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i m' the Dark Mﬂd which is a total conversion

ifor Doom 3. I am a Level Designer, as well as

Jack of-all-trades for the Dark Mod team. ¢
_ g .
The mansion itselfis set up on a cliff face
overlooking the ocean, and the player's main
goal 1s to aUqulre an amulet that is safely

k: ept in the'Blackheart Vaults. As this map
8 supposed to demonstrate what is possible
in the Dark Mod, | put many varying areas
within it, ranging from an old forest, to an
ﬁl;ernate ﬂﬂaglcal plane It is one of two .
vcase missions to be rel ased wit
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THE DARK MGD

LETTERF!)RD EST

Letterfbrd Est&te 1s an old map I created
for the Darkk Mod, a total conversion for
Doom.3. It §s a large mansmn in the middle

{)f an 1ndus{rlal city.

L
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The player's goal in this mission is to steal %

neriminating letters sent to Sir Letterford®
y the Governor of Blackport. .u = ey
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Castle Cutscene 1s a cutscene test map 1

( ) ereated forfthe Dark Mod, a total conversion’
) tor Doom 3y where we were testing how to =8
A NN |
- ; _. . * By 0 s AT
_ -.-."'-'"‘tha ap the camera follows a'guard tha
4 v alks through a series of triggers, which

shange the camera angles and positions. |
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Tavern is a small map for the Dark Mod, "

total conversion for Doom 3. This was a

pice little inspiring team-up of a Concept
%&rtlst a Taxturer a Modeler, and a Level
Designer (Eglyselﬂ which was supposed to

boost morale when thmgs got a little qulet

lon our forums. '. o

’

&
L]

o C@ncept A_rtlst (il‘ew up a qulck CE}IICBP-E

of a small tavern, and I created it in the

editor using the drawn concept and my
1m qgma ion. The 1dea was to try to get as,
08e tot h concept 8 S ] DOSS bl&
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. [he Towems a'small map which simply
Served as atest for how massive maps can
be in the Dimm 3 engine while we were

creating maps 1n it for the Dark Mod, whie
is a total eonversion for the Doom 3 engine .
It is only intended as a proof of concept, and
is little morg then eye-candy.. Bl o
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Bwhere | was mainly assigned the grunt of

One City'1s a map from a project 1 had to
create in University, where we had to
8et up an installation work. 1 designed
and set up the work with another student,

L

ithe game @reation side, but did a lot in
ttmg uj t,he installation itself.
| _ e, )

* - ( "
We flgged a real car up to a PC" using an

ld keyboard, and a projector projected

he game onto the front windscréen of the:
ar. The wheels and pedals controlled the'™
gar in th& game, and there was also a bﬂ m}
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MAR!NE M!SS!GN l

MM! GALAXY

L,!'_-

SN - Galaxy is the main map in anothe
'mod | am & part of - Marine: Mission 1. The
mod is a combat oriented, co-op multiplayen
Bame whepe the players, who play as space™®
marines, are pitted against hordes of a bugs
like alien face. s |

This-galaxy map is where the missions ar'

elected and where the progress and succe
re tlng of the campalgn is listedu ——
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CANYONS OF BALTARUS
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‘Canyons of Baltarusis a map in another ™
Pod [ am helping create - Marine: Mission

1. The players eooperate in multiplayer

CO"0p-as tl@y progress through a campaign

idriven by g central story. This mission in
particulards set in the vast canyons of the

'planet Baltarus, which isg 111hab1ted by a
bug-like alien race. 1 ¢ = |

| -
The large metallic base structure'is wher

human layer controls Al umts that assig

AL

! s in battle, . Py
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KHAAK SECTO
LS
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TSector1s my Initial attempt to creat
methmg in the Quest 3D game engme
Wwhich we would be using in University for
-Wo then- upcommg projects. As | was simpl§

( p Breating a tést to play around in, I used (_
. :_;a 0dels frong the game X2° The Threat, and
Phus accredit those to the creators of said

jame,, . f’OSoﬁ' ”': 'g?* P

thls game you really are an observer, and ( )
an only move around in 2 of the 3 Vlews,

1rd being a statmna];{coﬂlgpl view, 1}
1matmn§ loop seamleséf}f

area lookieonstantly busy. g
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THE STATION |
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The Station 1s a space flight game, wheré
you fly a craft through an alien station’s
maze-like interior, reaching the generator -

within. This was a University project wherel (
1 he theme\vas to create a maze in the Quest N
td,l game ?‘-gme_ AR o

part from the normal space ﬂlght speed
here is also the warp drive, which | ( 3
ficcelerates the craft to high speed. In the
Btation itself there are security monitors
nstantl blurtmg about a securlty brea
? 16 @2 er's sh1 , and countless GI‘I‘I fo}
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Cloudbreak Sectoris a small solar system

-i-mulation created in the Quest 3D game™

engine. As part of a University project, we
gwere told to create a small game using
Quest 3D with the word "Cloudbreak" as
B thome: Jafoatie s il .

. A Age o O -

There areseveral planets in orbit around

a central star - "Golden Saint" and you cani

view each:by pressing ENTER and typing

in the planet's name. When in the typing
mode, th"lanet names are dlsplayed o
bﬂve each planat OF moon. The view tk

moves
-‘7-‘,.5. £
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