The Mute

It seems as though my copy of Nardo Forge is cursed. For some reason, whenever | sit down
to use it, | come up with ideas that |I just can't pull off. The first level of ny co-op
scenari o needed far nore than the all owance of 64 platforms. Now, m dway through ny entry
for the Tenpus |Irae maprmaki ng contest, it has been brought to ny attention that ny map
can have no nore than 16 liquids. Bumrer, | needed exactly 66 to do the level right.

My entry is severely conprom sed, due to these kinds of linmitations. However, | accept it
for what it is, with these obvi ous probl ens:

Lack of detail:

Forge demanded that | cut the polygon count roughly in half, and I amfully convinced
that addi ng one nore polygon will cause transparent line errors to run amuck. |ndeed, the
Pol ygon Gods received a generous sacrifice.

Excessively high ceilings:

Although | tried a nunber of ways to vary the height of the sky, they all yiel ded obvious
errors with which | could not live. Contradictions in my original plan and the inability
to nmake slanted fl oors make this high ceiling a necessity.

No ali ens:

I generally include aliens in netmaps, nostly for target practice, but sonetinmes to add
anot her elenment to net play. Unfortunately, the layout of this map is a path-building
ni ghtmare: aliens get very confused.

I naccurate map displ ay:

Because of the limtation on the nunber of |iquids, sonme areas that are supposed to have
wat er do not show up on the map as such. The pillars on the perinmeter also | ook rather
dunmb in the map view.

I nappropri ate textures:

The textures | chose for this map harnoni ze rather well, in ny opinion. However, sone of
them may not be appropriate for their particular settings, like a large brick texture on
a very thin wall. As far as | know, these errors are only noticable when conparing the

visuals to the map displ ay.

Overall, I amvery pleased with this map. The final product matches mny original sketch

al most exactly. | amalso pleased to say that (with one small exception), this nap has no
5D space violations, and | verified this with Loren Petrich's ingenious Map Viewer. In
other words, it could be reproduced in a true-3D map editor with al nbst no overl appi ng
areas. Sone maps use 5D space very effectively, but in nost cases it is just sloppy
editing. | prefer to be a stickler about this issue.

I am saddened by the loss of Duality. Next year will see the rel ease of Bungie's Hal o,
over which | amcertainly pissing ny pants. However, | have to admit that | anticipated
the release of Duality nmore than any other. | inmagine that | will always be hopeful that
we will see nmore of this gane, in some formor another. A |lack of conpletely cutting-edge
technol ogy doesn't seemto matter to ne. Duality has personality, and that's nore

i mportant than anything else. Isn't that what nakes Marathon so great?

In any case, this map is inspired by Duality. | haven't seen any screenshots that no one



el se has seen, or read anything that no one el se has read, but | have been thinking about
this game off and on for the past couple of years. During that time, | have accunul ated a
great nunber of inmages in ny head with regards to how this gane woul d behave. Wen the
Mp3s were posted on the Duality web site, these imges went further. If | was an
animator, | would created a trailor (tribute?) for the game, set to the Overture. It is
one of the nost beautiful pieces of nmusic |'ve ever heard, anyone el se agree?

The map's architecture comes froma vision that | see at five mnutes and twel ve seconds
into the Overture. ( ). Again, ny

Mar at hon-i zed version is highly conprom sed, but it still retains sone of the imagery I
wanted to include.

I built the map while listening to Philip d ass, Don Caballero, and Courtney Evans' nusic
for Duality. | focused on Satyagraha, an inmmeasurably gorgeous and viol ent opera, witten
by Gass with libretto in Sanskrit. It is mndfucking, and quite pretty. The thene
focuses on Mahat ma Gandhi, and his influence on other historical figures, including
Martin Luther King, Jr.

Don Caballero is an all-instrumental band, whose nmusic | amunable to describe. It is

al so rather harsh, but at the sane tinme, technically superior and exhilarating. El ements
of death netal in their nmusic are very appealing to me, but they are certainly not a
metal band. In fact, they are nuch closer to a prog-rock version of Philip d ass, though
they are certainly not either of those. Can you tell 1'm having trouble here? Just give
thema try.

Musi ¢ usual ly plays a passive role when |I'mworking, but for this map it becane nore
significant. Something about the nusic of each of these artists is so passionate, they
tend to rub off on any inages acconpanying them Additionally, they seemto go with a
thene of voicelessness in Duality, as | see it. The main character is a mute, the polys
are ensl aved and abused, and the mnority has control over the majority, etc.
Instrumental nusic is appropriate for this, and since dass often treats the voice as
just another instrument, his nusic al so sounds voicel ess and droni ng.

Alas, this is not an ass-kissing contest, it is a Marathon Tenpus Irae contest. |

whol e- heartedl y thank the Nardo group for organizing this event. | amstarting to see the
world in convex polygons again, no thanks to you all. And I would like to nention that |
amvery proud of the fact that never before in ny life has Forge crashed so nuch, as it
did during the making of this map. It's been a fun two weeks. (Dammit! Does anyone el se
out there wal k through parking lots, and as they step, they can't help but | ook down and
see how their footsteps are lining up with the painted lines, and i magi ne how the

pol ygons woul d be drawn? Grr, that nake ne so mad, | can't focus on anything when I'min
parking lots. And it's all Marathon's fault!)

Aren't contests lovely? | amsure great things will come fromthis, and | plan on
coercing ny co-workers into a netgane or two, using the new maps. | also love email. If
you have conments, please send themto ne:

alan@i fted. com
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