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Revision Notes

10/29/06 – Initial version of document

10/31/06 – Reference Images, Maps Added

11/02/06 – Grammar corrections, formatting changes made.
Quick Summary

Capital City is a medium-sized Defend-The-Penguins (DTP) Map for Snowball Effect, an Unreal Tournament 2004 Modification. The map is set in a snow-covered urban setting, with the two teams fighting over control of three Penguin Idols. 

Gameplay Overview

The player goals in this map are the same as they are in every DTP map: the capture and defense of two or more of the Penguin Idols.  The Penguin Idols are located in or around a large park in the center of the map, and players must capture and hold at least two of these Idols in order to gain points.  In order to capture an Idol, a player must bring an Idol back to their team’s base, which are located in smaller parks to the east and west of the central park, and place it on one of the pedestals in their base.  

General Game Flow
· Attempt to capture Penguin Idol(s) from central park area.
· Return to team base with Penguin Idol(s).

· Defend Penguin Idol(s) from opposing team.

· If Penguin Idols are captured by opposing team, attempt to retake them before the opposing team wins the match.

Major Elements
· Large Central Park Area for open-area battles
· Tight side-streets and back-alleys for close encounters

· Rooftop-Sniping Positions Adjacent to each team base

· Multiple above-ground approach angles to each base

· Frozen sewer system for underground, covert assaults

Objective Summary

· Gain 200 points before the opposing team, by capturing and holding two or more of the Penguin Idols.

· If Penguin Idols are captured by opposing team, attempt to retake them before the opposing team wins the match.

Environmental Hazards

There are three environmental hazards that the player needs to consider in this level: Standing/Flowing Water, Sanded Streets, Salted Streets. These hazards have not been tested in game play, however, so if testing shows them to be more of an annoyance then practical, they will be removed from the level.
· Standing or Flowing Water – These hazards only exist in the sewers and in the central park area, and are very sporadic. If a player falls into one of these areas, they die instantly or quickly thereafter (comparable to lava in the original game types).  
· Sanded Streets – The two highways at the northern and southern edges of the map have sand scattered across them to provide better traction for traffic. For snowmen, the primary effect of sand is that it reduces their running speed by half.  This is done to reduce the overall effectiveness of these approaches to the two team bases. Sand does not completely cover the two highways, so careful players can still make use of these approaches.

· Salted Streets – Spread across some of the streets in Capital City is a thin layer of salt laid down to melt the snow, and any snowman that walks across a salted area takes a small amount of damage for each step they take.  Making the salted areas visible to the player and not just a constant annoyance is probably the biggest difficulty with this hazard.
Technical Overview

Campaign

· There is no campaign in Snowball Effect, but of the four levels that come with the mod, this level is intended to be the most basic/straightforward.
Mission Metrics

· Play Time: Determined by player settings, however long it takes to reach the point threshold set by the player (default: 200 points).

· Physical Length: About three small city blocks
· Physical Area: About 10240 (width) x 5600 (breadth) x 2800 (height) UnrealEd units
· Visual Themes: Urban playgrounds & parks, frozen sewers, rooftops, back alleys and side streets.
Mission Location

· Mood: Somber (due to snow and time of day), but varied by presence of seemingly-out-of-place building styles and colors.

· Setting: Capitol City, Hazelwood Park Area – A snowy, urban setting, with bright colored building highlights and abstract building styles to break up the (expected) monotony of having snow-focused game.

· Time: 3 AM / middle of the night

· Season: Winter

· Weather: Snowing

Gametypes

· Defend The Penguins (DTP)
· Min Players: 6
· Ideal Players: 8
· Max Players: 12
Items/Powerups

· Weapons Available: Salt Gun, Coal Launcher, Hot Poker Rifle, Combat Shovel, Sand Mine Layer

· Powerups Available: Salt Chunks, Barbeque Pack (Coals and Molotovs), Pokers, Sand Mines, Snowballs (Health +25), Water Spray (Armor +50)
· Unlock Weapons:

· Opposing Team reaches Phase 2 ( Unlocks Heal Gun 

· Opposing Team reaches Phase 3 ( Unlocks Freeze Ray

· Opposing Team reaches Phase 4 ( Unlocks Flamethrower

Difficulty

Based on the distribution of environmental hazards and the general map layout, Capital City is one of the easier maps in Snowball Effect.
Technical Details

Level Atmosphere/Mood

This level intentionally gives off a slightly eerie feeling since it is combining two elements that do not seem like they belong together: the gritty, creepy feeling of a bustling city at night, and a cartoon-like architectural style.  The (relative) silence of a city at 3 AM combined with the fresh snowfall creates a somewhat somber feeling, while the architecture and colors of the buildings surrounding the area creates a contrasting feeling of unease.  The buildings make use of a somewhat cartoonish style of architecture, but they are slightly darker and more ominous than those of traditional Saturday morning cartoons.  Combine that with the fact that the player is controlling an angry, walking, talking snowman and it should create a unique mix of dark humor combined with easily accessible subject matter (who doesn’t love destroying snowmen?). 
Story

It’s 2 AM and the skies above Capital City have opened up; a steady snowfall creates a thick layer of fresh powder that blankets the city streets. The snowmen of Capital City, once caged in by salt-laden streets and sidewalks, can now move freely once again. At 3 AM, all of them start moving towards the same place. Their destination: Hazelwood Park, the last known location of the three mystical Penguin Idols. The SLF discovered the Idols right before the humans started to spread a deadly amount of snow-melting salt across the streets surrounding the Park. A small SLF scouting party discovered the Idols, but only one member of that party was able to make it back to the SLF base alive. (Poor Jimmy; they said all that was left of him was a carrot and a water-soaked goodbye letter to his wife and kids).  The Solar Order now has the opportunity it was looking for.  Now that Hazelwood Park is accessible once again, the Penguin Idols are up for grabs.  It will not be easy though, since members of both the SLF and the Solar Order are willing to die in order to get control of them and unlock their secrets.
Major Areas/Visual Themes

Area 1 – Team Bases & Central Park
· Each of the team bases is set up in a small park on opposing sides of the map.  Gazebos, Jungle Gyms, and snow forts serve as shelters for any captured Penguin Idols. Park benches and snow walls serve as defensive fortifications. 
· Visual References
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Area 1 Terrain/Vegetation Reference – Dead Trees, Snow-covered streetlights
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Area 1 Terrain Reference
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Area 1 Architecture/Model Reference – Playground Equipment 
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Area 1 Architecture/Model Reference – Jungle Gyms/Monkey Bars
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Area 1 Lighting Reference

Area 2 – Side Streets, Back Alleys, Open Lots
· The majority of this map follows a standard urban combat map layout, with a lot of small side streets and back alleys connecting each area.  Architecturally, the buildings in Capital City have more abstract lines than the ones provided in the reference photos, and are almost cartoonish in their angles and colors. The distinct art style, coloring, and architecture of the buildings adds much needed color to what would otherwise be a dull and washed out map.  
· Visual References
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Area 2 – Terrain/Vegetation Reference

[image: image12.jpg]


   [image: image13.jpg]



Area 2 Lighting Reference
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Area 2 Model/Architecture Concept Sketches
Area 3 – Highways

· Two major (four-lane) highways run along the northern and southern borders of the map.  These highways are well plowed and sanded in some areas.

· Visual References
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Area 3 Terrain/Vegetation & Model Reference

Area 4 – Frozen Sewer System

· The small sewer system running underneath the streets is frozen over, making it usable to the snowmen. In some areas, there are some holes in the ice, which act as deathtraps.
· Visual References
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Area 4 – Misc. Reference

Map Objectives

· Gain 200 points before the opposing team, by capturing and holding 2 or more of the Penguin Idols
Actors
· This map uses the standard Snowball Effect models and skins.
Key Assets
· Penguin Idols
User Interface

· This map uses standard Snowball Effect HUD and UI elements
Gameplay Details
Gameplay Mechanics

· Prerequisite Skills: Knowledge of standard UT2k4 controls, basic understanding of game type rules a plus.
· Skills Learned: None
Map(s)
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Composite Map
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Sewer Map
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Red Team Base
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Blue Team Base
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Assets Needed

Static Meshes

Truck Mesh

Under 1000 polygons

Roughly 256x512x128

A snow-covered pickup truck

SUV Mesh

Under 1000 polygons

Roughly 256x512x128

A snow-covered SUV

Car Mesh 1

Under 1000 polygons

Roughly 256x512x64

A snow-covered sedan

Car Mesh 2

Under 1000 polygons

Roughly 256x512x64

A snow-covered coupe

Fire Hydrant

Under 1000 polygons

Roughly 32x32x64

A snow-covered fire hydrant

Streetlights/Streetlamps

Under 1000 polygons

Roughly 16x16x512

A streetlight/lamp

Road Signs

Under 300 polygons

Roughly 8x8x192

Various road signs (yield, stop, child crossing, etc)
Park Bench

Under 1000 polygons

Roughly 64x256x48

A snow-covered park bench

Apartment Building

Under 1500 polygons

Roughly 1024x1024x2560

An abstract apartment building

Miscellaneous Playground Equipment

Under 1500 polygons (each)

Depends on object

Various non-team-affiliated playground equipment (swing set, merry-go-round, slide, monkey bars, etc)

Fire Escape

Under 1500 polygons

A metallic building fire escape (may not be necessary/may be possible with BSP and alpha textures)

Team Base Structures

Under 2000 polygons (each)

Various base structures for each team, includes an underground snow bunker, a snow fort, a giant jungle gym, gazebos, and a combination play-structure.

Textures

Snow (a lot of it)

Variety of snow-based textures, mixture of unique/new textures and UT2k4 Alleria package)

Used on damn near everything

24 bit, 512x512

Brickwork

A slightly snowy, brickwork-based texture, (possibly stylized to create different art style).
Variations used on most of the brownstones and apartment buildings.

24 bit 512x512

Asphalt

A snowy asphalt texture.

Used on majority of the back streets and side alleys

24 bit 512x512

Sidewalks

A snowy sidewalk/concrete texture. 

Used on sidewalks and park paths.

24 bit 512x512

Frozen Sewer Water

Nasty-looking frozen sewer water

Used for sewer system and possibly small ponds in park areas.

24 bit 512x512

Ice-covered Brickwork

Ice-covered brickwork for underground sewer walls

Used for sewer system walls.

24 bit 512x512

Music/Sound Effects

This level will use the standard sounds created for the Snowball Effect Mod

Environmental Effects

No special environmental effects will be created for DTP-CapitalCity.

Cut Scenes/Dialog

There will be no cut-scenes or dialogue in DTP-CapitalCity.

Particle Effects
The particle effects in DTP-CapitalCity will range from small steam blasts (fatal) and smoke rising from household chimneys/vents in the background.  
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