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60 to the nuclear power plant:
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*Gontrolled pacing.
— Spaces built togameplay

— Player options are limited. Ja - T
* Playerandenemiesarewelimatched. .~ o -

— Similar flank ana fire tactics.
— Gomparable traversal. ~
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JUmps

e Similar to vaults:
— Take-off R
— In-Alr . Time-Scaled
— Land T e e
— Width —— ~
— Height
— Foot-state
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Arc Angles

o Startedwitharc angles.

* Managedby aFlanking Manager.
* Works great near the player. --
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Why They Suck For SO

o Coverissiow
o feltunfair
« Rapidtraversal




Why They Suck For SO

* SCOring was getting out-or-

control
— Angle — Range
— Provides Cover — Gombat Anchor
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* Onscreenandinrange
* Qutorrange
* Orfscreen

* Close —
* Atleast one accurate enermy
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—Unless theyare being actively
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