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	System requirements:


470Kb 	Conventional Memory


1,5 Kb 	EMS Memory


+ 1,5Mb 	EMS Memory for SFX	(recommended)


3,5Mb 	XMS Memory


35Mb		Hard Disk space for compiled levels, temp files and saves


Min. Pentium 166 MHZ 			(233MHZ recommended)


VGA Video Adapter


Music Card compatible with SB16		(recommended)


		


	Keys:


		[ARROWS]	-	moving


		[RSHIFT]	-	run mode (while holding down)


		[<], [>]	-	strafe left, right relatively


		[RCTRL]	-	fire		


[1], [2], [3]	-	select a pistol, riffle or a machine gun relatively


		[ENTER] or [R] -	reload a pistol


[SPACE] 	-	open door


[/]		-	rotate 180 degrees


[H]		-	hide weapon ([1], [2] or [3] to put weapon back on the screen)


[M]		-	hide/show the info bar	


                	[F1] … [F4]	-	save the game in the relative slot


		[F5] … [F8]	-	load the game from the relative slot


		[ESC]		-	quit





ATTE Engine features:


		


Orthogonal walls with different height, floor and ceiling


Texture mapping


Dynamic textures


Light sourcing


Non – interactive sprites handling


Interactive sprites handling


Midi and Wav handling





Important information:





Installing





After downloading and unzipping ATTE.ZIP launch INSTALL.EXE. This will compile all levels and create all BAT files needed to launch the game. It will take several minutes but you have to do it only once. Sorry for inconvenience but supposing I include levels in the ATTE.ZIP in the compiled format, the file will be five times bigger and you may have problems with downloading. After finishing to compile levels the game is ready to run.            





b) Memory





	The program needs about 3Mb of free EMS (with sound) and 3,5MB of XMS to run. Check your CONFIG.SYS for EMM386.EXE and HIMEM.SYS drivers installed. To minimize memory requirements down to 1,5Mb EMS and 3,5 XMS run NOSFX.BAT instead of START.BAT to disable SFX. You can also run NOM&SFX.BAT to disable MIDI music as well.


In case of problems try adding these lines at the beginning of your CONFIG.SYS file:


DEVICE=C:\WINDOWS\HIMEM.SYS


DEVICE=C:\WINDOWS\EMM386.EXE <amount> RAM





where <amount> must be a number specifying the amount of EMS memory in KB to make available under DOS. Here I also suppose you have Windows 95/98 in the C:\WINDOWS directory. So to have 4 MB of free EMS memory, you should add:





DEVICE=C:\WINDOWS\EMM386.EXE 4000 RAM








	c) System





To run the program in the WINDOWS environment you can switch to MS - DOS mode. In this case, make sure you have set Conventional to 640Kb and EMS, XMS emulation to AUTO in the MS – DOS memory features. You can also close the WINDOWS in the MS – DOS and than launch the game as well as you can run the game directly from EXPLORATOR by selecting the BAT file you require.  It’s not recommended to run the program in the “pure” MS – DOS.





	d) SFX and Music





If your sound card is not perfectly compatible with Sound Blaster run the game the without SFX. Just launch NOSFX.BAT to disable SFX. You can also run NOM&SFX.BAT to disable MIDI music as well. If you want SFX you must have set the BLASTER environmental variable. Add the following line to your AUTOEXEC.BAT file:





SET BLASTER = Aaaa Ii Dd





where “aaa” is the hexadecimal base address of your sound card (commonly 220), "i" is the IRQ number and "d" is the DMA channel to be used. A common setting would be like this:





SET BLASTER = A220 I5 D1





which sets the base address as 220h, IRQ 5 and DMA channel 1.


	The MIDI handling uses Extended MIDI with External Music Synthesis MPU401 so you must have sound card compatible with SB16 to play music. If your sound card do not have MPU401 emulation run NOMUSIC.BAT to disable MIDI. You can also launch NOM&SFX.BAT to disable SFX as well. The START.BAT and NOSFX.BAT load SBSIM and SBMIDI drivers in memory before launching ATTE.EXE. Never try to use ATTE.EXE with enabled music without loading them before, otherwise the game will crush. 


You can sometimes face windows information asking you to press CTRL + C to return to system (after switching to MS –DOS mode and launching START.BAT). Do not panic!!!





e) Loading and Saving game





You cannot load the state from the menu (like in DOOM). Start the game from the beginning and press [F5] ... [F8] to load previously saved state from the relative slot. To save the state press [F1] … [F8] during the game which store the game in the relative slot. Do not delete DATA\TEMP directory (even if it’s empty) which is used by the program during the game.





f) Loading Screen





After launching the program you will see the loading screen. It may take a few seconds. Be patient even if you may think that program has halted.








In - Game Tips:


                


In the very beginning of the game only a pistol is available. If you want other, you must find them.


You have an infinite amount of ammo for the pistol. The only disadvantage is that you must reload it by pressing [ENTER] or [R].


If the barrel explodes and you're standing too close, you will lose 20 pts of health. Beware.


If you don’t have exact weapon you can still collect the cells - it won't be in vain.


Your health cannot be greater than 100 pts at any moment of the game. Similar limitations concern the cells - 6 for the pistol, 60 for the riffle and 250 for the machine gun.


Items describing:


bigger health-pack	-	health + 25


smaller health-pack	-	health + 15


riffle ammo		-	ammo for a riffle + 12


machine gun ammo	-	ammo for a machine gun + 20


backpack		-	health + 10               


-	ammo for pistol + 5


-	ammo for riffle + 8


-	ammo for machine gun + 15


riffle  			-	enables a riffle


-	ammo for a riffle + 12	


machine gun 		-	enables a machine gun


-	ammo for a machine gun + 20


The closer to the enemy you're standing the more damage you can do to him as well as the enemy can do more damage to you.





Remarks:





The game was written in QB45 with combined DIRECTQB, DASH and QMIDI libraries.


If you want to see the source code e - mail me. Generally, I don’t enable it to anyone but sometimes I make excerptions.


                


	Known bugs:





I can’t see any (for the time being).





		


           	Disclaimer:





	I do not take responsibility for any damage that comes from using this program to you, your computer, or anything relating to your existence. I've checked and rechecked this stuff to make sure it is free of serious bugs, but there is always a possibility that some may exist. If you find any bugs in the program, please e-mail a detailed description of what happened, when it happened, and what error message (if any) was displayed on the screen to


trojan@mnc.pl


and I will promptly correct them.
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