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What's this?


This is part of the porting of MechWar v1.2ß (a conversion of the BattleTech boardgame) from DOS to Windows95 (yuck!).


It's meant to design weapons and equipment for use by Mechs, Vehicles, etc.





Can I play?


Feel free :)


If you find any bugs, please let me know - but check if there isn't perhaps a later version available (see the date above).





When will MechWar v2 be done?


Reasonable soon. Most of the code already exists, and development under Delphi2 is amazingly rapid :-)





What systems will MechWar be available on?


Well, I'm doing the Win95 port for the sheer joy of playing with Delphi2 (and because I finally have a bit of time again). I will release the source of the 80% done MechWar v1.2ß for DOS, so if anybody feels like porting it to OS/2, Linux, VMS or whatever, feel free to contact me about it.





What will the game cost?


As with all previous versions of MechWar, nothing. If you wish to register, send me a postcard from your home town, and you'll be added to the Hall Of Heros (a scrolling display in the beginning of the game). The many people who've sent me postcards for the previous versions will find themselves already on it, of course.





How to design equipment


First off, the EquipmentDesigner is rather complex, as it allows a large variety of weapons to be created. Keep the following in mind:





Design ammo for each weapon that needs it.


Ammo is chambered to weapons. For weapons, leave the 'Chambered' fields empty.


It's the ammo that does the damage, not the weapon.


It's the weapon that causes your Mech to heat up, not the ammo.


Ammo doesn't need LOS, but weapons might.


Ammo ranges are added to the weapon ranges, and thus usually set to 0.


AC Ammo fits all ACs. ACs just take different amounts of bullets from the store each time they're fired. Thus the AC/20 uses 20 bullets each time it's fired. This means two things: a) The AC/2 now has 50 shots/ton instead of 45. b) All ACs can access the same AC ammo.


FireSound applies to both weapons and ammo, but HitSound only to ammo. Weapons using ammo should not have a FireSound. 


Keep an eye on the hint bar at the bottom, it tries to explain most things





Sending your work to me


Unfortunately, I have very limited disk space on my university account, so I can't offer an ftp site (perhaps somebody feels like setting one up?). Thus, I can use these formats:





UUENCODE


The DOS program UUENCODE.COM allows you to translate your file into a jumble of standard ASCII codes, which can be sent via email. (If you have several files, please ZIP them together first).


Usage: UUENCODE filename.zip





Disk


If anybody wants to actually send a disk, I can read 1.2MB, 1.44MB disks as well as QIC-80 tapes, CD-ROMs, 128MB MO disks as well as 1GB jaz disks. Of course, I would send the disks/tapes back to you. 





ftp


You give me the exact location of a file on an ftp server, and I'll pull it off and notify you, so you can delete it again.





http


Of course, what I said about ftp applies to web sites as well.





Paper


I have a very high-quality flatbed scanner here, and am thus able to scan in paper images.





Appending email


Please do not use the 'Append' function in your email system to send me anything. On my account, I only have access to 'elm', which is a simple Unix mail reader. If you append anything, it'll turn into a meaningless jumble of symbols on my end...





Feedback


Any feedback and ideas regarding this module are much appreciated.


Please also let me know if the above info is unclear in any way.


Currently, however, I can't use ideas for the game itself: I first want to push game out the door before collecting any more user input on it.





Thanks!


Thank you very much for your support! If it wasn't for people like you, MechWar would never have been written (and I would have a lot more time on my hands :-)





To do:


Check all entry fields for valid entries.


Show/Select Icon


Filter printing





Known Bugs:


None (so far)





What has changed since the last Beta release?


Nothing (this is the first release)


