GENERATIONS ARENA

BETA VERSION 0.99b, AUGUST 7TH, 2002

Thank you for taking the time to read this document.  This readme contains important information regarding this release, including last-minute updates, installation instructions, gameplay information, listings of what works and what doesn't, and important copyright information.  Please read this document thoroughly before playing Generations Arena.

IMPORTANT NOTE:  WHAT WORKS/WHAT DOESN'T

This installation is the second public release of Generations Arena.  While drastically improved from the previous release, Generations is not completed.  As such, we hope to gain some important feedback from players concerning the feel and balance of the game, which we will apply toward future releases.  This is, however, a BETA release; not everything is completed, but what is included is more solid than ever.

What this version does include is the basic Generations gameplay, allowing players to select any of five classes based on classic styles of Deathmatch play (and the styles of id's best-known first-person shooters).  These generations feature their own unique weaponry (for a total of 44 weapons), as well as their own unique movement speeds and even different physics.  These classes are fully playable in Free-For-All, Tournament, Teamplay, And Capture-The-Flag modes of play.  There also exist many additional features, such as new announcers and powerup effects, that players are invited to explore.

This release has been tested as thoroughly as possible under Q3A v1.30.  In terms of coded features, nearly everything that has been written in is fully functional.  A few minor errors may be visible within the Team Arena-style menu interface, one of our most recent additions.  The Earth class does have a few “placeholder” models:  The Luger, MP40, and Flamethrower are all low-poly meshes brought over from the previous “Generations” project.  The Dual Gats are also not visible from third-person; if you see an Earth player with one Gat, assume he has a second.  ;^)

The most notable missing element to Generations Arena is a lack of full weapon animations.  While some weapons do animate (Doom’s chainsaw and pistol, for example), many weapons remain quite static.  WireHead Studios is planning and implementing a new animation system for Generations Arena, that will allow a degree of frame-based control that is not possible with the “animation.cfg” system so many other Quake3 mods have used.  This system, along with more complex player animations and much more, will be available in future releases.

WHAT IS GENERATIONS?

One of the greatest qualities of games like QuakeIIIArena is their open-ended architecture that lets anyone with sufficient coding and artistic talent add on to and expand the game. These modifications, or "mods," can take a game above and beyond its original gameplay. 

Generations Arena is a class-based modification. The warriors of Quake3 are divided into five classes, or generations. Each class has their own strengths and weaknesses, such as running speed, weaponry, and ability to take damage. Players select one class and fight against other players, who may be using totally different classes. 

Generations Arena, at first glance, appears to be a typical class-based mod. But the similarities end at choosing a class. While every gun is unique to every class, the other generations may have a similar weapon that works better or worse in certain situations. Ranger's Rocket Launcher may outperform Grunt's in almost every category, but his Super Nailgun is no match for Grunt's massive Chaingun. 

Every generation spawns with only its basic weaponry; often no more than a pistol, small machinegun, or simple shotgun. To get to the big guns, players must do what they've done since the beginning of deathmatch: hunt them down. The weapons in the arenas alter themselves to fit their user's preferences; where Major sees her beloved HyperBlaster, Crash sees a freshly loaded Plasma Rifle. Of course, if Sarge gets there first, he'll likely grab his trusty Flamethrower to start up a barbecue. If Crash manages to defeat Sarge, she'll pry her Plasma Rifle from his dead grasp. 

Eventually (read: not quite yet), even the powerups in the Arena will change due to the generation gap. Invisibility, for example, will be a hotly contested item. Arena Gladiators such as Visor gain a Predator-style cloaking; Strogg Troopers like Daemia turn completely invisible... except for their weapon. Ranger's Slipgaters pull a Ring-Of-Shadows disappearing act, leaving behind only a pair of floating eyeballs. Doom Warriors pull some real shadow fragging, becoming nothing more than a Blur. Sarge, Mynx, and the rest of the Earth Soldiers try for total invisibility, but tend to flicker back into existence every second or so.

There will also exist some new powerups. The Bezerker provides a super-adrenaline rush, restoring a player's health to full, and giving them amazing strength. Doom's mighty left hook, Mynx's knife slash, and Ranger's axe to grind become fearsome tools when they go Bezerk. 

With all the options for each generation, players inevitably ask which generation is the best. Thankfully, in Generations Arena, the answer is a resounding "ALL of them." Each class has their own strengths and weaknesses, both by themselves and against other classes. While a generation fighting against itself provides a fight as close as possible to the classic gameplay that generation is known for, each generation can defeat each other generation, simply by selecting a correct fighting style and strategy. 

With over 40 different weapons, five unique generations, ten different player-vs.-player scenarios (based on class alone), full skin and multiple model support for each generation, support for all modes of play from DM to CTF, and arenas that will remind you of your first deathmatch, only better than ever, the full version of Generations Arena is quite simply a mod that has to be played to be experienced. This preview version of Generations will give you a taste of what's to come.

SYSTEM REQUIREMENTS

Required:

Full, registered version of QuakeIIIArena installed.

Quake3 v1.30 Point Release.  This version of Generations Arena has been compiled under the 1.29h source.

Recommendations:

128MB or more of system memory.  Maximum performance can be attained by setting Q3A's com_hunkmegs to two-thirds of your available system memory.  Normal com_hunkmegs values range from 90 to 128; higher values are not needed.

OpenGL-compatible video card with 16MB of memory or higher.  Users may need to reduce certain graphics options, including dynamic lights, to increase performance.  A GeForce-class video card is highly recommended.

INSTALLATION INSTRUCTIONS

Double-click on the .exe file to begin the installation program.  The installation will request an installation directory.  By default, this location is "C:\Program Files\Quake III Arena\generations".  You may use the Browse button to point the installation to your Quake3 folder.  However, it is recommended that you maintain the \generations portion of the path.  For example, if Quake3 is installed in C:\Games\Quake3, change the installation to "C:\Games\Quake3\generationstest".
The installer will copy the necessary files to the \generations folder underneath the Quake3 directory.  These files include the .PK3 files necessary to play the game, as well as server configuration files, this readme, and a more detailed manual.

RUNNING GENERATIONS ARENA

Certain installations of Quake3 can run Generations Arena by selecting it from the Mods menu under Quake3.  If this does not work, however, Win32 users may run Generations Arena from the command line (Start, Run) as follows:

"C:\Program Files\Quake III Arena\quake3.exe" +set fs_game generations

Mac and Linux users should alter the argument appropriately.  Consult your Q3A documentation.

HOW TO PLAY

Generations Arena operates remarkably similar to QuakeIIIArena.  The major difference lies in the generation, or class, you choose to play as.

Under Player Setup, you may select the player class you wish to play under.  The choices available are the Earth Soldiers, Doom Warriors, Slipgaters, Strogg Troopers, and the Arena Gladiators.

Fans of bullet-based weaponry should check out the Earth Soldiers (led by the newly-skinned Sgt. “Sarge” Blaze).  From Luger pistols to MP40s and Gatling Guns, this class is all about filling opponents with lead.  Dual Gatling Guns are the quickest way to destroy someone up close, and the Sniper Rifle, when aimed properly, takes them out from virtually any distance.  Flamethrowers, Bazookas, and Hand Grenades round out the mix.

Players who earned their FPS legs fighting Hell's minions on the moons of Mars will quickly flock to the Doom Warriors class (led by Doom, obviously).  High-speed running, massive rockets, and green and blue walls of energy bring back the classic feel of terminal deathmatch.  From chainguns to chainsaws, double-barreled shotguns to BFGs, Doom knows life is short; frag hard.

Those who feel best using powerful rockets and armor (and denying those items to others) will feel at home with the Slipgaters (led by Ranger).  With the fastest-moving rockets around, a devastating lightning gun, as well as nailguns and more, Slipgaters can easily dominate the field... IF they can grab what they need, and keep it out of the hands of their fellow Slipgaters.

More recent FPS players may prefer the pace of the Strogg Troopers (led by Grunt).  Featuring the widest array of weaponry, Strogg Troopers always have a weapon that will get the job done.  Whether it's buckshot death with a Super Shotgun, rapidfire Chaingun or Hyperblaster slaughter, blue spiral Railgun shots, or the room-filling death of a BFG10K, there's always a better way to deal out death as a Strogg Trooper.

If you are unfamiliar with the other classes, consider playing as the Arena Gladiators (led by Visor).  Their behavior and movement are identical to standard Quake3.  While playing as Arena, you can see the other classes, as well as sample their new weaponry (albeit from the wrong side of the gun.)

Regardless of who you choose, the rules are the same as ever.  Find a weapon, and Frag Them Before They Frag You.

GENERATIONS

EARTH SOLDIERS--Brought back from the days of Operation Eisenfaust, Sergeant Blaze (a.k.a. "Sarge") and the Earth Soldiers return to the Arena to show that if God had intended men to use plasma rifles and railguns, he wouldn't have invented gats and sniper rifles first.  They may be the slowest, but they're the most heavily armed.

Knife:  Reach out and slice someone.

Luger: This German pistol is a good way to damage opponents when you're critically low on bullets.

MP40: Slower-firing than the Gatling Gun, you'll nonetheless find yourself using it, mostly because you haven't found a Gat yet.

Gatling Gun:  When one person absolutely has to die right now.  Your main weapon of choice in virtually every situation.

Bazooka:  Not the best Rocket Launcher available, but useful if you are skilled at hitting people directly.

Flamethrower: A staple of twentieth-century combat, the flamethrower shoots burning jets of napalm to ignite foes.

Dual Gatling Guns:  Finding a second gat allows you to equip both simultaneously.  For when EVERYONE absolutely has to die right now.

Hand Grenades:  A good way to deter your foes while you run for some reinforcements.

DOOM WARRIORS--Hardened in combat against Hell itself, Doom Warriors survive combat by surrounding themselves with the deaths of others.

Fist:  Perfect for humiliation kills.  Scary with Quad.  Nightmarish with Berzerker.

Chainsaw:  A great way to grind some meat.  Doom's speed combined with the Chainsaw's power strikes fear in the farthest foes.

Pistol:  A surprisingly good tool... if your foe is unarmored... and on his last legs.  Find something better.

Shotgun:  With a short, tight spread, the Shotgun is the closest thing Doom has to a long-distance weapon.

Combat Shotgun:  Given a point-blank blast, this gun is enough to take out a newly-spawned player... with armor.  The blow-back is even worse.  Fear this weapon.

Chaingun:  Pump lead into your opponents, and make them do the chaingun cha-cha.

Rocket Launcher:  Slow, moving, but packing quite a punch.  Besides, a tight cluster of five missiles is better than one...

Plasma Rifle:  The classic returns.  Put a wall of blue death between you and your opponents.

"Flash" BFG9000:  This gun shoots an immense green ball of energy.  When the ball erupts, an invisible blast comes out of the gun in the same direction the ball was originally fired, striking all players in its conic range.

SLIPGATERS--Those who first fought the minions of Quake.

Axe: The great negotiator.

Boomstick:  A fast-firing shotgun.  However, it pales in comparison to the big guns.

Double-Barelled Shotgun:  More powerful, nearly as fast.  However, this is still the weakest weapon a Slipgater can pick up.

Nailgun:  This gun shoots a double stream of razor-sharp flechettes, or "nails".

"Perforator" Super Nailer: With multiple barrels, the Super Nailgun shoots one stream of armor-piercing nails that are twice as powerful.

Grenade Launcher:  Slipgate Grenades bounce less than Quake3 grenades, making them easier to position.

Rocket Launcher: Using the same ammo as the Grenade Launcher, the RL propels a rocket-powered grenade at high speeds.

"Shaft" Lightning Gun: Far more efficient than the Arena LG, the Thunderbolt tears through opponents far more quickly.

STROGG TROOPERS--The assault forces that landed on Stroggos and fought the Makron and his subjects.

Blaster:  A rechargable weapon with infinite ammo.  However, its damage is virtually useless against armored foes.

Shotgun:  This gun delivers a strong blast up close and a generous pelting from a distance.

Super Shotgun:  Double the barrels, double the fun.  With a larger cone of damage and large kickback, this gun is best used up close and personal.

Uzi:  Similar to the Q3 Machinegun, the light weight of the Uzi causes its shots to scatter.

Chaingun:  It takes time for its barrels to spin up to full speed, but the Chaingun goes through opponents (and ammo) like water.

Hand Grenades:  Got Grenades and no launcher?  No problem.

Grenade Launcher:  Throws grenades faster and farther than by hand.

Rocket Launcher: Slightly slower than its Slipgate counterpart, the Strogg RL is nonetheless a serious contender.

HyperBlaster:  The HyperBlaster shoots blaster bolts in a circular pattern from its quad barrels.

Railgun:  With a unique blue spiral trail, the Strogg Railgun does enough damage to frag a player who has just respawned.  Dangerous on space levels.

"Fusion" BFG10K: Similar to the Doom BFG, the BFG10K shoots a large green ball that zaps lasers at all who approach.  When the ball explodes, all opponents who have a line of sight with the ball and the owner take damage.

WHAT'S DIFFERENT

Generations Arena has some notable changes from standard Quake3 play.  This readme will highlight as many of these as possible.

Class Speeds--Each class runs at slightly different velocities.  The classes' speeds, in order from slowest to fastest, are:  Earth, Strogg, Arena, Slipgate, Doom.  The Arena class travels at standard Q3A speed.  Earth, while the slowest class, can still make the jumps required to traverse the standard Q3A levels.  While Doom was initially clocked at 90MPH, his speed has been reduced to Q3A-Haste levels, leaving him quite fast, but still controllable under a high ping (even with a Haste of his own).

Physics--Slipgaters, true to their roots, have a different form of air control than the other classes.  This new physics system should give QuakeWorld fans a good dose of deja-vu.  However, players should take care on jumppads and other areas that were constructed with the Arena Gladiators in mind.  Virtually any jumppad you come across will shoot you in the right direction… if you don’t push the opposite movement direction as you go flying.  Consequently, when approaching a jumppad that will send you backward, jump into the pad and release the Forward key.

Strogg Troopers have developed slightly alternate physics as well, giving them the double-jumping and circle-jumping tricks of yesterday, along with much more.  Doom Warriors have also adapted their physics, providing a classic feel while gaining the jumping, crouching, and jumppad-hitting potential that the Arena has to offer.

Footsteps--Doom Warriors and Slipgaters walk and run silently, without any trace of footprints.

Class-Based Weapon Switching: Switching times for each class are different.  Strogg Troopers feature slower switching; Slipgaters have instantaneous switching.  Doom and Earth switching are altered to provide unique feels.  Note that these switching timed do not “look” correct, due to a lack of fine-tuned hand animations.

Armor Systems:  Additional game balance between the classes is provided via class-based armor systems.  Doom players will find the weakest armor in the game (50% absorption).  Slipgaters will gain large amounts of armor (150 yellow, 200 red), but armor will be easily denied to them with a bit of control.  Strogg Troopers will obtain progressive layers of armor (66%, 75%, 85%) that, unlike Slipgaters, can stack with his existing armor.  Earth Soldiers will increase their tank nature by wearing the toughest armor in the game (90% absorption).  The changes alter gameplay, particularly teamplay.  (For example, a two team Earth/Doom unit will find the Earth player grabbing most of the armor, and Doom grabbing most of the health.)

New/Class-based Powerups:  Generations features several new powerups, such as the new Invulnerability Pentagram, and changes to existing powerups.  Some powerups have different effects for each class, such as Invisibility.  The Berzerker pack works as a healing pack, and gives a super-power boost to every melee weapon until the player is killed.  Note that Strogg players do not have a melee weapon, and neither the Doom Chainsaw nor the Arena Gauntlet is considered a “true” melee weapon.

WEAPON CONVERSION--Generations maps feature the same weapon pickups as Quake3.  However, what weapon players get changes depending on the generation.  The pickups are as follows:

ARENA

1-Gauntlet [S]

2-Machinegun [S]

3-Shotgun

4-Grenade Launcher

5-Rocket Launcher

6-Lightning Gun

7-Railgun

8-Plasma Gun

9-BFG10K

EARTH

1-Knife [S]

2-Uzi [S]

3-Gatling Gun

4-(Bazooka)

5-Bazooka

6-(Gatling Gun)

7-Sniper Rifle

8-Flamethrower

9-Dual Gats*

10-Luger [S]

11-N/A

12-Hand Grenades[S]

DOOM

1-Fist [S]

2-Chainsaw [S]

3-Combat Shotgun

4-(Bazooka)

5-Bazooka

6-Chaingun

7-(Plasma Rifle)

8-Plasma Rifle

9-BFG9000

10-Pistol [S]

11-Pump Shotgun [$]

SLIPGATE

1-Axe [S]

2-Nailgun [$]

3-Double-Barreled Shotgun

4-Grenade Launcher

5-Rocket Launcher

6-Shaft

7-(Shaft)

8-Super Nailgun

9-(Shaft)

10-N/A

11-Boomstick [S]

STROGG

1-N/A

2-Uzi [S]

3-Super Shotgun

4-Grenade Launcher

5-Rocket Launcher

6-Chaingun

7-Railgun

8-HyperBlaster

9-BFG10K

10-Blaster [S]

11-Shotgun [$]

12-Hand Grenades [$]

(weapon) = Players receive this weapon in the slot listed without parentheses.

[S] = Players spawn with this weapon.

[$] = Players spawn with this weapon and no ammo.

WHAT'S TO COME

The following are features that are planned for future versions of Generations Arena.

First-Person Animation System:  Generations' weapons will come alive as standard shotguns pump, double-barreled shotguns are opened and reloaded, plasma rifles recoil, fists, axes, and knives swing with the full force of their owners, and BFG10K's explode with fury as they're pumped for their next shot.  The most important animations will make their way to third-person as well.

Multiple Model/Skin Support:  Feel Major should make an appearance in Generations Arena?  How about Crash, TankJr, and Slash?  Perhaps even Daemia, Phobos, Wrack, Stripe, and others?  Generations Arena will eventually allow players to select from several models and any skin available.  Several models will be grouped into each class, with full third-party model support for the Arena class.

More Gameplay Modes: Current plans for Generations (after the 1.0 release) include the addition of several unique new gameplay modes.  Look forward to Blast Chamber, where players scour the level for the key to nuclear Armageddon, as well as Resurgence, a completely unique monster-filled singleplayer/cooperative mode, where it’s you against hundreds of them.  Again.

Keep an eye on the Generations Arena website for news of the mod's progress!

LEGAL STUFF – GENARENA AND COPYRIGHT ISSUES

(DISCLAIMER: The following should not be taken as legal advice.  Please consult your lawyer regarding such issues.)

It has been asked repeatedly of WireHead Studios how “Generations Arena” can be legally released while other, similar projects are canceled due to copyright infringement and use of intellectual property (a situation commonly known as “getting foxed.”  While similarities do exist, the differences are the most important element.  A simple comparison between Generations Arena and its predecessor, “Quake2: Generations” will hopefully make our stance clear.

First off, a “mod” or any similar project cannot be based on intellectual property belonging to any other person, company, or group without permission.  You cannot make a mod based on the “ALIEN” universe, the Simpsons cartoon show, the Mario series of games, and so on.  Those characters and universes are the property of their respective companies, and they have the right to decide when and where they are used (barring news coverage and similar “fair use” cases, which do not apply here.)

This restriction has several elements.  You cannot utilize characters that belong to someone else.  Those characters (and even their very likenesses) are copyrighted.  Q2Gen used the characters from Wolfenstein-3D, DOOM, and Quake I in a mod for Quake2.  Even though those characters were all owned by one company (and even though that company that owned the game the mod was made under), they were still illegal; intellectual property from one game was brought to another.  It doesn’t matter that the mod was released for free, or that the characters were from the shareware release.  Bringing them into another game was illegal.  This applies to lead characters as well as “monsters” or other characters.

In addition, any content from one game cannot migrate to another without permission.  Content from other sources (movies, television shows, or even books) cannot migrate into a mod either.  Q2Gen broke this by several bounds, converting levels, textures, models, sounds, graphics, and more from Wolf3D, DOOM, and Quake into the Quake2 engine.

Generations Arena attempts to focus on the fun elements that made playing these four games so memorable, without infringing on the intellectual property rights of id Software or their fans.  Our goal is not to merely port id’s previous games to Quake3; we hope to merge many of the gameplay dynamics and techniques each game developed into one deathmatch environment.  If you want to chainsaw demons, play DOOM; if you want to chainsaw that guy who’s been railing you for the past half-hour, play Generations.

To that end, we’ve designed everything from the ground up to provide all of the fun with none of the legal concerns.  Our “generations” are not Wolfenstein, DOOMII, QuakeWorld, or QuakeII; they’re the Earth Soldiers, Doom Warriors (as in the Q3 character Doom), Slipgaters, Strogg Troopers, and Arena Gladiators.  We have not brought in characters from other sources; the Generations characters are either present in Quake3 already or, as with our female Slipgater “Jaeger”, entirely new creations.  All of our content is made entirely from scratch, from models to weapons to sounds and beyond.  Many of our weapons resemble either generic real-world weaponry or existing Quake3 weapons in their form and/or function.  Our levels aren’t mechanically converted and ripped; we’ve taken the time to craft original “remakes” that provide the same layout and environment, while providing the quality visuals and architectural brilliance that only the Quake3 engine can provide.

Above all, WireHead Studios has consulted with id Software, and received early permission for many of the areas of Generations Arena that we felt were a little “grey-area”: our designs for the new BFGs, our style for creating the Strogg weaponry, our decision to age-regress Sarge 30 years and alter him into “Sarge” Blaze, and even the decision to bring back monsters (including classic-styled monsters) to Generations with Resurgence.  We look forward to either receiving the final blessing from id Software, or working with them to make the changes they see fit.

At any rate, you’ll be playing Generations Arena for some time to come.  Have fun!

(For more information, consult the wonderful article by Caryn “Hellchick” Law at the following URL:)

http://www.3dactionplanet.com/features/editorials/q3dmhellchick5/
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