CURRENT LIST OF AVALIBLE ADVANCES AND FEATURES:


-------------------------------------------------------------------------------------





Alright, because I have done so much this far, I have listed everything I have changed or added no matter how minute so you can see exactly what you want. There is a _____ before every one, this will be used later on so just read it for now. Also remember most the keys defined here are the defaults for the SE, and they can be changed.





_____ 1. CLIP MOD v1.0:


	I do believe you know what this is. Upon pressing a key you will reload one or however many specified, bullets out of your reserve ammo into your gun. You may may be able to waste bullets by continually reloading after the gun is full although a protection against that has been added.


UPDATES: n/a





_____ 2. CHARACTER BLEEDING v4.6:


	After you character sustains enough damage he will begin to bleed, the more injured the more you'll bleed. Zombies can hone in on you when you are bleeding better than when you are not. NEW! The bleeding system is EXTREMELY complicated, it depends on your health and how badly you are bleeding and puts them in to calculate specific things. But once your screen starts flashing red or you can see a signifigant amount of blood fly out of your character, your health may also begin to drop. The worse you bleed the more you loose. Bandages take over the boots item and you can bandage yourself by ducking and pressing space, this will stop the bleeding and may also restore some health. You need medical supplies to restore health, but you need bandages to cure bleeding. It is possible to die without bleeding if you fall from too high or stand in the fire too long. It is also possible to bleed to death with full health, so watch it.


UPDATES: Reduced blood, slowed down spawning of blood pools( v2.0 )


	       Added new bleeding effects, bandages and medkit/bandages combo(v4.6)





_____ 3. WEATHER EFFECTOR v1.0:


	When you come close enough to this weather effector sprite, it will create either a fog effect or a rain effect( depending on hitag ). But for the rain to look right, you must also have a rain effect set up in the level. This is merely an enhancement for that, fog is a bit different as the screen turns white.


UPDATES: n/a





_____ 4. RED SCREEN v1.0:


	After your character perishes, the screen stays a red color. I am working on an effect so everything becomes dark red and black instead of just a red color on the screen( Can be done, I did it on accident the first time , now if I can just remember... ) Anyways it looks good to say "Hey you're dead!"


UPDATES: n/a





_____ 5. LIGHT SPECIAL EFFECTOR v8.6:


	This special effect creates a light flare when you look at it. Distance also effects how bright it is. There is 4 types:


Palette 0: Bright White Light


Palette 1: Blue light


Palette 2: Red light


Palette 8: Green light


Palette 3: Low white light


And when accompanied by colored walls and floors it creates an excellent realism effect.


UPDATES: Too numerous to lable here...





_____ 6. FLASHLIGHT v3.0:


	Aha! It is finally done, when you enter and area with less than 0 visibillity it will brighten up the area. Since all of the maps of your I player didn't really use a visibillity setting and mostly relied on shade, it won't work very well. So if you want this effect you'll have to change your maps around a little bit to accomidate the changes. This is better because it affects the floor, walls and ceiling of the sector you are in.


UPDATES: Tried making it only affect the walls( v2.0 ). Changed from setting floor shade to setting sector visibillity( v3.0 much better )





_____ 7. M16 ASSUALT RIFLE/ GERNADE LAUNCHER 	v10.5.4:


	The only reason this is listed here is because it took so many tries for me to get this weapon to work perfectly. But now that it does I am happy with it. Anyways if you have problems with yours or something I would be happy to provide the code for you.


UPDATES: Much too much to list here...





_____ 8. MUSIC EFFECTOR v1.0:


	This doesn't quite work right as of now. It is for loading and using WAV music instead of midi music. A great game enhancer, but I noticed you used mostly ambience as the music so I don't think you'll need this effect, but if you want it, it is has been developed. It does feature a disable so if you want WAV music in a level and no music in another that it can be done with the MUSIC EFFECTOR!


UPDATES: n/a plan to fix music bug( v1.5 )





_____ 9. LADDERS AND ROPES v3.5:


	These are really great for levels, they allow for greater flexabillity and you don't always have to build stairs or a lift. To climb a ladder simply walk up and press space, to


drop off a ladder jump or press Z. Ropes are a bit different. To climb them you must walk


up and hold space. Your character will grab the rope. Then use jump to climb the ladder, if you let go while climbing you'll fall. You must be facing a rope or ladder to climb it. If you are not moving, you can look around in any direction and/or jump off.


UPDATES: Added alot of features such as climb up/down and ropes.





_____ 10. BINOCULARS v2.0:


	These have little use, they were actually developed into this game for my other game, this is to test thier usabillity. By turning them on, you'll zoom in and a binocular shaped thing will cover your view to make it look real.


UPDATES: Tried code from scratch, and after realizing it didn't work, cut and pasted from my TC it was developed for. ( v1.3 ) Found new way to do this, and it looks really cool (v2.0)





_____ 11. UPGRADABLE WEAPONS v2.6:


	You can update weapons from what they are originally defined as. I don't know if it must be set back when you die requiring extra code but it may. What this does is change the parameters of the original weapon. For intance a pistol could begin with a 15 bullet clip and 0 for flags. Then when you pick up the item it would have a 28 bullet clip and 1133 for flags (high automatic).


UPDATES: Added the abillity to create multiple variations of a weapon so it can be upgraded many times ( v2.0 ). Fixed some bugs ( v2.6 ).





_____ 12. GUN RACK v1.1:


	This would allow you to take up to three M16's from a M16 gun rack or up to two shotguns from a shotgun rack. If you were playing multiplayer, one player could take a gun and then another person could take one, and another person. Or they could just take all of them. It leaves alot of possibilities. And I plan to add a hitag function so you can alter the weapons on the rack, how much ammo they give you and what not.


UPDATES: Changed from original gun rack to new gun rack ( v1.1 )





_____ 13. STATE CHECK_AVALIBLE v2.0:


	The only currently avalible state to make items that aren't supposed to be avalible dissapear from the level. Yes, with this you can create entirely new ways to play each level depending on difficulty! A good example is on level 4: Westview Appartments you cannot get into the locked room unless you play on Arrange because the key doesn't exist except when you play on Arrange!


UPDATES: Nope, I got it perfect on the first try! ( v2.0 )





_____ 14. ZOMBIE GUTS v1.0:


	This is a small update and you can probably do this on your own. It alters the code so the zombies have more realistic gore( much more blood ).


UPDATES: n/a





_____ 15. PLANES, PLANES, PLANES! v1.0:


	These can be placed or spawned in any level and they will fly overhead dropping various items depending on what you pick. 0 causes the plane to drop up to three supply boxes, 3 drops explosive bombs, 23 drops up to one crate of supplies, very rarely it doesn't drop anything, this is also true with three boxes.


Sprite Palette 0: Drop supplies (3)


Sprite Palette 3: Drop bombs


Sprite Palette 23: Drop supplies (1)


UPDATES: n/a


		_____ 15.1 SUPPLY CRATES v2.0


	These don't always have to be dropped by planes, ( although that is way cooler than just finding them...) What these drop is affected by skill level ( this can be removed so it always drops the same things. ) It will randomly contain up to 7 items, this can be changed so don't worry. And when opened will change to an open box on the ground and drop items. A very cool item, it's uses are limited depending on the game.


	UPDATES: Added the items change depending on difficulty. ( v2.0 )





BRAND NEW!_____ 14. MANUAL MEDKIT v1.0


	This is a simple concept, instead of restoring all of your characters health, it only restores one health each time you press 'M'.


UPDATES: n/a





BRAND NEW!_____ 15. ALTERNATE FIRING MODES v1.0


	This is good for automatic weapons. You can change between semi and fully automatic firing modes. This isn't too important or special, but when you are low on ammo you can switch to semi-auto to conserve ammo.


UPDATES: n/a





BRAND NEW!_____ 16. SOLDIERS v3.8


	The current code for these soldiers would only work in the SE. Specific code and quotes need to be taliored to the game you want them in. They walk, shoot, talk and give away items and such. Right now they only shoot if you hit them, but it can be changed so they are more helpful. If you want soldiers you also need to include what they need to be doing and what not. Like they should be killing zombies or waiting to be rescued ect...


UPDATES: n/a





BRAND NEW! _____ 17. STATE TALK_STATE v2.0


	This is for more realistic talking. When this is called it will set a RESPONSE variable to 200 and lock the player from moving. To have something talk when the response counter hits 0 the command is:


ifvare RESPONSE 0 { state talk_state quote ??? }


This is mostly to allow conversations, which requires a little more programming.





	If you need something added to one of these features tell me and I'll include it in the next update file. When I'm done I'll tell you why you need this file, it will make it easier for me.


