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Introduction  
 

Synopsis 
Unreal Demolition is being designed to showcase some of the most exciting vehicle combat available.  

The game can be described as something as simple as just driving around.  However, the modes it covers 

ƳŀƪŜ ƛǘ ƳǳŎƘ ƳƻǊŜ ǘƘŀƴ ǘƘŀǘΦ  ¸ƻǳΩƭƭ ǎŜŜ ŜǾŜǊȅǘƘƛƴƎ ŦǊƻƳ ƘŜŎǘƛŎ ŘŜƳƻƭƛǘƛƻƴ ŘŜǊōȅ ǎǘȅƭŜ ŜǾŜƴǘǎΣ ǘƻ 

deathmatch in vehicles, to vehicle soccer.  Happy demolition! 

 

Key Features 

¶ Hectic online multiplayer action. 

¶ Exciting game modes covering a wide array of play styles. 

¶ Vehicle based stunts for exciting battles. 

 

Target Platform  

¶ PC supporting Unreal Tournament 3 

¶ PhysX card optional for more intense custom levels. 

 

Target Audience  

¶ 17+ Years Old 

¶ Violent realistic vehicle combat 

 

Story 
Many years of war have left a surplus of military grade vehicles with no practical use in the world.  

However, the owners of the Unreal Tournament are purchasing these in bulk for an all new breed of 

violent sports ς vehicular combat.  Taking advantage of the violence that people want out of the Unreal 

Tournament, the organizers are setting up a series of demolition derbies covering a wide array of 

different modes.  Classic free for all and team demolition, vehicle soccer, vehicle sumo, and more, all 

intended to please the fans looking for more violence. 
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Game Mechanics 
 

Core Game Play 
 

Unreal Demolition will cover a wide array of different game styles.  However, they will all be based 

around exciting vehicular combat.  The game will be played from a 3rd person perspective behind the 

vehicles.  Players will be free to move the camera independently of the vehicle in order to best 

anticipate any attacks from opponents. 

The game is extremely multiplayer-centric, with all of the modes designed for head to head competition 

with opponents online.  With this in mind, the single player component will not be a large focus.  

However, it is planned to have a functioning AI so players without broadband internet can play in bot 

matches offline. 

The game play in Unreal Demolition will take place over a number of different game types.  Each game 

type is outlined in greater detail below. 

 

Demolition Classic  

 

Demolition Classic represents the rawest form of combat in Unreal Demolition.  Battles in this mode are 

head to head, where the only weapon available to the player is the very vehicle they are driving.  The 

only deciding factor in the damage the players face is the speed they are driving.  As an incentive for the 

player to drive on the edge of their seats, the vehicle going fastest during a collision receives less 

damage than the other player. 

Points awarded also follow the pattern of rewarding players for driving viciously.  Bonus points can be 

gained for different methods of killing that go above and beyond the standard collisions.  More details 

on the scoring can be seen below.  The victor in this round is the player/team with the most points at 

the end of the round. 

Scoring System 

¶ Normal Kill ς One Point 

¶ Boost Kill ς Two Point Bonus 

¶ Stomp Kill ς Two Point Bonus 

¶ Kamikaze Kill ς Two Point Bonus 

¶ Kill Chain ς Two Point Bonus for each 5 kills without a death. 

¶ Suicide ς Minus One Point 
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War Mode 

 

War Mode brings weapons into the Unreal Demolition fold, creating a totally different gameplay from 

Demolition Classic.  The addition of weapons allows for a large increase in the size of the levels, since 

attacks can now take place from longer ranges.  This opens up the gameplay into a more traditional 

deathmatch style play.  However, keeping with the spirit of Unreal Demolition, players who attack and 

kill players without using a weapon will receive a bonus.  The victor is the player/team with the most 

points at the end of the round. 

Scoring System 

¶ Opponent Kill (Weapons) ς One Point 

¶ Opponent Kill (Contact Kill) ς Three Points 

¶ Suicide ς Minus One Point 

 

Flag Soccer 

 

Flag soccer is one of the most unique modes in Unreal Demolition.  This new mode is a combination of 

traditional capture the flag and vehicle based soccer.  Each team has their own respective goal to 

ŘŜŦŜƴŘΣ ǿƘƛƭŜ ǘƘŜ ǊŜǎǘ ƻŦ ǘƘŜ ǇƭŀȅŜǊǎ ŎƘŀǎŜ ǘƘŜ ƭŜǾŜƭΩǎ ǎƻŎŎŜǊ ōŀƭƭΦ  ¢ƘŜ ǳƭǘƛƳŀǘŜ ƎƻŀƭΣ ƭƛƪŜ ǎƻŎŎŜǊ ƛǎ ǘƻ ƎŜǘ 

ǘƘŜ ōŀƭƭ ƛƴǘƻ ǘƘŜ ƻǇǇƻƴŜƴǘΩǎ ƎƻŀƭΦ  IƻǿŜǾŜǊΣ ǘƘŜ ŀŘdition of the flag adds a unique twist to the otherwise 

simple gameplay.  In order to score goals, the team must be in possession of the flag.  Without this, the 

ball will simply reset.  This combination of CTF and Soccer allows for the fusion of the full contact Unreal 

Demolition play style and the strategy of CTF.  The winning team is the one with the most goals at the 

end of the round. 

Scoring System 

¶ Goal ς One Point 

 

Soccer 

 

Those looking for a classic game of soccer will not be disappointed.  As one of the original Unreal 

5ŜƳƻƭƛǘƛƻƴΩǎ ƪŜȅ ƳƻŘŜǎΣ ǎƻŎŎŜǊ ƳŀƪŜǎ ŀ ǊŜǘǳǊƴ ŦƻǊ ǘƘŜ ƴŜǿ ƎŀƳŜΦ  LǘΩǎ ȅƻǳ ŀƎŀƛƴǎǘ ȅƻǳǊ ƻǇǇƻƴŜƴǘ ƛƴ ŀ 

ǊŀŎŜ ǘƻ ǎŎƻǊŜ ǘƘŜ Ƴƻǎǘ ƎƻŀƭǎΦ  LŦ ȅƻǳ ŎŀƴΩǘ Ǉƭŀȅ ŀǎ ŀ ǘŜŀƳΣ ŦƻǊƎŜǘ ŀōƻǳǘ ǾƛŎǘƻǊȅΦ  ¸ƻǳ ǿƛƭƭ Ƨǳǎǘ ōŜ Ǌǳƴ ƻǾŜǊ 

as your opponent flies by. 

Scoring System 

¶ Goal ς One Point 
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Sumo 

 

The most popular mode in the original Unreal Demolition makes a brutal return in 2007.  Sumo takes the 

brutal action of Classic Demolition, and removes ALL damage potential.  This mode is all about 

outsmarting your opponents and either forcing them to their death or letting them kill themselves.  All 

levels feature open areas in the floor of the arena through which the player can fall to their death.  If 

this seems too easy, flip your opponent onto their roof and stomp them into oblivion.  Played in a last 

man standing format, the last player remaining is the victor. 

Scoring System 

¶ Death ς Minus One Life 

¶ Opponent Knockout ς One Point 

¶ Stomp Kill ς Two Points 

¶ Suicide ς Minus One Point 

 

Stunt Mode 

 

Stunt mode takes the moves already available to the player and concentrates an exciting mode around 

them.  Each game in stunt mode is a series of short rounds in which players attempt to get the high 

score of the current round.  The game continues in a series of short rounds until the set number of 

round victories is reached. 

Scoring System 

¶ Trick System 

o (Number Rotations X/Y/Z) ς Combo Multiplier 

o (Degrees Rotation X/Y/Z + Distance Traveled) * Combo ς Total Trick Score 

¶ Round Win ς Plus One Round Point 

 

Game Flow 
 

Each game session in Unreal Demolition will follow a similar structure to a standard Unreal Tournament 

3 round.  For all modes, there will be a set rotation of maps that the player/server can choose to play 

on.  They will all have a set of spawn points that the player will use to randomly spawn.  Each level will 

also contain the pickups necessary for the particular mode being played.  The game will be played either 

to a set time amount of a set score, depending on the preference of the player starting the game.  The 

round will continue until these conditions are met. 
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Input Implementation  
 

Unreal Demolition will be controlled using two different types of input devices.  The first of these will be 

the standard keyboard/mouse setup.  However, Unreal Demolition will also support the use of any 

gamepad compatible with Unreal Tournament 3.  For more details, see the control layout section below. 

 

Player Design 
 

The player characters in Unreal Demolition will use the default models supplied with Unreal Tournament 

3.  This will allow players to carry over the same player they use in the base game.  This also fits in with 

the general theme of the game.  Since the game takes place in the Unreal Tournament universe, it 

makes sense to see these same player models.  This also has the added side effect of not needing to 

create more art assets to cover this portion of the game. 

 

Vehicles 
 

The main emphasis in Unreal Demolition will of course be the vehicles.  The game will use a wide range 

of different vehicle types in order to appeal to the different styles players will bring to the game.  These 

will run from standard buggies, with average speed and defense, to SUVs with high defense, but low 

speed, and even sports cars, with high speed and control, but limited defense. 

All vehicles have a number of things in common.  They all have a certain amount of health that 

decreases in collisions, as well as a certain amount of PSI, used for special moves.  All vehicles share the 

same set of special moves as well.  These include a speed boost, a jump, a stomp (downward boost of 

speed in mid-air), as well as the ability to flip, spin, and roll about all three axes. 

For the special moves requiring PSI (jump, boost, and stomp), there is a PSI meter for each vehicle.  

When one of these moves is started, if the player has enough PSI, they are allowed to initiate the move.  

The jump and stomp each use a set amount of PSI for the move, while the boost counts down until the 

player ends the boost or runs out of PSI. 

More details on the roster of planned vehicles can be seen below. 

Vehicle Name Description 
Speed 
(Boost) 

Control Health PSI 

Buggy 

The buggy is the perfect all purpose 
vehicle for novices in Unreal Demolition.  
It combines decent speed with moderate 
health to give players an easy learning 
curve.  However, it can be overpowered 
by some of the larger vehicles, so players 
have to pick their battles wisely. 

70 (90) ***  1200 75 
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SUV 

Players looking for a little more weight will 
be happy to play using the SUV.  This 
vehicle can overpower others in direct 
collisions. However, this added power 
comes at a price.  The SUV is the slowest 
vehicle in the game, so players will have to 
depend on direct confrontation to achieve 
victory.  However, the large health bank 
will balance the risk for any brave souls 
choosing this beast. 

50 (65) **  1500 50 

Exotic 

Put the pedal to the metal in this vehicle.  
You will need it to escape big wrecks.  This 
ŎŀǊ ǿƻƴΩǘ ǎǘŀƴŘ ǳǇ ǘƻ Ƴŀƴȅ ōƛƎ ŎƻƭƭƛǎƛƻƴǎΦ  
However, its superior speed and handling 
allows players to choose their battles 
wisely and only attack when necessary. 

85 (110) ****  900 85 

 

Pickups  
 

Unreal Demolition features a number of different pickups that players will encounter throughout the 

game.  These will have various effects, such as health bonuses or PSI meter bonuses.  More details on 

the pickup roster can be seen below. 

Name Description Effect 

Health Pickup 

The health pickup is a standard across the FPS genre.  As such, 
with a health based damage system on the Unreal Demolition 
vehicles, it only makes sense to include it.  The health pickup is 

represented by the model of a monkey wrench. 

+200 Health 

PSI Charge 
¢ƘŜ t{L ŎƘŀǊƎŜ ŀƭƭƻǿǎ ŦƻǊ ŀ ǎƳŀƭƭ ǊŜŎƘŀǊƎŜ ƻŦ ǘƘŜ ǇƭŀȅŜǊΩǎ t{L 
meter.  The PSI charge is represented by the model of a NOS 

canister. 
+ 30 PSI 

Invincibility 

The invincibility pickup allows for a small period of invincibility.  
The only way a player can die during this period is through 

suicide.  The invincibility pickup is represented by the model of 
a typical superhero. 

20 Seconds No 
Damage 

Unlimited Ammo 

This ǇƛŎƪǳǇ ƛǎ ǎǇŜŎƛŦƛŎŀƭƭȅ ŦƻǊ ά²ŀǊ aƻŘŜέΦ  ²ƘƛƭŜ ǘƘƛǎ ǇƛŎƪǳǇ ƛǎ 
active, the player will have unlimited ammo on all weapons, 
ŜȄŎŜǇǘ ŦƻǊ ǘƘŜ ǾŜƘƛŎƭŜΩǎ ǎǇŜŎƛŀƭ ǿŜŀǇƻƴΦ  The model for the 
ǇƛŎƪǳǇ ǿƛƭƭ ōŜ ǊŜǇǊŜǎŜƴǘŜŘ ōȅ ǘƘŜ ΨƛƴŦƛƴƛǘȅΩ ǎȅƳōƻƭΦ 

30 Seconds 
Unlimited Ammo 

Unlimited PSI 

This pickup allows for a short period of unlimited PSI.  On 
ǇƛŎƪǳǇΣ ǘƘŜ ǳǎŜǊΩǎ t{L ƳŜǘŜǊ ƛǎ ƳŀȄŜŘ ƻǳǘΣ ŀƴŘ ǎǘŀȅǎ ǘƘŜǊŜ ǳƴǘƛƭ 

the pickup time runs out.  The pickup is represented by a 
golden NOS bottle. 

20 Seconds 
Unlimited PSI 
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Weapons 
 

War mode will be one of the feature game types in Unreal Demolition.  Due to this, the weapons will be 

designed to pack a punch.  Although the weapon roster will be limited, it is being designed to allow 

players to fight both in close combat, as well as in long range combat.  More details on the weapon 

roster can be seen below. 

Name Description Damage Speed 
Max 

Ammo 
Ammo 
Pickup 

Machine Gun 

 The machine gun is a classic FPS 
weapon.  It provides for the player a 
fast firing gun that, although having 

a low amount of damage per hit, 
quickly becomes useful with a long 

string of hits. 

10 180/Min 400 150 

Rocket 
Launcher 

If the player is simply looking for 
some chaotic explosions, the rocket 
launcher is for them.  The launcher 
shoots unguided missiles that will 

simply continue on until they smash 
into something. 

200 Direct 
Varying Splash 

12/Min 30 10 

Missile 
Launcher 

On the other hand, a player looking 
for good damage, as well as good 

control, will love the missile 
launcher.  By locking onto their 

opposition, the player can shoot a 
guided missile that will track the 
player to the best of its abilities. 

250 Direct 
Varying Splash 

16/Min 15 5 

Mine Dropper 

The mine dropper will be the 
weapon of choice to remove an 

enemy from your tail.  These 
proximity mines will explode upon 

contact with another vehicle.  
However, they have an extra trick, 

being able to be remotely detonated 
by the player. 

75 Direct 
Varying Splash 

20/Min 40 15 

Flamethrower 

If stuck in close combat, the 
flamethrower will be your best 

friend.  Although the initial damage 
for this weapon is low, the fire will 

continue to burn on the enemy after 
the last flame hits, allowing the 
player to engage in hit and run 

guerilla tactics. 

15 Direct 
10 Burn 

60/Min 75 25 
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Special 
Weapon 

These classified weapons are the 
ultimate damage weapons.  Each 

vehicle has a unique special weapon 
that is pretty much guaranteed to 

send your enemy into oblivion. 

--- --- Unlim 1 

 

In -Game Player Controls 
 

Unreal Demolition will use a similar control layout to Unreal Tournament 3.  The options for a 

customizable keyboard or gamepad (supported models) layout will be there for the player.  The default 

control mapping for Unreal Demolition can be seen below. 

Movement Control  Stunt Controls  War Mode Extra  
Vehicle 

Selection 

Accelerate W  Barrel Left Q  
Weapon 
Select 

F1-F12  
Selection 

Menu 
X 

Decelerate S  Barrel Right E  
Weapon 

Up 

[ or 
Mouse 
Wheel 

 
Selection 
Hotkey 

#s 

E-Brake Space  Front Flip C  
Weapon 
Down 

] or 
Mouse 
Wheel 

   

Turn Left A  Back Flip Space  
Weapon 

Fire 
Left 

Mouse 
   

Turn Right D  Spin Left Left       

Boost 
Right 

Mouse 
 Spin Right Right       

   Jump/Stomp F       

 

Level Design 
 

Many of the levels in Unreal Demolition will be based on concepts from the Unreal Tournament 2004 

version of Unreal Demolition.  However, they will be redesigned from the ground up to take advantage 

of the new engine, as well as allow the game play to be tweaked to provide the best experience.  Below 

is the current planned level roster for each game mode. 
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Demolition Classic Levels  

Aquanoxx 

Recommended Players: 4-10 

Story: Deep beneath the glacial ice above laid hidden ancient ruins, hidden for many centuries.  After 

being discovered by a group of scientists, a new nanotechnology discovery was used in order to form an 

air bubble on the ocean floor in an attempt to create an environment for the scientists to walk around 

freely in.  Due to a fault in the nano-ƳŀŎƘƛƴŜΩǎ ŦƛǊƳǿŀǊŜΣ ǘƘŜ ŘƻƳŜ ǿŀǎ ƴƻǘ ǎǘǳǊŘȅ ŜƴƻǳƎƘ ŀƴŘ ǘƘŜ 

project was abandoned.  It now lay in the hands of Unreal Demolition and is used for their chaotic sport. 

Description: Aquanoxx takes place in a mini bubble on the ocean floor.  The players can escape the 

bubble in a pinch and drive around under water.  However, they will slowly leach health during this 

time.  Scattered around are pieces of the ruins that the level takes place in, as well as various 

underwater wildlife, such as corals and grasses.  The bubble dome itself is constantly leaking, which 

presents something similar to rain to the players.  The main structure of the map is of course the ruins.  

¢ƘŜǎŜ ŀǊŜ ƛƴ ǘƘŜ ǎŀƳŜ ŘƻƳŜ ǎƘŀǇŜ ŀǎ ǘƘŜ ōǳōōƭŜΣ ǿƘƛŎƘ ŦƻǊƳǎ ǘƘŜ ŦƻǳƴŘŀǘƛƻƴ ŦƻǊ ǘƘŜ ōǳōōƭŜΩǎ 

structure. 

Concept Images 

  

Classic Arena 

Recommended Players: 4-10 

StoryΥ ¢ƘŜǊŜ ƛǎ ƴƻǘƘƛƴƎ ōŜǘǘŜǊ ǘƘŀƴ ŀ ƎƻƻŘ ƻƭΩ ōŀǘǘƭŜ ŀƳƻƴƎ ŘƛǊǘ ŀƴŘ Ŏoncrete.  With the crowd cheering 

ȅƻǳ ƻƴ ǿƛǘƘ ŜǾŜǊȅ ƘƛǘΣ ȅƻǳ ƪƴƻǿ ǘƘŜǊŜΩǎ ƴƻ ǇƭŀŎŜ ȅƻǳΩŘ ǊŀǘƘŜǊ ōŜΦ 

Description: This is the most basic arena in Unreal Demolition.  It takes place in a standard circular arena 

surrounded by concrete jersey barriers and chain link fencing.  Outside of this, there are sets of 

bleachers for an active crowd to watch from.  Simply put, this is the classic demolition arena. 
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Concept Images 

 

Farm 

Recommended Players: 6-10 

Story: Down on the farm, the sun has scorched the earth, leaving it bare and wasted.  Now all that 

remains is death; the perfect setting for a battle. 

DescriptionΥ ¢Ƙƛǎ ƛǎ ŀƴƻǘƘŜǊ ŀǊŜƴŀ ǘƘŀǘ Ŧƻƭƭƻǿǎ ǘƘŜ άŎƭŀǎǎƛŎέ ƭŀȅƻǳǘΦ  Lǘ ƛǎ ŜǎǎŜƴǘƛŀƭƭȅ ŀ ŎƛǊŎǳƭŀǊ ŀǊŜƴŀΣ 

surrounded by a farm that the players have the option of travelling in.  Since the farm is stuck in a severe 

drought, the trees lack leaves, and there are no crops actively growing, leaving nothing but dirt and dead 

grass.  Various types of farm equipment can be found scattered around the area. 

Concept Images 

 

Forest Floor 

Recommended Players: 2-8 

Story: Ah, the forest, filled with lush green trees and the sound of singing birds.  One may think it would 

be a great place to relax and get away from it all.  However, those who think this will be disappointed, 

ŦƻǊ ŀƭƭ ȅƻǳΩƭƭ ŦƛƴŘ ƘŜǊŜ ŀǊŜ ǘƘŜ ǎƻǳƴŘǎ ƻŦ ǎŎǊŀǇƛƴƎ ǎǘŜŜƭ ŀƴŘ ǘƘŜ ǎƛǘŜ ƻŦ ǘǿƛǎǘŜŘ ƳŜǘŀƭΦ 

Description: This particular level is found deep within a forest.  Taking place during the nighttime, one 

can see the rays of moonlight streaming in through the treetops.  Floating around are lightning bugs, as 

well as leaves falling off the numerous trees.  The ground itself is covered in moss and dirt, with 

boulders and tree roots coming up around the level.  All of this will be done to create the feel of being 

stuck in a forest with no way to escape. 

 



September 2, 2007 UNREAL DEMOLITION DESIGN DOCUMENT 

 

Copyright 2007 Team Derby | Unreal Demolition Design Document 15 

 

Concept Images 

 

Gravity Dome 

Recommended Players: 8-16 

Story: Custom designed by the tournament specifically for Unreal Demolition, this floating space 

platform offers the finest in gravity simulation technology and one of the best man-made life supporting 

atmospheres ever devised.  Please enjoy your stay as you watch the lives of others come to a tragic, yet 

entertaining end. 

Description: Gravity Dome takes place on a large platform floating around in space.  Like Aquanoxx, it 

has a visible dome surrounding the level that shows the area the players can stay in.  Going outside of 

this area will cause the player to be sucked back in towards the level.  The platform itself will be in the 

middle of an artificial winter, complete with falling snow.  Various trees and shrubbery will be scattered 

about, along with the machinery used to create the weather and atmosphere. 

Concept Images 

 

Lost City 

Recommended Players: 4-8 

Story: The tragic attack on Metropolitan City was all too unfortunate for the citizens stuck in the 

crosshairs of an inter-stellar war.  However, it was perfect for the Unreal Demolition Arena Committee, 

who now use this abandoned city park for some close range combat. 

Description: This is one of the smallest arenas in Unreal Demolition.  It takes place in a small plaza in the 

midst of the ruins of the city.  The plaza itself has been cleared to allow for face to face combat, with 

stadium lighting sitting atop the fences that surround the arena and keep the players contained.  

Outside of this small area, however, is total devastation.   
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Concept Images 

 

Pyramid  

Recommended Players: 6-14 

Story: The pyramid of Sarrus was one of a kind, built using a unique split top design.  Without any 

explanation or evidence suggesting why the ancients would do such a thing, the Unreal Demolition 

Arena Committee was able to purchase the pyramid, putting it to good use as a demolition arena. 

Description: This arena takes place on the square platform between the two layers of the pyramid.  The 

only support structures that can be seen are the pillar structures on each corner of the platform.  This 

leaves the rest of the interior for use in the demolition.  This area is mostly filled with sand, with small 

groves of palm trees, and a small pond in the center.  This arena also has the unique ability to easily fall 

off the edges of the arena if the players are being too careless. 

Concept Images 

 

Skyscraper 

Recommended Players: 4-8 

Story: After facing bankruptcy, the company building this tower was forced to forfeit the tower to the 

highest bidder.  The Unreal Demolition Corporation bought the tower, converting what was finished into 

its corporate headquarters.  As for the unfinished top floors, they converted this into their own personal 

arena of death. 

Description: This level takes place on the unfinished floors of a giant skyscraper.  Pieces of the unfinished 

metal substructure line the edges of the arena, acting as a barrier to keep the players inside the arena.  

To make this area more fit for an Unreal Demolition arena, the interior of this area has been filled with 

dirt, creating a natural arena.  Trees and rocks have been added as well, adding a visual flair. 
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Concept Images 

 

War Mode Levels 

Block Fort 

Recommended Players: 12-20 

Story: A classic arena featured in a certain kart series, this arena offers a blast to the past with simple 

graphics, but great gameplay. 

Description: This level is more or less the Block Fort level from MarioKart 64.  Some tweaks have been 

made to the scaling, and some extra work has been done with lighting to add a bit more realism.  

However, the BSP structure and the simple textures are based on the original design.  This level offers a 

bit of classic game play, as well as a nod to one of the original vehicle combat games. 

Concept Images: 

 

City Garage 

Recommended Players: 10-16 

Story: Yet another remnant of the attack on Metropolitan City, only the underground portion of this 

local parking complex remains.  However, this spacious complex has proved to be all too perfect for the 

Unreal Demolition Arena Committee to pass on. 

Description: This level is based on the same city as Lost City.  This area shows a large underground 

parking complex.  The players will have access to the streets above the garage, as well as access to the 

full garage.  The garage itself will be a standard layout parking garage, with some bombed out vehicles 

scattered around the area. 

 


