movers create the illusion of water splashing and churning against the walls.

· Occasional peals of thunder accompany toggled lights and particle emitters to create lightning effects.
· Physics volumes set to damage and push the player add the feeling of swift, acidic water.
Special Character/Vehicle Needs

The Sheraton on Xyphos III uses standard Unreal Tournament III character models.  Players are equipped with a Stinger Minigun instead of an Enforcer.  Kismet script provides this ability to alter the player’s default inventory.  No vehicles exist on the map.
Key Assets and Exact Amounts
Please see the overview map in the “Detailed Maps” section for specific placements
· Weapons

· Each player starts with 1 Stinger Minigun and 1 Impact Hammer

· 3 Shock Rifles in auxiliary buildings

· 4 Rocket Launchers in the main building, 2nd floor

· 2 Link Guns in the main building, 3rd floor

· 1 Link Gun in an auxiliary building, 3rd floor

· 2 Flak Cannons in the basement of the main building

· Ammunition

· 2 ammo packs with each weapon placement

· 4 Stinger Shard placements on the 1st floor of the main building

· Health

· 1 Keg of Health (100 points) on the 1st floor of the main building

· 8 Medium Health Packs (25 points each)

· 2 placements on the 1st floor of the main building

· 2 placements in the basement of the main building

· 1 placement in each auxiliary building

· 20 Health Vials (5 points each)

· 12 placements along jump paths to auxiliary buildings

· 4 placements in the basement of the main building

· 4 placements on the 2nd floor of the main building

· Armor

· 1 Armor Vest (50 points) on the 2nd floor of the main building

· 1 Thighpads (30 points) on the 2nd floor of the main building

· Powerups

· 1 UDamage (double damage) in the basement of the main building

· Player starts

· 4 in the basement of the main building that are disabled once the water starts to engulf the basement

· 4 on the 1st floor of the main building that are disabled once the water starts to engulf the 1st floor

· 4 on the 2nd floor of the main building

· 4 on the 3rd floor of the main building

· 2 in each auxiliary building that are enabled when the basement and 1st floor starts are disabled

· Jump Pads

· 3 in the basement of the main building

· 6 on the 1st floor of the main building

· 6 on the 2nd floor of the main building

· 2 on the 3rd floor of the main building

· 2-4 in each auxiliary building

· Portals

· One in each auxiliary building, all leading to the main building

· Lifts/Elevators

· One in each auxiliary building, lifting the player from the lowest floor to the highest floor
User Interface

The Sheraton on Xyphos III uses the standard Unreal Tournament III user interface. 
Gameplay Mechanics

· Prerequisite Skills
· First-person movement (WASD/mouse controls), including jumping

· Basic aiming abilities

· Familiarity with Unreal Tournament III weapons, including primary and secondary fire

· Ability to double-tap a direction to dodge

· Knowledge of jump pads

· Knowledge of lifts/elevators

· Knowledge of teleporters

· Basic knowledge of Unreal Tournament hazards

· Skills Learned

· Movement in rushing water

· Long-range combat techniques

· Aiming while contending with reduced visibility

· Aerial combat (due to jump pads)
Backstory/History
Xyphos III used to be a lush jungle paradise.  While in the outskirts of known space, the planet’s natural beauty and tropical climate made it a prime vacation spot for the ultra-rich and the powerful.  Starwood Hotels and Resorts, a slowly collapsing company, decided to build a series of Sheraton budget resorts on Xyphos III to attract more budget-conscious travelers to the planet. Around the same time, a survey crew discovered massive fuel deposits near the planet’s poles, making it a target for industrial development.  The Liandri Corporation swooped in and bought the entire planet.  Extraction plants were built, factories were set up, and the toxic chemicals dumped on this unregulated world quickly poisoned the planet’s environment.  Once Liandri started the Tournament, they saw an opportunity to use the now-crumbling ruins of the former tourist trade as short-term arenas.  Liandri completed the conversion of the Sheraton for arena use… just in time for the rainy season.
Visual References
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The Sheraton on Xyphos III features many cool, complimentary colors.  The level’s concrete buildings all share similar, neutral colors.  Some minor warm elements are visible in small bits of metal sticking through the concrete.  The level’s backdrop of water and jungle features primarily greens and blues, which contract nicely with the neutral concrete but compliment the cool hues.  Combined, these colors portray a sense of unease, as the player would expect a jungle environment to feel warm and inviting.  The Sheraton is not welcoming… it is a cold, lifeless place.
Hotel/Buildings
The hotel and surrounding buildings were never completed.  Left in a half-finished state and exposed to the harsh elements for many years, the site is slowly decaying.  All that is left is the shell of the buildings themselves, and even that is falling apart.
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Figure 8 – Hotel / Building reference photos
Jungle River
A verdant but sickly jungle surrounds the ruins of the hotel, providing the setting for the level.  The ruins lay in the rushing water of a flooded jungle river.
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Figure 9 – Jungle river reference photos
Detailed Maps 

Overview Maps
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Figure 11 - Floor 1 Overview
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Figure 12 - Floor 2 Overview
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Figure 13 - Floor 3 Overview
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Figure 14 - Floor 4 Overview
Walkthrough/Detailed Map Description

Main Building
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Figure 15 - The UDamage in the basement is surrounded by cover.
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Figure 16 - The cluster of jump pads and Keg o Health on the first floor are a focal point for action.
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Figure 17 - Walls througout the level provide some cover from long-range attacks.
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Figure 18 - Third floor platforms provide a height advantage and cover.

Ancillary Buildings
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Figure 19 - The three towers on surrounding the main building feature similar layouts: 2nd floor jump pad & health, 3rd floor player starts and weapon, 4th floor jump pad target and portal
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Figure 20 - The smaller ancillary building provides multiple routes back to the main building.
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Figure � SEQ Figure \* ARABIC �3� – Long-range combat is easy in DM17’s open environment.





Figure � SEQ Figure \* ARABIC �5� - Main building jump pads





Figure � SEQ Figure \* ARABIC �7� - The Xyphos system, with Xyphos III in the foreground
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