Forsaken Server/game upgrade 

Installation instructions

After downloading the new forsaken server upgrade double click on the executable. This is a self-extracting file and will automatically upgrade your current version of Forsaken. 

Client server 

Features

· Grouping system - speeds up internet / network games, By cutting out any messages from players that would not effect you ie: if there on the other side of the map and they fire you don’t need to know about it….

· Messed up pickups are much more unlikely and are rectified over time in a Server based game.

· Cheating is now much harder. Joining a multiplayer game with god mode is now impossible.

· The join game menu now informs you of the following

Amount of players in a game

Current map the game is being played on. 

Gametype (CTF, Bounty team etc).

Creation date and time

Packet type, short and or grouppackets

Lag tolerance on / off

Harm teammates option on / off

Max kills

Current highest kills tally

Time limit

How many minutes left

Bike exhausts

· The join list also scrolls down to accommodate many server games.

· In a Server game you only see/hear damage when it has actually happened…When you hit someone there shield will glow purple or they will show an explosion, This should help judgement of Lag.

· 32 players ( -1 for the server itself ) are now possible….only a few of the new levels are suitable….ie: Storm.

New Features

· Both easy and normal mode for single play have been made easier by at least 50%

· Cd is no longer required for multiplayer games. You can spawn multiple deathmatch games from 1 CD. (Note: Cd still required to play the single player game).

· The option to reset the frag counter after every game has been added. (selectable from Multiplayer option menu).

· Bike headlights (Can now be toggled on and off and will light up dark areas of the map and cloaked bikers if in range). Selectable from in game key configuration menu.

· Full rear view (Can now be set up from the in game key configuration screen).

· There is now an option to toggle the amount of primary weapons available at the beginning of the level to a maximum of 3. This evens out the playing field, e.g. you can now have 3 Trojax on a level etc. This is selectable from the more multiplayer options menu for the Host.

· From the launcher the following are selectable

Normal start (As name implies).

Quick host (If you have set up a game before it stores that information and bypasses all screens beforehand and takes you straight there).

Quick join remembers what type of game you last played and bypasses all screens to get there.

Skip splash screens (Bypasses all logos).

· The damage from a ricochet of a Transpulse blast has been reduced to 25% instead of 50% this should stop people from camping out of harms way.

Internet / ISP revisions need to be tested for Beta test

Gamespy support 

Mplayer modifications 

 
Kali TCIP support

Wireplay alterations

Bugs that have been fixed

· The power of a Trojax for a quick tap of a button has been reduced, as it was unfair. Now to get full power you must fully charge the Trojax.

· Returning to menu after joining a session

· SLI 1024X768 mode for Voodoo 2 is now fixed and is a selectable setting in the launcher.

· Now a longer timeout to enable the host to configure game.

· The lumberjack cheat no longer leaves stationary Mug missiles in mid air for single player games

· A cure has been found for the Starfighter AGP card crash. Please download the latest drives from the Real3D website. www.real3d.com

· Crashing when re-spawning in a multi-player game has now been fixed.

· Alt-Tabbing/Pausing for long periods cause the server to Temporarily Disconnect you and release any pickups you were carrying.

· Being able to throw out a sussgun/pyrolite pick it up and get the ammo back then repeat to max out your ammo count.

You will notice changes as soon as you start-up a game of Forsaken.

New Startup launcher Menu Options

Normal start 

Quick host 

Quick join 

Skip splash screens 

Normal Start is just like the original start-up when selected w/ the new option of ticking the box to bypass the front-end menus. The tick box is on the lower left of the menu screen.

Quick Host immediately takes you to the Host screen to host a session bypassing all front-end screens. (If you have set up a game before it stores that information and bypasses all screens beforehand and takes you straight their).
Quick Join immediately takes you to the join screen. (Rembers what type of game you last played and bypasses all screens to get their).

Note: THIS WILL MAKE YOU THE PSEUDOHOST OF A SERVER BASED SESSION WHEN YOU ARE THE 1ST PLAYER TO JOIN A SERVER BASED GAME.

Skip Splash Screens - Just like it sounds, will enable the player the ability to bypass all the front-end logos and go straight to the main menu.

Operating instructions for server


From the server menu select the following 


· Turn group packets on

· Turn small packets on


· Set PPS to 12 – 15 for an IPX game and 5 - 6 for a TCIP game

· RENDERING is off by default.

· There is also an option to kick people out of games in the in game server menu

Use of server:

Run the game as normal. From the main menu select 'Death Match' the 'Server'. Choose the required connection type, then set the required player limit and packet settings.

Players should now be able to see the game. The first player to join the game will effectively become the host, in that he will be able to set the required level, game type etc. ( He will be refered to as the 'pseudohost' ). Once this has been done other players can join the game.

If the pseudohost does not choose the game parameters for a set time ( as specified when setting up the server - 'Host Game Setup Timeout'  ) the server will reset, allowing somebody else to become the pseudohost.

If the pseudohost does not start the game for a set time ( as set by the server - 'Host game start timeout' ) the server will automatically start the game.

If the server does not recieve any packets for a set time ( 'global server timeout' ) it will reset back to the 'waiting to allocate host' screen.

Once in the game, the server will simply display the current scores against a black background. If you press ESC, you can access the server menu. From here, you can turn rendering on and fly around as a 'ghost' player. You can also kick out individual players.

Players without the patch will not be able to see server-based games or a game started with a patched version.

If you want to play Forsaken multiplayer without the original CD in the drive, you must make sure you have installed the levels and sound effects using the custom install option in the setup program on the original CD, before installing the patch.

Troubleshooting: Q&A

Q1. I've installed the patch and the extra levels, but when I run Forsaken there's no sound on the main menu, and when I play a multiplayer game I only hear the pickup speech -- no sound effects for firing, etc.  How can I restore the sound effects?

A1. This can happen when you don't have the Forsaken CD in the drive and you don't have sound effects installed.  Either play with the original CD in the drive, or do a custom install and include the sound effects.

Q2.  I've installed the patch and the extra levels, but I can't play any of the original multiplayer levels any more.  How can I restore the original multiplayer levels?

A2.  This can happen when you don't have the Forsaken CD in the drive and you don't have the levels installed.  Either play with the original CD in the drive, or do a custom install and include the levels.

Please send any feedback / comments / suggestions / server crashing / incompatibilities / gameplay bugs to the email addresses below. We would be particularly interested in any comments regarding bandwidth and server spec for games with a large number of players. 

Phil Yard

Programmer

Probe Entertainment

philipy@probe.co.uk

forsaken@acclaim.net

