Note, this is provided as a basic manual for getting started. Please read the readme file included with the download for more information which may be useful.





====================================================


Unreal4Ever Fortress


====================================================





U4eFortress requirements


-Unreal Tournament v436 or higher


-Bonus Pack #1





Installation


If you have the upgrade zip file, you need to extract all the files into their appropriate directories. 


If you have the umod, simply run it and install.


You can either launch U4eF with the provided u4efortress.bat(umod version only) or you can edit your unrealtournament.ini file to allow you to run U4eF at all times.


If you do not run the u4efortress.bat you need to edit your unrealtournament.ini file, found in ut\system directory.


If you want to have the special U4e intro, find the localmap= entry and change it to localmap=u4efentry.unr


You need to also change the console. Under the heading [Engine.engine] find the Console= entry and change it to Console=u4efortress.u4efconsole





Playing the game


Once you join a U4efortress game, you will be presented with the class selection menu. This menu can be used anytime in-game by pressing and holding the 'V' key on the keyboard and selecting the top option, Change Profession.





Holding the mouse cursor over the profession name will result in the class description appearing. This gives details and information about each class, their abilities, and weapons.





Once you are in game, there are a few things of interest you need to note. The first is the "Sprint Bar" found on the left of the hud�embed Package ���. You can sprint by the 1 key on the number pad, or insert. While sprinting, the bar will deplete, when you are resting, it will increase. You must have sprint power in order to sprint.





The second is the Fortress abilities key. Each class has a special ability, which is used by hitting the + key on the number pad. 





As of this release, these keys are not re-configurable.





Certain classes have abilities that can only be used once ever so often. These classes will have an icon on the hud, usually the top right of the screen�embed Package ���, which indicates when that ability is available. Other classes depend on weapon ammo. 





WIZARD


The wizard class is the weakest and most powerful class. The wizard is the only class which gains experience and levels. The Mutator Menu has options which allow you to control the amount of experience a player recieves and how many spells they get.


The Wizards hud is different from all the others.


The wizard has his staff and his casting hands. In order to allow the player to keep many spells in memory, there are several casting hand slots. Each slot has two icons over it, indicating which spells are assigned to that slots primary and secondary casting abilities.


�embed Package ���The upper left hand of the hud indicates your current amount of experience, the amount required to level up, your current spells, and any spell picks you have left.


When you first start the wizard, you only have three spells. Magic Missile, stone skin, and mana draing. To bring up your spell selection, hold the fortress ability key. 


�embed Package ���


The screen will bring up the eight schools of magic. Clicking on one will bring up another menu with that schools spells.  Holding the mouse over a spell will give you information about that spell.  If you wish to assign a spell to your casting, click on the spell name(if you right click, the spell will be cast with secondary, if you left click, the spell will be cast with primary.





When you level up, your HUD will indicate that you can select new spells.�embed Package ���


To select a new spell, bring up your Spell selection screen. Spells that you can pick will be flashing yellow and white�embed Package ��� Click on the spell to learn that new spell.


Once you have chosen a certain spell, other schools of magic will be closed to you because of their nature. For instance, if you select a White magic spell, you will never be able to select a Black magic spell because they conflict. 


Also, you must pick spells in order in a school. You cannot choose a level one fire magic, a level two earth, then pick a level three fire. You would have to get level one, then two, of fire before you could get level three of fire.





Spells with a (S) by their name are staff spells. They must be selected when the staff is your current weapon. Those staff spells are cast using the secondary fire attack, and most of them must hit an opponent to have any effect.





====================================================


Unreal4Ever Jailbreak


====================================================


U4eJailbreak requirements:


-Unreal Tournament v436 or higher


-Unreal4Ever tournament v6 or higher


-Bonus Pack #1,#4





Gameplay:


	When an opponent dies, they go into a jail. When all of one team is in the prison, the other may execute them for points by flipping the opposing teams switch. You may release all of your team by hitting your own pannel.I think.....








====================================================


Unreal Forever: Gauntlet


====================================================


U4eGauntlet requirements:


-Unreal Tournament v436 or higher


-Unreal4Ever Tournament v602 or higher





How to Play:


	There are 'portals' placed around the maps. You need to destroy all the portals. They


	can take one heck of a beating, but they will get damaged and they get darker the more


	damage they have taken. Each gateway will create monsters to defend it, so watch out.


	Once the gateways are destroyed you will face a final boss monster. You get a certain


	number of points for destroying a gate, and you lose points for suicides. The only way 


	to lose the game is to suicide more points than you gain from gateways





MOD MENU


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


The first tab is the number of gates spawned in a map. Please be very careful, as too many gates on a small map will  CRASH the game!! You should NEVER go over a total of 10 gateways on any map unless its designed for 20+ players. 





The second tab controls how much health each gateway health. For basic users we suggest leaving these at the DEFAULT settings





The third tab controls the time intervals between spawning new monsters. For basic users we suggest leaving these at the DEFAULT settings





The fourth tab controls which monsters are allowed in game. For basic users we suggest checking ALL of the monsters. The first five(top to bottom) go to the small gates, the next five are the medium gates, the third five(second column) are the large and the last five belong to the huge gates.





WARNINGS(may cause crashes or ruin gameplay)


In order to avoid crashing your game or ruining your gaming experience we suggest the following:�


	Play on the biggest maps you can find


	Dont use more than 2 or 3 bots as they can ruin gameplay


	Dont use too many gateways(see mod menu above)


	Use standard UT maps. Custom maps may not be equiped to handle Gauntlet. If you 	do plan on using or making a custom map, make sure its pathnoded well.











Mapping Utilities


The mappers have a lot of control here. Mappers, if you want to make a gauntlet game its really easy. If you add portals to your map, then the Gauntlet gametype will not add them itself. If you have gateways in your map, but the player isn't playing Gauntlet, then the gateways go away. Thus your DM map can be used in both modes. If you want specifics on how to make a gauntlet map please e-mail me at sonic@strikeforcecenter.com. Most of the listed below are found under u4efmaptweaks in the class browser


Also, there are a TON of kewl toyz included in this mod! Take a look!





*Barrel Generator-creates new barrels within


certain time limit of when the old one was


destroyed. Configurable respawn time limit





*Elemental generators. Fire or Ice(config via element menu in def. props)


4 kinds:


Elemtouch-activates when touched by a player and stays on for x number of seconds


Elemgentrig-activates when triggered(by trigger or mover) and stays on for x number of seconds


Elemswitch-use a trigger(or mover) to activate, this uses a toggle instead of timer


Elemradi-stays on for as long as a player is withing x number of units of it.





*Exploding cars-Shoot them enough and they explode.


Configurable variables are: Health, resptime(respawn time),


hurtrad(radius to hurt stuff in),damageamount(amount of damage


when it explodes),numshrap(number of shrapnel, WARNING! MULTIPLY


by four to get actualy # of shrapnel).  Three different meshs


for the cars.





*Black Hole-Like the worm hole created by the qsg, but


its permanent. You can adjust its size/power(howbig).


Its power is perportional to its size, so a bigger worm


hole does more damage and effects a larger area. This is


found in the effects->wormhole->blackhole area. Its under much construction now so dont expect it to work correctly for a while.





*Demo Trigger


Not sure how this works, Holger wrote it. I would assume you link it


to something you want to blow up and when a demo man thing goes off by


the trigger it sets off the trigger itself





*Armors


Also included in this pack are 4 new types of armor(located under pickup->suits->asbestoessuit->u4ebasearmors)


Ice armor protects the wearer against ice type damage(ice grenade, freezer, ect..)


Fire armor protects the wearer against fire type damage(napalm nades, dragon breath, ect..)


Acid armor protects the wearer against acid type damage(poison nades, bio rifle,ect..)


Kamikazee armor is my favorite. You get 199 armor, and when its gone, you explode with a redeemer shockwave. 





*Reload stations


	There are two of these suckers, a health and ammo reload. Place them wherever you want in your map. A player just has to run up and touch one and it will slowly reload health/ammo.





*Spear Trap


	You put this in the map, and then put in your own trigger and link it to the spear trap. The traps timing its a little different, it waits a second before springing, so place your trigger accordingly.





*Blade Tree Trap


	Use a trigger to set these off. You place them on a wall or floor, and when triggered they spring out and spin around. They have blades on the sides so they do quite a bit of damage. You can usually be caught in one for about 4-5 seconds before you die. Unlike the spear traps, these have no delay.





*General Projectile Generator


	This is very generic and wont work with everything, but it can help cover many areas and give you a little versatility. Once again you must link a trigger to these. When they are triggered they will create a projectile(selectable in the def. props under the PROJECTILE catagory). PLEASE NOTE: For testing and tweaking purposes, these are NOT INVISIBLE by default! This is so you can easily locate the trigger in game. When you are finished with your level, MAKE SURE to set bHidden to true in the default properites.





*Bear Traps


	Place these whereever you want. When a player steps on them they catch the player, doing about 25 damage and slowing the player down for a few seconds. Afterwards it drops off and the player goes free. About a second later the trap moves back to its original location(if the player moved it)





