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Pro is an online multiplayer fighting game, designed to concentrate on physics and personalization of the client, so that it can be exactly how the player wants it to be. It does no focus on realism and graphics. It is a game about playability and advanced console controls. The client connects to a small server and will fight in one arena as 1V1, TDM, or FFA.

Base Engine

The main engine is an OpenGL console system, where all the changeable user variables are stored in an array database. The variables types are CONF (numbers), WCONF (for chars) and COMM (for commands). The console can auto-complete the commands, while the user types them, and can be tabbed for suggestions on possible commands. There will be a manual in text format, which the user can consult for help for each of these commands.

The engine can be used for other games since it has nothing to do with the game content as it is. Hopefully it will be a revelation in my future game programming, as a very easy-to-use system that can be added to.

The Game

PRO itself is based on physics in a simple 3D environment. The user will be able to fully customize the appearance and feel of the client, and script commands and settings. They will also be able to customize the visible instrumentation on the interface, so that they can see what they want, where, and in any style.

Visual Instrumentation

These are the visual figures and diagrams which the player can see during game-time. They can be numbers, words, meters, and dials. There will be a system, which allows them to be scripted making each client different whilst experiencing the same game.

MAPS

The maps in Pro are very simple. They are client side, and will have to match a SECURITY CODE system to be allowed on the server. The server contains the security code, and will ask the client in real-time to match it. The code doesn’t need to be stored in the map. The server can choose the code as 0, which means it is disabled and not required. The person who runs the server will have to run the map in his own client and request the security code to remember for the server.

The maps comprise of these databases:

· Blocks

· Spawns

· Areas

· Spheres

In addition, there is a map NAME and map INFO. Nothing else.

Clients will be told their ID on the server so that they know exactly where they fit. When they spawn in the beginning of a game, they will spawn to their ID number. This means all maps must have at least 8 spawn points (or it will be random). This is good because it means no player will ever spawn in the same place as another player at the beginning of the match.

The variables and properties for the MAP DATABASE are:

Const MaxBlocks = 200

Const MaxSpawns = 20

Const MaxAreas = 50

Const MaxSpheres = 50

Public Type BLOCK_TYPE

    x As Double

    y As Double

    z As Double

    xd As Double

    yd As Double

    zd As Double

    t As Integer

    texture1 As Integer

    texture2 As Integer

    texture3 As Integer

    texture4 As Integer

    texture5 As Integer

    texture6 As Integer

End Type

Public Type SPAWN_TYPE

    x As Double

    y As Double

    z As Double

    hor As Double

    bar As Double

    ver As Double

    t As Integer

    gravity As Integer

End Type

Public Type AREA_TYPE

    x As Double

    y As Double

    z As Double

    xd As Double

    yd As Double

    zd As Double

    t As Integer

    value As Integer

End Type

Public Type SPHERE_TYPE

    x As Double

    y As Double

    z As Double

    radius As Double

    texture As Integer

End Type

Public block(MaxBlocks) As BLOCK_TYPE

Public spawn(MaxSpawns) As SPAWN_TYPE

Public area(MaxAreas) As AREA_TYPE

Public sphere(MaxSpheres) As SPHERE_TYPE

Public MapName$

Public MapInfo$

The variables of T represent the type. They are recognised if the type is greater than 0. If it is 0 then they do not exist. Spheres don’t need a type, so radius=0 means they don’t exist.

The type for the BLOCK will probably only ever be 0 or 1, to represent its existence, nothing more. More options might be added later.

Textures
Each texture from 1-6 represents a face. 0 means that there is no face, and it is invisible like the Hymené option. 1-4 (or perhaps more later) represents the texture. To keep things at a standard, the faces will represent the same faces as in Hymené. They are:

1) West Wall

2) North Wall

3) East Wall

4) South Wall

5) Bottom Roof

6) Top Floor

TEXTURE

0

Blank, no texture, just white.

1

Map texture 1 (floors)

2

Map texture 2 (ceilings, darker floors)

3

Map texture 3 (walls, like bricks perhaps)

4

Map texture 4, rocks, marbles.

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

5

Gun texture 1 (bland metal)

6

Sparks for explosions/blood

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

7

Font

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

8

Backdrop for console/Logo

9

Spare

10

Spare

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

11

Player avatar 1

12

Player avatar 2

13

Player avatar 3

14

Player avatar 4

15

Player avatar 5

16

Player avatar 6

17

Player avatar 7

18

Player avatar 8

19

Player avatar 9

20

Player avatar 10

IMPORTANT NOTE: You must declare the consts of the maximum players to compliment the maximum textures. There are ten players here, so make sure you declare the extra ten textures making it 20.
I will probably use the HOG editor to make the basic maps, and then code a converter and an additional editor to change the faces around and add more special features.

The Void

Because of the possibility of Bowie Physics, there will have to be six voids. So instead of adding more properties, I will have the void as a box that you must be within. If you leave that box, you will die. The void default values will be far away for safety, but the client will try to find them in the AREA database. If it is found, that block will represent the VOID.

AREA types

Areas are cubic areas that have a type and a value. Depending on the type, the value might be an additional option. The types so far are:

0) None, does not exist

1) Magna-beam

2) Gravity-beam

3) Void

4) Teleport

A Magna-beam will pull you towards a direction like the Hymené beams did. The directions in these physics are different of our visual-face numbers. They must be listed now:

1) Downward

2) Upward

3) North

4) South

5) East

6) West

This list will be important later for coding the matrix bowie-physics. For now the magna-beam will pull you in that direction, depending on the area VALUE.

A Gravity-beam will automatically change your gravity regardless, according to the value and these numbers once again. Remember however, that 0 is the option for ZERO GRAVITY. NOTE: It will change your MATRIX value, from 0-7.

The teleport will send you to the spawn point number that is specified.

Visual Areas

The MAGNA-BEAMS are visible as a see-through block. The texture could even travel towards the direction of the pull. The TELEPORTERS are also visible as a see-through block. They might be black glass though, like QW.

You’ll be able to change the colours, textures, and moving speeds of the magna-beams and teleports in the config. Note that gravity beams are invisible.

Magna Beams
Magna beams will take away the force of gravity, making movement pure, and then over-ride your speed in that direction, forcing you to automatically move in that direction regardless, at a fixed speed. Other directions aren’t affected, so if you’re sliding into it, you can still skid out, or move out of your own free will.

SPRITES

The sprites in Pro are improved, and drawn in a far more friendly and advanced sprite editor. They work in the same way as TAS did, but with more shapes.

Pro will have one library of sprites just like in Hymené. I did consider having several libraries where each gun per player is loaded, but then there would be loading times, and projectile problems. 

The variable for the sprite database is SPRITE(MAX_SPRITES). The variable to dictate the customized scale of each sprite is SpriteScale(MAX_SPRITES).

For testing the graphics, I will put a third-person view option in. I will leave it in, as I don’t see it as much of an exploit, as long as I lock it. People won’t really be able to shoot well with it anyway.

Drawing the Character

This is quite a complicated system, because of the barrel rolling, the matrix, and the tail section. I will have to break it down step by step and apply certain rules to make this easier to understand. COLLISION is also included here in many ways (NOTE: Not anymore)

Firstly, The upper body, or BODY sprite, is always drawn true to the facing angle. This makes life a lot easier. The tail simply trails behind, and follows the body, within reasons and boundaries.

The drawing of our sprite, just like any, uses the same code, as it will translate from a PAC line. In our case, it translates from our own PAC line, instead of another player.

We start by getting our co-ordinate, and then plotting our upper-body sprite. We scale it. We remember the gun REFERENCE POINT for later. We rotate the body by the three dimensions and draw it. Easy.

Then we plot the gun in the default position of the co-ordinates, then scale it. We add the REFERENCE to put the gun in the correct position, still facing north. We then rotate the gun by the same angles as we rotated the body, and draw it.

Now it is time for the tail. We plot the tail in the default player position. No references are needed because it is 0,0,0. We scale it.

We work out the angle of TRAVEL and set the rotations as the same direction as he is moving. If his speed is under a certain amount, towards 0, then we set the rotations to the same direction as the body.

We then check how far away from the body angle the tail is, and put it back into the boundaries. The tail may not be a certain angle away from the body, say 45 degrees. Once this is done we draw the sprite.

ADDITION:

I have changed this tail drawing system. The tail by default will go to ground level depending on the matrix. It will then go towards the body angles if it is too far out.

ALSO, the drawing system is not responsible for the tail angle. It is chosen by the client, so it should be far easier to control.

Player Colours

Like in Hymené there is a colour chart where the player can choose five different colours to represent his character. The desired colours are in his config variables. If he is in a team match, he still sends his colours, but the clients that read his packets can choose to have enemy or team-mate colours.

Although this list will go over 9, the packets read/written will see 10+ as A,B,C,D etc.

The official colours are:

0) Red

1) Blue

2) Green

3) Yellow

4) Magenta

5) Violet

6) Black

7) White

8) Brown

9) Middle Grey

10) Orange (A)

11) Dark Grey (B)

12) Light Grey (C)

13) Pink (D)

14) Ivory (E)

15) Crimson (F)

16) Turquoise (G)

17) Dark Green (H)

18) Dark Blue (I)

19) Dark Brown (J)

20) Hot Pink (K)

GUNS

Here is a list of the official gun TYPES from 0-9

0) No gun

1) Rocket Launcher

2) Fan Gun

3) Plasma Gun/Fork

4) Shotgun

5) Rifle

6) Grenade Launcher

7) Machinegun

8) Rail gun

9) Specials

SPRITES

This is the list of sprites according to index. All sprites are loaded into memory at the same time.

0) BODY

1) TAIL

2) FAN_CANNON (modern standard gun)

3) FAN_MODERN (modern standard fan)

4) ROCKET_LAUNCHER (q2/brawl style)

5) ROCKET (standard)

6) PUMP_ACTION (standard single-barrel shotgun)

7) SNIPER (rifle type)

8) FAN_CANNON_HYMENE (Hymené classic style gun)

9) FAN_HYMENE (the classic fan)

10) HORSESHOE_GUN (vintage fan gun)

11) HORSESHOE (projectile for it)

12) DOUBLE_BARREL (shotgun)

13) ROCKET_MAC1 (rocket launcher)

14) ROCKET_VINTAGE (rocket launcher)

15) FORK_GUN (standard)

16) RAIL_GUN (standard)

17) MOCHILOP_CANNON (the gun)

18) MOCHILOP_FAN (the missile)

19) FORK_GUN

20) FORK

21) PLASMA_GUN

22) PLASMA

23) GRENADE_LAUNCHER

24) GRENADE

25) MACHINE_GUN

GUNS

GUN VARIATIONS

Gun variations are an additional property of 1-9, (not 0-9 anymore) which can be used with the gun to form more possibilities. As long as I write down all the combinations, everything should be clear to work with.

FAN CANNONS (Type 2)


Variation 1
modern standard fan cannon, reference point #5


Variation 2
classic Hymené fan cannon, reference point #8


Variation 3
vintage horseshoe gun, reference point #9


Variation 4
mochilop gun, reference point #4

SHOTGUNS (Type 4)


Variation 1
pump action shotgun


Variation 2
double barrel shotgun

ROCKET LAUNCHERS  (Type 1)


Variation 1
standard


Variation 2
mac-1


Variation 3
vintage brawl gun

FORK GUNS (Type 3)


Variation 1
standard FORK GUN


Variation 2
plasma gun

RAIL GUNS (Type 8)


Variation 1
Standard


Variation 2
Super (rail goes through walls)

GUN SPECIALS

The specials are another variation of rules for drawing the sprite.

FAN CANNON MOD

If the type of gun is 2 (fan), then SPECIAL 0 will indicate no fan on the end. This is default. Special 1+ will indicate which fan type to stick on the end. There may be several types of fan, 1 being the default.


Special 0:
no fan on the end of the gun


Special 1:
modern standard fan (very circular)


Special 2:
classic Hymené style fan (blue, distorted)


Special 3:
vintage horseshoe fan


Special 4:
mochilop shell fan

MISSILE PACKET VARIATIONS

When building missile packet, there are 3 extra variations, which can be added on. These are in addition to GUN TYPE, GUN VARIATION and GUN SPECIAL.

GUN TYPE
SPECIAL
VARIATION

VAR1
VAR2
VAR3

0 (none)

(Type of GUN)
(Type of MISSILE)
N/A
N/A
N/A

1. RL



ROCKET TYPE

Speed
Power
Curve

2. FAN



FAN TYPE

Speed
Weight
Curve

3. PLASMA


PLASMA/FORK type
Speed
Power
Orbit

4. SHOTGUN


SHELL TYPE

Power
Orbit

5. RIFLE


SUPERBULLET TYPE
Power
Orbit

6. GRENADE


GRENADE TYPE
Speed
Bounce(as curve)
Orbit

7. MACHINE


BULLET TYPE

Power
Orbit

8. RAIL



SLUG TYPE

Orbit
Weight
Colour(as curve)

9. SPECIAL


SPECIAL

CUSTOM








LIGHTNING:








Orbit
Power
Colour(as curve)

The VARIATION is type or missile, so this will have a major impact on the base stats. The type of gun will also affect the stats. Some guns might have more power than others, etc.

TELESCOPES

You may use up to three scopes in your roster. You assign each scope to a gun number from 1 to 9.

Each scope can be a certain type of scope, where 0 is none.

EXTRA STABILITY

You can choose to give extra stability to one gun. Depending on the level of stability will dictate the cost. The level of stability can be from 0 (none) to 10. The stability has a GUN and TYPE, so we know where it is placed, and what level there is.

Summary

This is quite complicated now that I’m currently coding it. I will summarize how it works:

You can have one of each type of gun, from 1-9. As well as having different variations of each gun, SOME GUNS (not all) allow you to vary the projectile that comes from it (like rockets and fans, probably grenades). Other guns however, will force you to fire the projectile bound to that gun variant. So for example a fork gun will fire a fork, and a plasma gun will fire a plasma. The SPECIAL value represents this custom projectile in the packet. For fixed guns, it is ignored or set to 0. For guns like fans and rockets etc, it will dictate the type of projectile coming from that gun.

The 3 variants are thus very fine details of tuning. They are 5’s by default, and can range from 0 to 9. They will be something you can tweak in the config later.

When the packet is read, the base properties are discovered by the projectile and gun. We still need to know these things as we pull the trigger however, so that we know local properties such as recoil and reloading.

A GOOD NOTE: Because we read the same packets as we send, our missiles will always be exactly the same as what the enemy sees, regardless of modifiers. So if there is a hiccup, we’ll see the bug just as they will (wrong speed etc)

ALL ADJUSTMENTS for modifier amplification should be done in the READ_MIS_LINE code area. 

Adding guns

To add a gun there are several processes. This may not be yet complete but just a reminder:


Draw the sprites and name them


Add them to the sprite list, and to the document, load them into the sprites


Apply them to the gun information on drawing a player, variations, and drawing missiles


Apply them to actual physics of missiles


Apply them to hitting someone


Apply the BASE GUN VALUES for physics of the actual gun, and sometimes projectiles


Add the name of the gun in GetGunType, and projectile

Programming method of missiles

The fan, fork/plasma, rocket, and grenade, (and possibly some special ones in the future) are all normal style missiles. This means a projectile comes out, and is part of the missile database etc. However, the other guns are different. They use an INSTANT method. This means when the packet is received, it immediately calculates the path of the projectile in one go, until it hits a wall or whatever. The result is instantaneous, so no more annoying shotgun and rail gun lag.

The rail gun will leave a slug which is graphical, but will still shoot instant the normal way. Here are some obvious variations in physics:

SHOTGUN
Stops at a wall, stops at first person, is weaker the further it goes.

RIFLE

Stops at wall, stops at first person, is just as strong all the way.

MACHINE
Same as rifle.

RAIL

Stops at wall, but continues through all people at the same power.



Type 2: goes through walls too!

Instant projectile method

You are responsible for all instant projectiles hitting walls and the graphic response of them hitting a player. You will only tell the server about the hit if you own the missile. Read the server protocol for more.

Recoil

There are two types of recoil. Firstly is the physical recoil, which physically pushes you or rotates you upwards. This can only be adjusted by tuning the guns to a certain point, as part of the game. The other type is VISUAL recoil. This can be fully adjusted or turned off. It’s the animation of your gun blasting backwards or whatever.

Use the RECOIL_* commands to adjust recoil.

Changing Guns

You can obviously change through the nine possibly gun types (if you have them) using the individual keys. Basically, when you change gun, you’ll have almost like a RELOAD thing going on, where the gun will go to 0 (with an animation), and after the time has passed to reload the gun, the gun will be usable. The animation will have to be tuned to fit the time. If the gun doesn’t exist, the reload doesn’t take place and you stay on the same gun. 

As for scripting, one script can be called upon pressing the button, and the actual gun script can be called when the gun change timer finishes.

CHANGE OF PLAN: I’m not going to have a next/previous button for changing the gun. It’s too un-pro and too much hassle.

Grenades

Grenades initially depend on the gun. You can’t assign a different type of grenade to a different grenade launcher. You can however, customize the grenade to a degree.

You can tune the SPEED, the BOUNCE (as curve) and the orbit time.

A grenade will automatically explode after the orbit time has run out.

A grenade will explode upon the bounce number. So if you set the bounce to 1, it will explode as soon as it touches anything. If you set it to 2, it will bounce once then explode. If you set it to 0, it will mean infinite bounces.

COLLISION

Old Collision Mark 1: (NOT FINAL IDEA)

Collision works along the same lines as drawing the character. We plot the co-ordinates of collision as we do sprites, then rotate them. The BODY has 5 points:

0) TOP of head

1) LEFT shoulder

2) RIGHT shoulder

3) FRONT of body

4) BACK of body

The TAIL has 3 points:

5) BOTTOM of tail

6) FRONT of tail

7) BACK of tail

In total, there are 8 collision points. As the sprite changes, the same formula applies to the rotation of these collision points. These points, thus, will change.

This makes collision more complicated than Hymené. It will be divided into different PHASES.

PHASE 1:

Each collision point is scanned with the block. If collision is found, then the whole player is pushed back by that amount, including his collision points. If no collision was found during phase 1, then the other phases are skipped.

PHASE 2:

We scan again for collision. If there is still collision of some sort then we have a problem. We have to set the players angles back to what they were the last time that he passed the collision test. Once the angles are set, we put him back into his desired position before he entered phase 1. We then push him back in the normal way, but with his previous angle. 

This means that if you have a major collision problem, you might have to ‘weave’ through a tight situation, depending on your body shape. This situation should never arise really. 

If no collision was found at the beginning of phase 2, then phase 3 is ignored. 

If after phase 2, we have changed the angle, put his co-ordinates back to the desired location, pushed him back, then we will go to phase 3.

PHASE 3:

This is the final emergency check. We scan for all collision. If any collision is found then we will set the player to his original angle AND co-ordinates, so that he is exactly as he was before he entered collision. This is the last resort – and should never happen, unless someone builds a map with an extremely tight space.

SUMMARY:

We remember our ANGLES that were safe. These are the angles of our collision points, which are produced by our facing and tail angle. We remember our POSITION that was safe.

1. We remember our DESIRED POSITION. We scan for collision in our desired position and new angle. If there is collision we PUSH BACK out of the collision.

2. If there was previous collision we scan again. If there is still collision since our push-backs, we set the player to his PREVIOUS ANGLES and back to his DESIRED POSITION (not previous position). We scan for collision and PUSH BACK out of the collision, in a more Hymené style.

3. If there was collision in phase 2 we scan for a final test, and if we find any collision still then we set the player to his original ANGLES and his original POSITION, to make him completely safe.

After all of this, we remember our new safe angles and position. 

Fatness

Because of the matrix physics, the player must have his eye in the middle, and be the same fatness all the way around. This is a constant called FATNESS.

New Collision (MARK 2)

The previous collision design will not be the system anymore. I have decided to simplify it because it could cause a lot of annoying problems. If I wasn’t going for bowie physics, I would try it, but with bowie physics AND collision leaning points, things might get complicated.

As a result, I will have fixed collision like Hymené, making it far easier to code, so I can concentrate on matrices. The player can still barrel roll, but the tail has spikes coming out of it which dig in the ground, to give a visual illusion that they are still on the ground.

Remember that each matrix has a floor value, and if you collide with that floor value, you will be counted as “on the ground” and FLOOR will become 1. In zero gravity (matrix 0), there is no floor.

PAC LINES

Like in Hymené, the regular information on of a client is stored in a PAC line. These packets are streamed and all the information of the client is is translated. We have to build the PAC line just like in any other game. I will write the information in the server protocol document.


@

Indicate it is a PAC line


50000

X position


50000

Y position


50000

Z position


500

HOR rotation


500

VER rotation


500

BAR rotation


50

HOR tail


50

VER tail


50

BAR tail


1

GUN TYPE


2

GUN VARIATION


3

SPECIAL (usually 0, lightning/rail etc)


4

TEAM (0 for none, 1 for blue, 2 for red)


1

SKIN colour

2

BODY colour

3

HORN & SPIKE colour



4

ARM colour

5

TAIL colour

John

Name

EG: @500005000050000500500500505050123412345John
While we’re here, let’s discuss the MISSLE lines:


M

Indicate it is a MIS line


50000

X position start


50000

Y position start


50000

Z position start

500 HOR rotation

500 VER rotation

500 BAR rotation

1 GUN TYPE

2 GUN VARIATION

3 GUN SPECIAL

4 VARIANT1

5 VARIANT2

6 VARIANT3

John

NAME

EG: M500005000050000500500500123456John
And explosion lines:


E

Indicate it is a EXP line


50000

X co-ordinate


50000

Y co-ordinate


50000

Z co-ordinate

500 HOR

500 VER

500 BAR

1 Type (rocket, grenade, ETC.

2 VARIANT1

3 VARIANT2

4 VARIANT3

John

NAME

EG: E5000050000500005005005001234John
You will note the explosion has an angle. This might not be needed but I thought I’d throw it in, if we want a good visual effect of shrapnel flying out in a certain direction. The variations might not be needed either.

Physics

Pro is a game about physics, and the physics system is something I want to be careful about. I don’t want it to be too complicated, but I don’t want it to be restricted. The special physics system is based on instruments, which interact with each other.

The player will be able to adjust the physics with commands and tune them, but only within reason and to a certain extent. If they were fully changeable, the game would not be fair, so everything must be balanced. 

A physics instrument is a type variable that is built of:

· X position

· Y position

· Z position

· HOR angle

· BAR angle

· VER angle

Different physics instruments are used in different ways. Physics instruments are not the same as visual instruments. The main instrument used for movement in PRO will be the TRAVEL instrument.

[image: image1.png]Point




This travel instrument is a point that floats around the axis, which represents your complete movement at that time. From this diagram, if the axis is X by Z, we can see that the person is travelling north and slightly west. The distance away from the centre represents speed. If the person is still, the co-ordinate will be 0,0,0.

In pro, the direction of travel does not dictate the way you are facing. The way you are facing is another instrument, which is generally dictated by the users mouse control. This is called the FACE instrument.

The FACE instrument uses HOR, BAR and VER as the dominant properties. These are the angles that the player is facing. When he turns his mouse left, he will usually change the HOR angle for example. The angles are in degrees, not radians.

The Co-ordinates are still used. The point is created using the angle and is a fixed distance away from the centre. This creates a GOAL co-ordinate, which can later worth with the TRAVEL instrument.

The TRAVEL and FACE instruments are the most important factors in creating the feel for PRO physics. They allow the player to skid, drift, slide, and perform all sorts of flowing movements whilst fighting. 

WEIGHT and AERODYNAMICS

The FACE instrument influences the TRAVEL instrument, especially when the player is trying to apply force. Applying force means to press the FORWARD, BACK, or STRAFE keys. If the player applies force then he is trying to change something about his movement. When he applies the force, the TRAVEL point tries to move towards the FACE point. This is how movement works.

The speed of which the TRAVEL point moves towards the FACE point will depend on the general WEIGHT of the client. This does not apply in mid-air however, because another variable, AERO_DYNAMICS, is used. This means he can choose between quake1 and quake3 air movement physics.

SPEED and ACCELERATION

The distance from the middle of the axis created for the FACE point depends on the players base SPEED. This is the general speed of his walk without any modifications. If he tries to apply force, he will try to move at that speed in that direction. 

The idea of ACCELERATION has been changed. The FACE point is automatically it’s potential speed every time a player wants it to be. There is no travelling from the centre face to the point. Since WEIGHT will dictate the generally acceleration, the ACCELERATION property is a bonus tweak. My idea is this:

The ACCELERATION is a property that not only adds to your WEIGHT, but it will subtract an amount from your SPEED. This means a player can choose between general speed and acceleration. A slither user might want more speed, while a normal player might prefer the highest acceleration.

FRICTION and AIR_RESISTANCE

These define how fast the point of TRAVEL attempts to move towards the centre of the axis, to stop the player from moving. FRICTION is applied while he is on the ground, whilst AIR_RESISTANCE applies in the air. 

Note that air resistance is generally lower than friction, which means the air will generally be more slippery than the floor, by default too.

GRAVITY, and TERMINAL_VELOCITY

Gravity is a force that constantly tries to pull the player towards one direction. The GRAVITY variable dictates the speed of which gravity will occur, whilst TERMINAL_VELOCITY is the maximum speed it will try to reach. The direction of gravity will vary, from 0-6. If the value is 1, the gravity will pull you downwards. If the value is 2-6, it will pull you towards other directions later described. If the value is 0, there is “ZERO GRAVITY”. The direction of the gravity will be stored in the variable of something like ‘Gravitational Pull’.

Gravity will influence the TRAVEL point by trying to pull it towards the certain direction until it reaches TERMINAL_VELOCITY. It will pull it by the speed of GRAVITY. If the player collides with a wall that stops the movement of gravity, his speed in that direction will become 0, and gravity will not affect him until he falls off the edge.

Also, when we are in the air, and there is gravity, your MOVING desire will have an over-ridden point, so that you can’t CLIMB in mid-air, or resist gravity. In the case of MATRIX=1, it would be the Y-co-ordinate. Gravity is worked out first, to learn what this value will be.

The point will simply not be influenced by your force.

When you are on the ground however, depending on the matrix, your MOVING desire will be altered also to stop yourself trying to sink into the platform, to stop getting CAUGHT at the seams.

BOWIE_PHYSICS and OUTRUN_GRAVITY

Design #1 (No longer valid)

The player can set the BOWIE_PHYSICS on and off. If he has them off, the gravity direction will always be 1 (or perhaps 0 at times). If he has them on, he will be able to change gravity in certain ways.

If he has OUTRUN_GRAVITY on, he will be able to slow down the TERMINAL_VELOCITY the faster he moves in any direction. When he reaches the peak speed or over, the TERMINAL_VELOCITY current value (not adjustable variable) will become 0. When this becomes 0, the gravitational pull direction will also become 0, and he will be moving in ZERO GRAVITY.

When he slows down again, the gravity will return. If he has BOWIE_PHYSICS off, it will become 1 again. If he has BOWIE_PHYSICS turned on, however, the gravity will adjust according to the direction he is facing. If he is upside-down for example, gravity will be reversed. If he is upright as normal, gravity will return to 1 as normal.

When gravity direction changes, it is possible that the controls will change to compensate. I might create other ways of changing gravity direction, such as climbing up walls and so on. The speed that the player must reach to get to zero gravity has not been decided. It might depend on several variables, or even gravity itself.

Design #2

The first design had a flaw: Terminal velocity was too low because it slowed down as it sped up. The 2nd design will be the same, apart from your terminal velocity will not slow down. The speed you have to outrun is a difficult thing to decide. For now I will make it HALF of current terminal velocity. Once you outrun that, you’re free.

BRAKES and AUTOMATIC_BRAKE

The brakes will only work while on the ground. Being on the ground means to touch the ground. If you are not touching the ground then you are classed as being in the air. The ground is the side, out of six sides, which should count as the ground. This will depend on the gravity direction. The ground is usually the top section, or roof of a block.

The BRAKES dictate how quickly the TRAVEL will attempt to move towards the centre of the axis. Gravity does not matter because you must be on the ground anyway. BRAKES are good for someone who wants very tight control over movement, but will make it very difficult to gain ground speed. People who SLITHER will probably have little or no brakes, and rely on moving in other directions in order to stop them.

This will only happen if AUTOMATIC_BRAKE is turned on. If it is turned off, then the brakes will not occur unless you press a special BRAKING KEY, which will be an optional button. Perhaps slithers will use this key, whilst others won’t need it. Again, brakes will not work in the air.

MOUSE TURNING

When you turn the mouse, your angle of facing will not automatically snap to the new mouse coordinate. Instead it influence turning speeds of HOR, BAR and sometimes VER (depending on your gravity plane or matrix). The HOR, BAR and VER mouse speeds are the constant speeds of which your turning will take place in NL loops and so on, to keep in sync with physics. Your mouse movement will influence them, and other variables too. This means you can make the mouse floaty, or snappy, accelerated, and so on. It will also keep time realistic. 

One thing however is that you must change your sensitivity to accommodate your average frame rate, and possibly even cap your frame rate to keep it realistic, otherwise the mouse sensitivity might alter when frame rates drop or boost.

Variables of mouse turning might include

· SENSIVITY – to change the input result of over-all mouse.

· GATING – to cut off minimum movements.

· MIN AND MAX CAPS – to convert movements to a minimum or maximum stride.

· ACCELERATORS – to exaggerate the mouse input the higher it is.

· SMOOTHING – to make the mouse smooth towards the desired speed instead of becoming.

JUMPING

Jumping is simple. It negatives the speed instantly depending on the matrix, and can be fine-tuned with a variable called JUMP. There may be other variables which incorporate speeds into jumps, so that you can take a runner-up and get more air. More about that later.

SLITHER

Design #1, (has changed since)

The player can choose to turn on SLITHER, which is an additional physics option. It is a technique that will allow the player gain more ground speed by moving in a certain way.

To slither, the player must hold forward, strafe in one direction whilst turning in the other. This will set off the special slither physics.  When this happens, there are several ways to gain speed.

1) Turning method

2) Crossover boost

In turning, your slither power will increase depending on your TURNING SPEED. There will also be a minimum turning speed for the power to apply (so you can’t do really slow slither turning). There will also be a maximum turning speed, so there will be an optimum speed that you will need to learn. The slither power is added onto your SPEED to decide your FACE point. It stretches as the SLITHER BOOST increases. This means your TRAVEL point will attempt to go towards your FACE point, and you will move faster. However, the faster you go, the more AIR_RESISTANCE or FRICTION will try to slow you down, and it will get harder to gain more speed.
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After crossing over, you will not be able to gain any more SLITHER POWER, and you will have to start the turn from the other side and do it again. The second method to gain some speed of course is the CROSSOVER itself:
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As we have already seen by both of these diagrams, When you cross over your angle (Which can be done once per slither motion), you will get an additional boost depending on the TURNING SPEED that you hit it at.

When you let go and finish a SLITHER, or if you try to turn the opposite way against your slither, the slither will end. When it ends, the SLITHER POWER will begin to return to 0.

Banking and GRIP

Design #1, (has changed since)

When you slither, your player will bank, and rotate on the VER axis. When you let go of the slither, and the action finishes, your bank will quickly spring back to upright. When you bank, there will be a maximum angle you are allowed to tilt at, depending on your matrix.

The lower you are banked, the less friction will stop your speed. This means you can do a big slither movement, and slowly hold it as long as possible on your side, and try to keep the speed without the resistance.

As for the influence, when you hold down a button that applies FORCE, Your FACE will try to influence your TRAVEL. While slithering, things are different. Instead of the WEIGHT dictating the speed that TRAVEL moves towards the FACE point, the GRIP will instead. So if you have a low grip on, you will slither in a straighter line. If you have a high grip, you will curve with the slither more, and be able to slither better around corners like bunny-hopping physics.

SLITHER_BOOST

Design #1, (has changed since)

This is an additional method of gaining speed that I feel I must add due to a potential problem. I think that currently it will be almost impossible to slither in anything close to a straight line. The FACE has too much influence over the TRAVEL, and even with the grip low, it will be very difficult to gain any sort of speed with no influence.

To solve the problem, a new method (which may dominate), will be used. When you gain the slither power, it will add the speed directly to the TRAVEL point, by moving the point further away using mathematics. The variable of SLITHER_BOOST will dictate how much this happens. Most users will set this to maximum. 
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This means that people who want to slither in the straightest line possible, will set minimal GRIP, and rely completely on the SLITHER_BOOST. The crossover however, will be unaffected, as the crossover point is facing the right way in the first place.

NOTE: You cannot begin a slither if you are the wrong side of your travel direction, or over 120 degrees away from it.

ANGULAR_TRAVEL

This is a setting that can be set to 1, but might or might not work (not yet decided). By default it is 0, which means that all points trying to travel towards other points in instruments, will move in a simple X, Y, Z addition technique. This might make the game feel like it snaps more between 90-degree angles. If later I code a more circular method, you will be able to turn this on to make the movements angular and direct.

Let us summarize the current physics variables, MOST of which the player can adjust:

· WEIGHT

· AERO_DYNAMICS

· SPEED

· ACCELERATION

· FRICTION

· AIR_RESISTANCE

· GRAVITY

· TERMINAL_VELOCITY

· BOWIE_PHYSICS

· OUTRUN_GRAVITY

· BRAKES

· AUTOMATIC_BRAKE

· JUMP

· SLITHER

· GRIP

· SLITHER_BOOST

· ANGULAR_TRAVEL

Floor

Instead of a jump variable, I will call a variable FLOOR. If floor is 1 then you are on the floor. If it is 0, you are in the air, simple.

However, there are rules. Being on the floor means you are touching, or have collided with the plane (out of the 6), which the matrix dictates as the floor. In the default case, this is the top plane, where the floor usually is. Only when you collide with this, will you be on the floor.

It is important to know when you’re on the floor or not because things obviously will change. If you are in zero gravity then you can never touch the floor!

Matrix

Earlier I may have referred to them as planes, but the MATRIX is your current setting of gravity and floor direction. There are six possible matrices, plus 0 (7 in total) for none. These are the matrices:

0) None – ZERO gravity

1) Pull downward, floor is top plane

2) Pull upward, floor is bottom plane

3) Pull northward, floor is south plane

4) Pull southward, floor is north plane

5) Pull eastward, floor is west plane

6) Pull westward, floor is east plane

Notice that these are the same as the magna beam options, to make things easier.

SLITHER METHOD #2

I’m not sure exactly what parts will change, so I should just re-write the whole slither engine from scratch. If I don’t, then I’ll never remember how it worked in the first place!

Firstly, as usual, the SLITHER variable must be set to 1 to turn it on.

Now, when you begin to slither in a direction, you must be holding forward and one of the strafes. This will set the SlitherDir (direction) to 1 (going left) or 2 (going right). It will also remember the angle of TRAVEL that you began with. This is important.

You must turn the mouse in the opposite direction of the strafe you are holding. If you turn against this, the slither will end, and SlitherDir will become 0 again, for the next slither.

As you turn the mouse, the distance turned will add to the SlitherPower. The SlitherPower will expire over time.

Now we get into angles, this is where it gets a bit complicated, but fun:

The angle that is remembered is a hor value known as CrossoverPoint. A new instrument called SLITHER_TURN is used for slithering. The CrossoverPoint is stored into the instrument when the slither begins.

This instrument will be used to override the FACING instrument when we apply force (which we are while we slither).

An important note to make here is that you can only ever slither on land 1 or upside-down. You might even have to slither back-to-front in some way while upside-down.

Right, so the SLITHER_TURN instrument mimics the FACING instrument. This means the rotations are dominant. However, it’s just the HOR we want. 

In the APPLY-FORCES area, there is a 9th possibility: The SLITHER_HOLD. When we are turning in a slither this will become 1. If this happens, our forces are over-ridden by the slither, meaning we can turn and do work while moving in a separate direction if we like.

There is a variable, which can change the behaviour of this – GRIP. If we put our grip up, we’ll have more influence over turning. The more grip, the more the slither direction tries to become our facing direction. With no grip, you’ll keep going in the straightest line. The art here is to have a balance between being able to slither straight, and turning corners. If it’s too straight, you might have no control over your cornering. On the other hand if you have too much grip, you will find it hard to slither straight.

You cannot gain slither power in mid-air. You can keep your speed but the SlitherDir will remain 0 in mid-air.

With all of this done, it’s looking pretty good, apart from it’s a bit unstable and too powerful and too easy to gain extreme speeds. I must how put in methods to limit the slithering power and make it more skilful to gain speed.

SLITHER_GAIN

This variable current that dictates the amount of power we have gained from this single slither motion, is SlitherGain. You can’t exceed the limit, which is SLITHER_GAIN as a variable, or you will start to lose power. This means the player must learn the optimum amount of movement in a slither, without going too far.

NEW BANKING SYSTEM
Banking is the barrel-roll action that happens when you slither. There is a new system now, which will be explained here.

Since you can only slither on land 1 and 2, you can only bank on them also. When you slither, there is a BankGoal which your facing.bar will try to become. This stops any sudden changes and keeps the action smooth.

When you begin a slither the bank goal will reset to 0, which is upright. The more SlitherGain, the more the banking goal will tilt. It will tilt to a maximum degree, somewhere around 60 degrees either side. When you stop a slither, the goal will go to 0 again, and you will return centered.

There is a variable that enables you to adjust how much you bank, called SLITHER_BANK. It won’t be able to stop it completely. There will be reasons that develop for this adjustment. Two reasons already are that banking too far might be visually disorientating, whilst banking a lot will allow the player to run up the side of a wall perhaps.

Another variable is BANK_SPEED, which will help you adjust the speed in which the banking tries to reach its goal and return to 0.

You can also adjust your BANK_LIMIT to stop yourself banking too much or make it so you can bank further.

INSTRUMENTATION

A big feature for PRO is the instrumentation. I have decided that instead of declaring all sorts of types of instruments with properties and stuff, I will have a general COMMAND LIST of what to do each loop. I thought it might be a bit laggy at first but to be honest it’s just a small list of commands in real-time. 

The commands are best written in a list to execute as a normal config, but can be done in game-time. There will be commands to add, and edit current instrument commands, and delete them, etc.

/edit (choose number in array to edit)

/code (type new code here to apply to selected instrument)

@ (type new command to add)

/instruments – to list the instrument commands.

/delete (type number in list)

/clear_instruments – to clear all the instruments

The commands are in a database called INST, as a string. There will be a maximum of say 200 INSTS,  maybe not even that.

INST(MAX_INSTS)

Commands (all should be lowercase)

· WORD NEW – create a new word

· SET WORD [set the word straight out]

· WORD ADD [raw text add to end]

· WORD LEN [set word length]

· WORD PRE [add raw text to beginning]

· WORD RIGHT [set length from right]

· WORD UPPER - set to uppercase

· WORD LOWER - set to lowercase

· WORD CHAR - add char to word

· WORD VALUE – add value to word

· WORD PRECHAR – add char to beginning of word

· WORD PREVALUE – add value to beginning of word

· WORD SPACE [add this number of spaces]

· WORD PRESPACE [add this number of spaces to the beginning]

· WORD SPARE - add the spare onto the word

· WORD PRESPARE – add the spare to the beginning of the word

· SPARE WORD [add the word onto the spare]

· SPARE NEW – create a new spare

· SET CHAR [set the char straight out]

· CHAR ADD [add text to char]

· CHAR PRE [add text to beginning of char]

· CHAR CODE [set char code]

· CHAR UPPER [set to uppercase]

· CHAR LOWER [set to lowercase]

· CHAR LEN [set char length]

· CHAR VALUE [set the char to the value]

· VALUE CODE [set value code]

· VALUE ADD [add this number]

· VALUE SUBTRACT [subtract]

· VALUE MULTIPLY [multiply]

· VALUE DIVIDE [divide – watch out zeros!]

· VALUE INT - make into integer

· VALUE DECIMAL [decimalise (times by then divide, 10/100/100 etc]

· VALUE MAX [set max]

· VALUE MIN [set min]

· VALUE ABS - set to abs

· VALUE INVERT invert it to negative of what it is

· LOCATE X [set x co-ordinate for text]

· LOCATE Y [set y co-ordinate for text]

· FONT X [set width ratio for text, default as in config]

· FONT Y [set height ratio for text, default as in config]

· RED [set general red value 0-1]

· GREEN

· BLUE

· FONT SET [choose 0 or 1]

· PRINT CHAR [conditions, print the char]

· PRINT WORD [conditions, print the word]

· PRINT VALUE [conditions, print the value]

· TEXTURE [set general texture for shapes]

· RATIO X1 [set texture ratio]

· RATIO Y1 [set texture ratio]

· RATIO X2 [set texture ratio]

· RATIO Y2 [set texture ratio]

· X1 [set co-ordinates for square]

· Y1 [note that a square is also a potential meter]

· X2 [also, circles are drawn onto X1, not X]

· Y2

· X3

· Y3

· X4

· Y4

· SET X1 - set the value as this point, for meters etc

· SET Y1

· SET X2

· SET Y2

· SET X3

· SET Y3

· SET X4

· SET Y4

· PIVOTX [set pivot x location for needles and rotations]

· PIVOTY

· ROTATE [square shape in degrees, over pivot]

· ROTATE1 [rotate just this point in degrees over pivot]

· ROTATE2

· ROTATE3

· ROTATE4

· ROTATE VALUE – rotate by value

· ROTATE VALUE1

· ROTATE VALUE2

· ROTATE VALUE3

· ROTATE VALUE4

· DRAW SQUARE [conditions] draw it

· DRAW CIRCLE [conditions] draw it

· DRAW_LINE [draw a line from point 1 to 2]

· DEPTH ON – enable depth test

· DEPTH OFF – disable depth test

· MASK ON – turn on mask feature

· MASK MIDDLE – do middle feature for masking

· MASK OFF – turn off mask feature (default)

· SET RED – set red as value

· SET GREEN – set green as value

· SET BLUE – set blue as value

· SHADE1 [set shading addition for point 1]

· SHADE2

· SHADE3

· SHADE4

· CIRCLE SIZE [size of circle in radius]

· SLICES [slices of circles, keep as 2 for 2-D

· STACKS [detail of circle, 32 for good]

· RESET COLOR - reset colour to white and shades to 0, for masking

· MOVE X [move all x1-x4 right by this amount]

· MOVE Y [move all y1-y4 down by this amount]

· IF VAL># [if value is over this amount then start an if]

· IF VAL=# [if the value equals this]

· IF VAL<# [if the value is under]

· IF VAL!=# [if the value doesn’t equal this…]

· { (open the if)

· } (end the if)

· IF CHAR= [word]

· IF CHAR!= [word]

· TEMP=VALUE (set temp as value)

· VALUE=TEMP (set value as temp)

· TEXTURE=VALUE (set the texture as the value)

Conditions

These are the numbers you put in the drawing conditions, which mean to draw only if:

0 means draw no matter what

1 play screen

2 play, small console

3 small console only

4 big console only

5 big and small console

6 while tab scores are being held

7 on play screen but never while tab scores are held

8 on play screen, and small console, but never while tab scores are held

Ifs

When there is an IF function, the IF value goes up by 1. When there is a }, if goes down by 1, until it is 0. This might mean we can have ifs within ifs, but I’m not sure, I haven’t really thought it through yet, lol!

New commands might be added in the future and not put into this document. I will have to consult the source code for any of these changes.

Start and stop PROLYN

You can put PROLYN commands in normal config files with the @ command, or you can have files that don’t use the @ to make it more tidy. To do this, you must go into PROLYN mode.

You can’t do this in the console, only on the load-config.


prolyn
This will start the prolyn, and all @ will be ignored and skip straight to the pro lyn, ignoring all other console commands. To finished simply type:


end

Remember, when you open a script by default, prolyn will begin as 0, and will go back to 0 at the end no matter what.

Includes

You can “include” a file (at whatever point) by using the /include command, however, this allows you to open another config inside of one already. This means you can call a config that includes many other configs instead of having to copy and paste code all into one config. Petty cool huh. It also requires a raw name, and raw directory, as .conf or /conf will not be automatic. This means if say for the volcanic script, you could say: /include volcanic/include/lifemeter.lyn.

GUNS, MISSLES AND EQUIPMENT

I have decided to do the basics of guns and projectiles before getting my head into the political netcode, as this will require some politics anyway and give me some more information to work with. Diving straight into netcode without rosters might be a bit awkward.

As we have established from earlier lists, which are explained in the SPRITES section, the player can carry a current GUN with a GUN VARIATION and SPECIAL. 

The GUNS are divided into gun types, and the VARIATIONS allow for another ten of each gun type. The sprites are all custom, and are added as they’re made.

Rosters

This takes us equipment rosters. The player can configure what starting equipment he has. Note that this is starting equipment and NOT current equipment. These mustn’t get confused. The player can choose what guns he has, and which type of gun. For example ROCKET_LAUNCHER might be set to 3, which means he will have a mark-3 rocket launcher of some sort. If it is set to 0, then he has chosen no rocket launcher. I guess this means only 9 variations of each gun, oh well! Shit happens.

In addition the gun type/gun existence, the player can choose how many bullets for that gun type. Some guns might share different bullet types, or even take more than one type of bullet. This for example might be ROCKETS. 

And finally, in some exceptional cases, you might be able to choose other options like what KIND of bullet of that type. For fan guns, you can specify what type of fan gun variation, meaning to choose your weapon you would have to set FAN_CANNON, FANS, and FAN_TYPE. Lot’s of good options already!

Every single time you make a change in your roster, your total roster points will be calculated. You can’t change your roster during play, only while idle or spectating. In addition to the points being legal, the roster itself might not be legal, a certain ammo might not be allowed with a certain gun type, or something. If this is the case, you will be told and unable to join the game until it’s fixed.

There are other factors that might add to your roster points, such as certain physics settings, health perhaps, etc. If your points exceed the server’s roster points allowance when you try to join a match however, you wont be allowed to. A message will pop up telling you.

Here is a reminder of the gun types:

1) Rocket launcher

2) Fan Cannon

3) Fork Gun

4) Shotgun

5) Rifle

6) Grenade Launcher

7) Machinegun

8) Rail Gun

9) Special Gun

I have decided to make these commands in the config R_* commands, so that the player can tab and see his options. There will also be a menu for him to go through the guns at one point, without using the console.

Firing the gun

When you fire the gun, it is a very similar system to Hymené. You create a MIS line, and then translate it using the same code as you would translate another. It will be added to a database as usual. The database limit will be re-assessed every time a missile is born or expires, for efficiency.

As usual, the owner of the missile is responsible for it hitting anyone, and expiring upon hitting. When it hits it will cause a HIT which is like an explosion, and the client will be responsible for sending the explosion line out, and any damage the explosion causes with splash damage.

POLITICAL

Some important notes here; The variable IDLE on the client side becomes 1 when we are connected but not playing, so CONNECTION=1 and PLAY=0 results in IDLE=1. When we are idle, we can’t move, shoot, etc, only free-cam or something, or spectate different places.

Right, when you connect, CONNECTION will become 2. This means you are in the process of checking you have all the data. If you are asked for a password, CONNECTION will become 3. This is the same as 2, but you must send a password too. Once the CLIENT is happy he has all the data, and he is told his password is OK, he will attempt to become idle. If he passes, the server will tell him, and connection will become 1. He is now connected and idle.

Matches

Let’s take a look at basic match politics. The easiest way to start a match (and probably the only way) is to do it manually as a match admin. This means a client with access or a service bot can do it.

Read the server protocol for packet details on this process.

The matches are started by match admins, or there may be an autopilot feature that happens on the server where it keeps going around in circles, unless a match admin intervenes.

I guess an important thing to do now is to think about the client display of other clients and so on. Avatars might be possible in the future, by supplying the services with a private password which allows the avatar, instead of the player supplying his own and being able to put malicious content on a link.

When a person holds TAB or the scores key, the scores will show up in a vertical list. The spectators first, then team 1, team 2, and so on.

There will be several options but not as fully customisable as instrumentation would be for the client. There might be spacing, font sizes, offset, font-set, colours, and so on. The client will also have some team colour options perhaps. This way a quake1 style client might have brown and grey teams, whilst a quake3 style client might have blue and red, etc.

Let’s have a look at the CLIENT player database:

Person.PAC 

the pac line of that person

Person.Name

name of that person to identify by

Person.Score

score

Person.Team

team

Person.Avatar

URL of avatar

I notice now that I have decided not to do the ID thing as a dominant thing, where the server would tell the client all the ID’s of the other clients. The database is arranged in no particular order, and identified by name.

This means the spare textures are also in no particular order when loading avatars. The personal ID however IS still sent to the client for non-random spawning purposes only. Note that the local player is not included in his own database, and must be displayed independently.

Avatars

To prevent malicious avatars, or wrong-dimensional avatars, they will all be BOT side. This means the server isn’t responsible, which is good. The bot has a database of avatar URLs and PASSWORDS. They are NOT player accounts, just avatar passwords. The player will request the server his avatar, by sending this line:

REQUEST_AVATAR:password

The server receives this, and sends it straight to ALL services:

REQUEST_AVATAR:000:password

The 000 is the client ID. The BOT will receive this packet and check if the password exists and is valid. It will send back one of these three responses to the server:


AVATAR_OK:000:url.whatever.com


AVATAR_FAILED:000

If failed, the client is told this via a message. If passed, the server will send the client an avatar line:


AVATAR:Chalcedony:url.whatever.com

It will also send everyone else the avatar of chalcedony, with the same line. It works the same way as a team or PAC line, where it checks then adds then name to the database.

The server will obviously add the URL to the client avatar.

As for LOADING the avatars, this is another matter, which might take variations of design. It has to FTP GET the avatar, save it onto the local computer, and then load that custom texture. Difficult stuff.

I think the skill is to find the right time to do it. The local client will be aware or not if the avatar is KNOWN/DOWNLOADED/TEXTURELOADED. These are three stages. Let’s look at them like that:

0) No avatar or none found

1) Avatar found but not downloaded

2) Downloaded, awaiting texture load

3) Texture loaded and ready for display

So if any avatar is in state 1 or 2, then stuff has to happen. This will happen when IDLE, and possibly upon death, with an option on or off. There is also an option to forget about avatars altogether.

NOTE: Only services 1 will be sent avatar requests.

Avatars on the client side

If LOAD_AVATARS is set to 1, then avatars will be loaded by default anyway. If you turn this off, your client won’t bother loading them, to save memory and time.

In your local resource texture folder, default_avatar.bmp is the avatar given to all other players by default whilst local_avatar.bmp is your personal avatar. People will not see this, these are your defaults only.

Drawing your avatar on the screen during playing-time is simply a customized instrument with the last texture!

So we’ve covered drawing your own avatar, but what about the other guys, and the tab scores? Basically, their avatar will be saved on the local texture resource folder, saved as “avatar” & LOCAL ID. Although instrumentation might be able to do it, I’ll make it so that its part of the tab scores. There will be options etc.

Config system changes

I have decided to make the /LOADCONFIG command load from the /conf folder too, making it exactly the same as the “.” (dot) command. This is because the root folder got very messy with configs.

So where does this leave includes?

Includes can load within another config file, and will load a raw name. This means you have to put the extension and folder in. NEVER load an include within an include. 

The only conf that stays in the root directory is START.CONF. This is run before anything else. This is where you wanna hack up your screen modes and shit. It will then run conf/main.conf, which can be saved easily. This encourages start.lyn to not-be-manipulated inside of pro.

Remote scripts

It is possible to customize a list of remote script situations. There is a database where you can add a situation, and assign a script to it. You must know the situation codes in order to bind a script. The scripts are custom loaded, using file number #3. The echo is automatically turned off when loading a remote script, and comes back on afterward. These are the situations:

CONNECTED

DISCONNECTED

MATCH_STARTED

MATCH_ENDED

JOIN_TEAM

JOIN_IDLE

CHANGE_GUN

(for changing to any gun)


CHANGE_TO_NOGUN
(happens also)


CHANGE_TO_ROCKET


CHANGE_TO_FAN


CHANGE_TO_FORK


CHANGE_TO_SHOTGUN


CHANGE_TO_RIFLE


CHANGE_TO_GRENADE


CHANGE_TO_MACHINE


CHANGE_TO_RAIL


CHANGE_TO_SPECIAL


DEATH


(when killed)

You can add a script by using this command:


/remote CONNECTED=conf/connected.lyn

This will scan for the equals to know what to load. You can also erase the remotes list by using


/clear_remotes

When a remote script is called in the LOAD_REMOTE sub, an echo-off mode is automatically turned on, and then off afterwards. This means no text will spam in the output buffer, unless you manually turn the echo back on, then off again.

