Power of Ten Submission Reviews

Gugusm/Fish’s Submission: The Untold Story
Originality: 26%
Quality of Map:  18%
Quality of Script:  16%
Use of Resources:  25%
Overall:  85%
Originality:  This is a pretty conventional reg map, and it doesn’t offer anything that’s exactly new—but on the other hand, it combines a lot of fairly different gameplay elements well, so that it has a good flow to it.  When I started this level, it didn’t look promising—the opening section is fairly boring, with a series of similarly-sized, evenly-spaced platoons that used different enemies but still felt mostly the same.  I was afraid the whole level would be like that, but was pleasantly surprised.  After that initial section, the whole thing played very well.  The ice floes presented a really interesting combat arena, and the enemies there were placed well to make use of the challenging terrain.  The transition into the big defensive section was a cool surprise, and the waves were handled very well there—the repeating double Thrall mobs with smaller, more varied groups in between reminded me in a good way of Across the Gjol, especially given the similarity of the hill area and its use in dividing the enemies in two.  It went on for a long time without getting old, and gave a good sense of facing a large army.  The cinematic elements were a little hackneyed (felt like a number of M2 confrontations, especially when Soulblighter met the Journeyman), but generally worked okay, and spiced the level up a bit.  The overall concept of Untold Story isn’t anything really different, and in certain spots the gameplay feels unoriginal—but the overall flow of gameplay and feel of the level is pretty unique, and I find it to be replayable as a result.  The setting is original too—see below for more on that.  The flavors and journal were good, and the new music by Fish was excellent.
Quality of Map:  This is a really nice map.  Gugusm is not a master of Photoshop yet, and some areas do not blend together well (though there are exceptions—the transition between the autumn path area and the gray sandy shore area is handled very nicely).  In spite of these minor issues in putting textures together, the textures themselves aren’t bad.  But the thing that strikes me about this map, the thing that Gugusm has mastered, is that it really gives a sense of setting.  Not only is the terrain widely varied, but all of it goes well together to create an interesting location.  As you progress through the map the terrain changes, always giving you something new to see but at the same time fitting seamlessly with what you’ve already seen.  It’s atmospheric too—something about the colors on the shore and the ice floes conveys a great sense of desolation.  There are some nice little touches like the series of slopes at the bank of the river (it’s a little bit of a shame that those were never incorporated into the gameplay) and the way the ice sort of trails into the gray sand.  The defensive hill and ice floes are set up well as terrain and help to shape the level’s gameplay.  The scenery feels just a bit haphazard, and the green bushes on the shore slightly break the bleak atmosphere that the colormap and terrain establish.
Quality of Scripting:  There are a couple of small issues here.  There are some pus packets sitting near the shore, which will later be picked up by the final wave of Ghols.  They could be put under the water or somewhere else out of the way and CTRL’ed to the Ghols instead of having them pick the packets up—that would keep the player from being able to blast the packets early in the level and keep the Ghols from getting them.  The rain is also sort of strange—it goes on for a few seconds at the beginning, cuts off until the final confrontation, and then very abruptly turns back on again.  It could have been transitioned a bit better, and used a bit more for that matter, at least lightly (in a way that affected the gameplay)—especially given the Gjol-like feel of the hill defense and the large numbers of Thralls.  Soulblighter doesn’t really get “held” at the end, he just stands normally while a projectile group activates around him, so it looks a little odd.  There is a huge portion of the level that is basically empty, from the end of the autumn path to about halfway up the ice floes—this isn’t exactly a complaint, because there doesn’t have to be something happening all the time and there’s plenty to look at along the way—but there’s some interesting terrain through there and it could potentially have been used more—just one or two small confrontations or whatever.  None of those are major issues, and otherwise I found it to be bug-free.  Nothing particularly new or complicated was attempted in terms of script, although what is done is done well enough.  The easter egg is nice too, in theory—short, cute, and original, and with enough of a visual cue for players to find it—but unfortunately it was bugged (the camera cut the the pumpkins (already exploded) and wouldn’t unfreeze, so I had to restart).
Use of Resources:  As a response to the contest guidelines, this map is nothing particularly special.  There are ten monsters, but they are a very conventional unit set that don’t in themselves make the level into anything different from all the other Myth 2 style levels I’ve played.  The light force is Berserks, Bowmen, Dwarves, and a Journeyman—and the numbers are even pretty straightforward (the usual six/eight archers and two/three dwarves, for instance).  So the Light force doesn’t present any challenges or boons, but rather conforms to a sort of platonic form that we’ve all seen before.  The Dark force is handled better—there are the basic Thralls, Soulless, Ghols, Myrmidons, and Fetch—but at least they are used in varying ways and thus never feel tiresome (once you get past the first few platoons, that is).  Soulblighter’s presence as a purely dramatic figure is reasonable.  There’s nothing wrong with the unit sets, of course—they just don’t shape the experience of playing the level in any surprising or interesting way, and they don’t push the definition of what makes a Myth level great, which is what the contest limit was intended to promote.
Khadrelt’s Submission: Dorf’Unor Drug Task Force
Originality:  30%
Quality of Map:  13%
Quality of Script:  18%
Use of Resources:  29%
Overall:  90%
Originality:  Well, this is definitely original.  This is what the Doom community folks would call a jokewad, and while they tend to be immature and pretty moronic (in both the Doom and Myth communities), I found this one to be very enjoyable.  The humor was pretty subtle, and more importantly it didn’t get in the way of the gameplay.  The jokes were restricted to the mood and the storyline—things like the music (both pregame and postgame in this one), the flavors and journal, the “this is your brain on drugs” picture, the flying watermelons (I never really figured out what the story behind those was—they weren’t really integrated into the level, but they were pretty funny), and the fact that the Stoned Guards were actual statues.  The gameplay fit well with the humorous premise, but didn’t feel like a joke in and of itself—it played like a Myth level, just a really really unusual one (in a good way).  The whole party area was really neat, since you have to try to pick out hostile guards in the midst of a bunch of wandering guys that look just like them (and not hit the mellow ones), a very new twist.  And all of the little extra details (music, writing, easter egg, etc.) were great.
Quality of Map:  The design of this map is pretty decent, but the textures are a bit weak.  The canyon floors and walls in the beginning aren’t really differentiated on the colormap from the terrain around them, so the only thing to distinguish them visually is their height.  The transition from greener to more desertlike terrain over the course of the map is pretty interesting visually.  There are some terrain quirks that make the gameplay frustrating—some of the early canyon enemies are virtually impossible to hit because of the shape of the terrain, and there isn’t quite enough room in the canyons themselves to outmaneuver all the fire from above.  I almost gave up trying to find a way to hit the Stoned Guests.  Overall, a solid concept that could have been executed better.
Quality of Scripting:  There aren’t any bugs, but there are some issues.  The main one is the difficulty—Timid felt like Legendary, and required a lot of saving and reloading; the difficulty ramped up in higher levels.  It’s hard to argue that something is really “too difficult” because that’s a relative thing and may be the author’s goal—so I won’t argue with what has been set as Legendary, but I will say that there should have been a wider difficulty spread, so that Timid could still be Timid.  The spider swarm in particular was probably too large, and the teleporting Warlock traps might have been removed on lower levels.  The script was used very well in conjunction with the unit set to create a lot of variety—see below.
Use of Resources:  This is one map that made ten monster types feel like a whole lot more.  This is mainly accomplished through the distinction between hostile and non-hostile units, turning the bosses into statues (not only funny, but also an effective way to differentiate them from their guards), the surprising appearance of the Spiders in one location, and some variety of enemy behavior such as teleporting trap-Warlocks and a few large rushing groups mixed in with the lone guards that fill most of the party area.  The player controls two (similar) unit types, which not only forces them to master an unusual type of unit but also leaves a lot of room for enemy variety.  There are a whole bunch of enemy types thrown in together in the main area, which in most settings would be silly and unnecessary and take away from cohesiveness, but on this map works quite well.  You don’t have a variety of melee/missile/artillery support and therefore can’t pit archers against archers and so on—instead, the many enemy types force you to use your dorf’Unor in many different ways and get the most out of their versatility.  The two dorf’Unor types are a little too similar though—they have almost the same range and power, and aside from the beginning (where the mort is a little better for fighting the raised enemies) you don’t really have to treat them differently.  Creating more of a difference between them, or even ditching the mort and adding another enemy or something, might have been possible—it wouldn’t be essential, but it might improve the map.  My one other complaint has to do with enemy identification.  Melee enemies track your movements, so you can tell them apart if you pay close attention, but with missile units you tend to have to let them attack you first in order to identify them—no big deal with poachers and bowmen, but sort of a problem when it comes to Warlocks and Mortars—I had to keep reloading after I got blasted by them and strike them in advance based on remembering which ones they were.  This problem could have been solved by a slightly different collection reference on those monsters, which would have still required a sharp eye but at least given the player a better chance.  The use of the bowman special to create the falling watermelons was pretty clever, allowing Khadrelt to get two extremely different uses out of one monster type.
Fury’s Submission: Thirteen Autumns
Originality:  25%
Quality of Map:  17%
Quality of Script:  17%
Use of Resources:  22%
Overall:  81%
Originality: This is a reg map, which of course doesn’t necessarily make it unoriginal.  The idea behind it is interesting—a big ambush setup on a road, pitting lots of satchels against lots of enemies to create some massive carnage.  I like the idea a lot.  It’s not a style that’s been used much since Ambush at Devil’s Overlook, and this map takes that idea and makes it much more complex and interesting by varying the enemies in a few important ways (unit types, platoon sizes/formations/routes).  Unfortunately, it doesn’t quite work in that it doesn’t really emphasize the satchel trap theme nearly as much as it could, which turns it into a pretty conventional map and keeps it from really standing out.  I’ll discuss the reasons for this more in Quality of Script and Use of Resources.  There are some interesting gameplay aspects that do help to improve it as an ambush map though—particularly the way the smaller platoons are always hunting around the map, flanking you or seeking you out if you’ve gotten off the road, and the way some groups will spread out when hit (although this only seems to have been done with small groups—it makes a lot more sense for large ones because would cause them to start scattering if they get hit with a fire arrow, thus trying to “evade” a satchel trap that the fire arrow would be attempting to set off.  But the large groups don’t spread.).  The setting (the mesh itself) is unusual and interesting.
Quality of Map:  In terms of overall concept, this map is one of the most interesting I have ever seen.  Nothing I’ve ever played has looked anything like this—there have been plenty of swamp meshes, of course, but this one has a very unusual layout and some very unique colors and textures.  The colormap is quite pretty (it looks a little weak as an overhead, actually, but ingame it looks a whole lot better), and the atmosphere is oppressively murky—the only thing that could have improved it would have been some fog.  The surrounding water looks good, but unfortunately doesn’t transition into the land quite as well as it could—there’s a ring of dryer, hilly area at the border that has the same color as the water itself, and some slightly different colors and textures in that area would improve the look of the map.  The terrain is really, really, really well done—the hills and rocks are set up wonderfully to affect the gameplay of the map and to go along with the routes that the enemy patrols take; and somehow, they add nicely to the mood as well.  The camp area is set up well and has all sorts of nice touches that aren’t important to gameplay but make it feel like a camp—from the building to the little garden area to the dead deer waiting to be butchered.  The scenery on the rest of the map is a little too varied and too randomly placed, and slightly weakens the overall mood that is achieved so well in the mesh and colormap.  There’s also a bit too much ammo lying around, and it’s spread over most of the map—some of it is too far away to be useful, and it makes the whole place feel too messy.  I’d advise fewer and larger dumps, although some of them are very well placed as they are—determining which should remain in their current state for gameplay purposes and which should be moved together closer to the camp is important.
Quality of Scripting:  Of all the submissions, this one manages difficulty levels the best—there’s plenty of difference between each, so that the map is viable for players of a wide variety of skill levels.  Timid is too easy though—I beat it with hardly any damage and used no satchels, no restored saves, and very little effort.  The reinforcements were unnecessary at that level—after I got the first bunch I started sending my zerks on a killing rampage without missile support and easily conquered the level.  Remember that Timid and Simple have altered damage statistics, so there doesn’t need to be much difference between numbers of monsters between Timid and Normal (there can be some, but it shouldn’t be overdone); Bungie didn’t remove any monsters lower than Normal for that reason.  Even on Normal, I felt like I had so many units that I didn’t need the satchels—which means this only really becomes an ambush map on the highest difficulties.  Scaling the number of reinforcements by difficulty would go a long way toward balancing this map.  But aside from the difficulty variation, the script is pretty much bug-free, and contains a lot of really interesting (and unique) things.  For instance, if groups are hit they will sometimes try to spread—and better yet, sometimes random units in the group will react randomly by running away, taunting, etc—the same thing is done with the Ghol harassers, selecting random ones to Harass.  The only problem there is that one of the random things they are assigned to do is “special ability – immediate,” which is useless for all of the units on the map; it won’t affect Bowmen who only use specials if it’s in the attack command (not immediate) and the other enemy units don’t even have specials.  It’s really promising to see a new mapmaker trying unusual experimental script though.  The waves are randomized to one degree or another, either by order or by both route and order, so there’s plenty of replayability.  One problem I noticed is that the Ghols assigned to Harass all pick up rocks from the roadside near where they appear, and those do no damage.  Having them move into areas with potentially more deadly projectiles before triggering the Harass (or removing the rocks) would make them more dangerous; the rock-throwing is a little silly.
Use of Resources:  There are ten unit types here, and the Dark presents a decent variety that goes along pretty well with the theme.  Fetch, Bowmen, Mauls, and Ghols in particular have an important place in a level revolving around satchel traps, and using the brigands as cannon fodder adds a lot of fun.  The Krid Giants feel a little out of place in this unitset, although they work all right as minibosses.  But the one major problem with this level is that the Light unit set doesn’t fit the concept of the level.  The level is set up to revolve around ambushes and satchel traps, but the Light force is that of a more basic reg level—plenty of melee, a moderate number of archers, a handful of Dwarves, a Journeyman or two.  The Berserks really hurt this level, especially in such huge numbers—they take all the focus away from trap-laying, because you can do so much of the fighting with them as melee.  It only gets worse with each group of reinforcements; those are even more zerk-heavy than the starting force.  Having just a few Berserks at any given time would push this level to be much more ambush-oriented (and I stress this mainly because it seems like it was intended to be very ambush-oriented), and that would make it stand out much more—something unique and memorable, rather than the current version which plays much like a number of other standard reg levels.  Or maybe better yet, the Berserks could be removed entirely, and the number of Dwarves, Bowmen, and Journeymen could be increased (either you would need to keep the Berserks in the final reinforcements group to deal with the Giants, or remove the Giants as well—and who knows what you could do with those two extra unit slots?).  Either way, it would be necessary to adjust the enemies (maybe substantially) to rebalance the gameplay, but I think it would be worth it.
Ozone/Zeph’s Submission: The Seventh Dwarf
Originality:  24%
Quality of Map:  20%
Quality of Script:  13%
Use of Resources:  20%
Overall:  77%
Originality:  Seventh Dwarf is a pretty unique take on the genre of uber-coop.  While virtually all levels of this genre are hold-the-hill maps, this one puts the player on the offensive.  Furthermore, it keeps the enemies at fairly normal health as few uber-coops have done, which creates a much faster pace than something like Mazz.  The general concept has not been done before in Myth—pushing through four halls against non-stop enemies in a race to destroy all of the portals, emphasizing the ability to accomplish tasks while fending off mobs rather than the usual ability to overcome the enemy by force.  Unfortunately, while it is a very original concept, it feels as though there isn’t enough variety within the level itself.  The gameplay becomes rather monotonous as you perpetually face the same mobs for as long as it takes to clear a hall, and then very similar perpetual mobs in the next hall.  It invariably starts to become a slog, and doesn’t have a lot of replayability value—something that’s more acceptable in a solo-oriented map and much less so in a hardcore coop.  The boss fight is a pretty neat idea and initially feels like a nice change of pace from the rest of the level, but the repeating enemies and considerable length make that start to feel monotonous too after awhile.  The unique enemies at the beginning of every hall also offer some variety, but they don’t last long compared to the mobs.  Everything else about the level is quite new and interesting, from the story and flavors to the various musical pieces to the map design.  No other complaints there.
Quality of Map:  Well damn.  There’s nothing but good to say about this map.  It’s a great concept that is executed perfectly, with nice texture work and gorgeous models.  I like the feeling of suspension in a vast, empty void, and the fact that the models make up the outer walls of the structure as well as things like portals and barriers.  It’s obvious that tons of work went into creating the physical aspects of this map, and it paid off.  Beautiful.
Quality of Scripting:  There are a number of bugs; they are not all script-based, and in some cases it’s hard to tell, but I’ll list them all here in order to give the map the flawless score it deserves.  The lightning-zaps in the four main barriers do not always turn on—sometimes there isn’t any lightning at a barrier, although at least the terrain is still impassable.  The portals hurl pus packets around when they explode, which doesn’t make a lot of sense.  The Thrall circle at the start won’t attack if you don’t shoot at them.  Some of the Fetch guards in level 3 are oriented the wrong way, facing outward—but it doesn’t matter anyway, because they’re stationary and you outrange them and so they’re pretty pointless as guards.  There are some Ghols at the end of the third hall that sit around and don’t trigger, not to mention the Fetch at the portals and the multiple lines of Ghost Thralls near the beginning of the hall that are on the map but don’t show up at all, making that hallway particularly unvaried.  There are some Warlocks and Thralls lining the portal room of the fourth hall that also don’t activate.  Spark’s fourth-level attack doesn’t seem to work at all.  Stone’s fourth-level attack seems to have a dud chance, which is really irritating when you have to spend all your mana on the attack and it fails.  Seven goes under player control after the portals are destroyed, but does not become a target, does not stop taunting, and his attack is unreliable.  The cheats don’t work.  The portal scripts started falling apart in minor ways in the second hallway—the left and center portals deactivated and their enemies died, but the animation didn’t trigger; on the other hand, the right portal did animate but failed to turn off, so that a bunch of thralls continued to spawn and got stuck inside it (it didn’t break the overall level progression script, fortunately).  Fortunately, the portals in the third and fourth halls seem to have no issues, up until the right portal in the fourth hall which neither animated nor killed the enemies it spawned (though it did become impassable for them).  I’ve suffered a massive freeze at the end of the second hall (a real freeze, not a crash to menu or crash to desktop.  It messes up my computer for a good five minutes).  There’s obviously a lot of complexity to be found in the script, and it’s technically quite impressive, but it isn’t completely polished and stable yet.  The difficulty is pretty mind-boggling, but then again it’s an uber-coop; it’s hard to say whether the balance is actually good.  But our responses to it have been either too hard on Timid or too easy on Legendary, and I think it’s safe to say that that’s indicative of a problem.  The problem appears to be this:  The level allows (in fact, pretty much requires) the player to sit at the first hall or two and vet up to the max number of kills, at which point the dwarves become powerful enough that the rest of the level is pretty simple to push through.
Use of Resources:  Perhaps the greatest problem with this level is that Oz and Zeph took the contest limit as a technical challenge rather than a conceptual one.  This is the sort of map that should have had more monster types.  That is, of course, contradictory to the rules, but that’s precisely the point.  This is a thirty-monster map crammed into a ten-monster contest, rather than a demonstration of what ten monsters can do.  It is certainly an impressive technical accomplishment that Oz and Zeph managed to keep within the limit through the use of artifacts, but they felt constrained by the ten-monster requirement, and the map feels constrained too.  It could be an excellent map given more time and work and no limits, but as a response to the contest it’s sort of awkward.  There just isn’t enough variety in what you face to keep things interesting for a map that runs this long and has this many enemies.  But even given the monster types that they did choose to use, there still could have been better balance and better variety.  The Dwarves are all far too similar—they almost all have the standard mortar primary, a second-level swath attack, a third-level splash attack, and a fourth level bigger-splash-attack.  The only major deviations are Doc’s middle two attacks (the heals) and all of Stone’s attacks.  However, Stone is by far the weakest of the six Dwarves, and is frankly kind of a pain to play for that reason.  Because he was the hardest to vet, I had expected and hoped that he would be the most powerful at fourth-level, but that’s not really the case.  An even greater problem is that there aren’t different situations in which to use different types of attacks—you’re basically always facing the same slightly strewn-out mobs, and any area attack will do about as well as any other.  In fact, the range and recovery for the primary mortar shells becomes so good with vetting that I hardly found the need to use any of the upper level attacks except for Doc’s heals—it was just as easy to bludgeon my way through the level with mortar rounds, probably more so because it took less thought.  The problem is compounded by the fact that there is no variety in enemy resistances and vulnerabilities, so that (for example) fire attacks aren’t any more or less effective against particular enemy types, even enemies like Fire Thralls.  Moving on from the Dwarves, the three Thrall types felt too similar as well; there wasn’t the same kind of difference between them as regular/iron/black Thralls in Mazz in terms of health, little difference in terms of attack damage, and no difference in speed (and as I’ve said, none in terms of resistance, which struck me as very strange and rather wasteful given the ten-monster limit).  On the other hand, there is a lot of visual variety that does help to make the level interesting.  The Fire and Ghost Thralls do have neat effects, and I like the burning Soulless quite a lot as a variation from the normal ones that we’ve seen time and time again.  And even though the Dwarves all feel the same, each attack looks different (even the mortar shells for each Dwarf), and they’re all cool to watch in action.  The Illithid made a good boss, and seemed to have some nice variety in terms of attacks, including the summonings.  This could be an absolutely amazing map some day, and I look forward to playing it then.  But it’s not there yet.
