ACC venue
The Facility
Setting
Within a large industrial style warehouse building, 400 by 800 meters
External Appearance
The appearance of this structure is somewhat decrepit, with large sections of it covered in rust; the entrances to this building, however, are well kept, with a small rectangular structure coming off the right hand corner of the building’s southern short end. The entrance door is outfitted with security scanners and access controls with an identical door featured on the right hand side of the north wall.
Internal Appearance
The entrances lead into a walled room. The ceiling is open, showing the structure above. The roof void is covered by an energy field. The room is rectangular, 8 by 10 meters and has three weapons cabinets, all are locked. There are two doors leading from the room. The first one is on the left hand side in the middle of the wall while the other is directly in front of the entrance. Both exits lead to short corridors ending in doors.
Bird’s eye view:
Looking from above, an observer would see a network of corridors and rooms of various sizes.  Some have energy fields open ceilings, some with energy fields, the walls are two feet thick. 
Void Area
The space above the rooms features a series of platforms and gantries. Some are connected; others are isolated. The area is ringed with walkways; most are accessible from multiple levels. In the centre of the ceiling is an observation room that provides observers with 360 degree views.
Lighting
The lighting within the facility can be adjusted to various levels and can be specifically altered in certain areas; this can be set manually or can be run via a program from the observation room.
Internal Features
Combat features
Each room (bar the entrance rooms) features combat holoprojectors. These projectors can be activated at random, or by a set program from the observation room. The void is also fitted with holoprojectors. Each of these holoprojectors can simulate non-lethal damage to their targets, with either holographic blasters or close combat weapons. The target's appearance can be set to a default or specified by the observation room.
Doors
Each room is fitted with one or more doors with some being false doors. The lock mechanisms can be specified for the specific users but most types of locks can be fitted. Some doors can be fitted with false locks depending on the setup.
