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TFQ:  Transformers Quake2 v01 





http://www.telefragged.com/transformers





Documentation by Jason Seip (jay@telefragged.com)





Quake2 Version 3.20 Required





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





TFQ brings the Transformers characters, weapons and items to the Quake2 game universe.  This preview is meant to give players a chance to sample some of the new things we've added to Q2.  Our work so far has been focused on the multiplayer aspect of gaming, but the mod does work in single player mode as well.





READ THIS:  TFQ is in no way attached to or supported by either Hasbro Inc. or Id Software.  Do not write them about problems or bugs, they will not respond.  We did this on our own for fun.
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===========================================


1.  Installation


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





	First off, you MUST own a copy of the full retail version of QUAKE2(r) in order to play TFQ, as Q2 is the game engine that runs everything going on in our mod.  For additional information on how to purchase your own copy of QUAKE2(r) please contact id software (http://www.idsoftware.com/) or visit your local computer software retail store.





This preview requires approximately 32 megabytes of free space on your hard drive.





All the files included with the zip are designed to extract to a Quake2/TFQ/ directory.  The installation executable (TFQv01.exe) will create the "tfq" directory and all the files within it.  All you need to do is run the installer and point it to your "Quake2" directory.





The installer for this product was created using Installer VISE from MindVision Software. For more


           information on Installer VISE, contact: 





                MindVision Software 


                7201 North 7th Street 


                Lincoln, NE 68521-8913 





                Voice: (402) 477-3269 


                Fax: (402) 477-1395 


                E-mail: mindvision@mindvision.com 


                http://www.mindvision.com 








UNINSTALLING





Simply delete the QUAKE2\TFQ directory and everything in it.  Your original Quake2 game will not be affected in any way.








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


2.  Features


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





Here's a run down on some of the more interesting things you'll find in TFQ:





- All players are Transformers, with a menu to select which transformer you will play as.





- Transforming, of course, is in there.  You can move faster in vehicle mode, and are also a smaller target.  When driving, cars' front wheels turn left and right as you steer.





- Getting damaged affects transforming.  You'll see.  :)





- Jetpack.  When picked up, allows you to fly about the level until fuel runs out.  You still retain the jetpack until dead, however, so picking up more fuel will allow you more flight.  We also added new animation frames for flying with the jetpack (originally you couldn't see any jetpack, and the character was just shown in his 'jumping' position).  





- Fuel Canisters.  Each gives about 5 seconds of fuel, but beware, they will explode if shot or driven into at high speeds.





- No breathing for robots, so you can stay underwater as long as you want.





- Drive into someone fast enough and you'll hurt them.





- Optional third person perspective view.





- Invisibility.  Grab the power-up for a one-time use.  Can't fire while invisible.





- Alternate Weapon Mode.  Barely implemented in the preview release of TFQ.  The intention is that for each weapon that occupies a numeric location on the keyboard (0-9), pressing the alternate weapon mode button will either switch the current weapon's functionality, or replace it with it's associated secondary weapon.  For example, the Prowl character will have a primary weapon that is a handheld gun, and a secondary weapon that is a shoulder-mounted rocket launcher.  In this release of TFQ the only implemented alternate weapon mode is for Wheeljack's dual-grenade launchers (number '6' on the keyboard).  See section 3.4 for info on how these operate.





- Energon Cube.  Large health is now animated Energon Cube and will explode if shot or driven into at high speeds.





- Energy Rods.  Medium health is now trio of energy rod that will explode if shot or driven into at high speeds.





- Holograms.  Upon finding the power-up, you can create a hologram of yourself that attacks, but cannot damage, other players.





- Sentry guns.  Find 'em, drop 'em, and watch 'em go postal on the other players.  Sentry guns can pivot horizontally and vertically to track enemy players inside of targeting range.  Max you can carry is 3, max you can have active at any given time is 2.  This is done to keep gameplay fair and to prevent lag.





- New sounds galore, many being from the TV show/movie.  Many others stolen from across the globe.  =P





- The Autobot Matrix.  Right now the matrix is a straight model replacement for invulnerability (i.e. no new functionality).  Opening chords from "The Touch" by Stan Bush play upon it's pickup.





- New menu graphics that better suit the transformers theme.





- New models of all sorts, including but not limited to:


	Quad replacement


	Gib replacements


	Ground weapon model replacements


	All the stuff mentioned above





- And other stuff that I just can't remember anymore.








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


3.  Gameplay


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





When starting the game, open up an MSDOS Prompt.  Then go to your "Quake2" directory.  You should see something like:  C:\Quake2> 





To start the game normally, type:  quake2 +set game tfq





To start the game with cheats enabled, type:  quake2 +set game tfq +set cheats 1





We've included two batch files perform the two above actions, they are:





tfq.bat - starts the game normally


tfqcheat.bat - starts the game with deathmatch cheats enabled





There's also an icon (tfq.ico) present in case anyone wants to create a shortcut on their desktop.





To begin playing the actual game, start as you normally would from the main menu.  Some info on the two different styles of play:








3.1  SINGLE PLAYER





You can do this, though it wasn't our focus for this release.  There was much more planned, but the main change in this one (besides the weapons, etc.), is that I replaced a bunch of standard enemy characters with Decepticons.  The substitutes were built from the player models, which weren't designed to match the enemies, but I think it works pretty good.  A fun novelty, anyway. Here are the enemies I changed and their replacements:





Soldiers -	Skywarp, Thundercracker, Starscream


Infantry -	Thrust


Gunner - 	Soundwave


Berserker -	Brawl





Please don't email me about how so-and-so would be more/less powerful, I just did this for fun.  So have fun!





3.2  MULTIPLAYER





After you start up a normal multiplayer game, a character option menu will appear.  Use the '[' and ']' keys to select the character you wish to play as (the menu has these instructions as well).  If at any time you wish to change characters, press 'o' to bring up the options menu and pick a new one.  A good way to see your character in the game (besides transforming) is to turn on the third person view.  See the key bindings section below on how to do that.





3.3  DRIVING





Once you transform you will be able to drive about the levels.  The keys to accelerate and slowdown are the same ones you use to run forward and backward.  If you let off the forward key, the car *will* begin to slowdown.  Though it seem a little unrealistic at first, it's actually a very good way to handle the tight turns in the levels without having to brake.  If you do brake enough to stop, and continue holding the backward key, you will begin to roll in reverse.  Use the mouse to steer.





Some notes on driving:





- You can transform on the run.  If you do this you will hit the ground already rolling at a good speed.





- If you transform while standing still, you will enter car mode unmoving, and will have to accelerate up to speed (which can feel agonizingly slow when people are shooting at you :)





- You can pick up health while in vehicle mode, but if you make contact while moving too fast, it will explode.  Slowdown to safely grab energy.





- If you drive into another player while moving fast enough, you will damage him.





- The Brawl player model has a special vehicle mode.  As a tank, he can't drive as fast as the other vehicles, BUT he can fire rockets from his turret if you have ammo.








3.4  WEAPONS





Many of the original weapon models have been replaced, some of these with new code so that they behave differently.  





Weapons with new code:





Blaster - Now is Jazz's laser gun.  Fires a beam that is more powerful than the original blaster.  Still recharges itself so it never runs out of ammo.





Super Shotgun - Prowl's handgun.  Essentially the same as the standard sshotgun, but is now semiautomatic, firing 3 shots at a time.  Very dangerous. 





Grenade Launcher - Wheeljack's shoulder-mounted launch pods.  Obstructs the view somewhat, but very deadly in the right hands.  Fires at about twice the rate of the standard grenade launcher.  Enabling the alt-fire mode changes the property of the grenades so that instead of bouncing around, they explode upon first contact with anything.





Rocket Launcher - Sideswipes shoulder-mounted RL.  Fires a slightly less powerful standard rocket that explodes upon contact and ejects a cluster of four small bombs.  





Weapons that are straight model replacements:





Railgun - Prime's laser rifle.





BFG - Megatron's fusion cannon.








3.5  ITEMS





Again, some are straight model replacements, while some have been totally changed.  See the included jpg images in the 'Docs' folder to have a look at these.  The ammo has not been changed, partly because I didn't have time, and partly so people can tell pretty easily what ammo powers which weapon.





Energon Cubes - Large health boost. Can be blown up by shots and explosions.





Energy Rods - Medium health boost.  Can be blown up.





Sentry packs - Contain sentry guns.  You can carry up to 3 sentry packs at a time.  Drop a sentry gun and it will open fire on any other player once they get into its range.  The sentry guns will track any position vertically, as well as horizontally.  You can have up to 2 sentry guns active at any given time.





Jetpack - Based on Sideswipe's jetpack, picking this up enables you to fly around.  The controls behave just like for swimming.  Speaking of which, entering the water while the jetpack is on is a *bad* thing.  As you fly around, your fuel level will diminish.  If you run out of fuel, the jetpack will shutoff.  However, you still retain the jetpack until you die, so you can pick up fuel canisters to refuel and be able to fly again.





Fuel Canisters - Each is worth 5 seconds of flight.  They will blow up if shot.  Note:  due to a bug, they won't add to your fuel count if you pick them up while the jetpack is in use, i.e. you have to be on foot.





Hologram Emitter - Based on Hound's hologram projector unit.  The hologram will chase and fire at other players, though it cannot actually damage them.  The hologram disappears after a set amount of time.  Note you can only have one hologram out at a time.





Invisibility - Based on Mirage's ability to disappear.  Allows you to turn invisible once for a specific amount of time.  Note that you cannot shoot while invisible.





Quad - Auto/Decep symbol (same properties)





Invulnerability - Autobot Matrix (same properties)








3.6  SERVERS





Here are the known server(s) that *should* be running TFQ.  Can't guarantee they will always be up or for how long they will run the transformers mod, but for now, try:





206.96.221.150		telefragged





Check the website for others, we'll try to keep a running list somewhere.








3.7  MAP STUFF





There are a couple new "skymaps" that are included with the game.  A skymap is what you see whenever you're in an outside area, btw.  To load up a skymap, go to the console and type, "sky <name>".  If the name is right, the new sky should appear quickly.  Here's the names of the skies included with TFQ:





cybertron_ 	(starry night sky with an interesting "moon")


intro_ 		(city environment used with Asphalt map)





A multiplayer level called "Asphalt" is included with the pak.  It is an outdoor city environment with weapons, sentries, holograms, and a jetpack.  To run this level, press the ~ key.  When the console comes down, type "map asphalt".  That easy.  Note:  if you respawn in a garage, you will need to transform or crouch to get out, because you're too tall to walk.





The "TFQ Map Pack" contains levels that fit our scenario pretty well, or are just plain fun to use with the modifications we've made to the game.  That can be downloaded separately, and contains the following maps:





BugDM








3.8  GENERAL





Some characters have multiple skins available.  To change these, go into 'Multiplayer' - 'Player Setup'.  Then you can change your current character's skin.  Note that you cannot change characters from within here, you must do that through the character menu.





A cinematic animation that recreates the scene transition from the original cartoon is also included.  If you want to play it, go to the console and type, "map flip.cin".  After you play it, you will have to choose a map to continue playing by typing "map <mapname>".





If you want to play music that's more appropriate for the game, here are some commands you can enter at the console to control the cd player:





cd stop 		stops all music


cd play <#> 	plays whatever track # you enter once


cd loop <#>	plays whatever track # you enter continuously





There are 3 ".cfg" files included with TFQ.  Cfg files store information about your computer and control setup for the game.  The game always references and dynamically updates the file called "config.cfg".  For this release, config.cfg is set up to initiate the game in software mode, so that everyone can get it started.  You'll want to modify your settings from there to match your system and video card.  If you play using a 3dfx-based video card, you can use the "3dfx.cfg" I included as a better starting point.  To do this, delete the config.cfg file and copy/rename the 3dfx.cfg file, giving it the name "config.cfg".  I included the "software.cfg" so that people would always have something to fall back to if problems arose.








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


4.  Bindings


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





Remember, you can always open up the "config.cfg" file in a text editor to see what these currently are (config.cfg is located in the 'tfq' folder).  To bring down the 'console' and enter commands, press the key with the tilde (~) on it.





Default bindings and what they do:





g	altweapmode		this'll toggle the primary and secondary firing modes


				**Only Wheeljack takes advantage of this right now.**


z	sentry gun		drops a sentry gun turret (can carry 3, can have 2 in action)


p	third			toggle the third-person chasecam on/off


r	transform		can't remember what this does... :p


i	invisible		activate invisibility


j	jetpack			turn on/off jetpack


h	hologram		creates a hologram


o	character menu		brings up the options menu to choose which character to play as








To change the key bindings, at the console, type:





"bind <key> altweapmode"	altweapmode





"bind <key> sentry"		sentry gun





"bind <key> third"		third





"bind <key> transform"		transform





"bind <key> invisible"		invisible





"bind <key> use jetpack"	jetpack





"bind <key> hologram"		hologram





"bind <key> switchchar"		character menu








Here are some of the other current key bindings for game control:





/ 		weapnext


a 		walk/run modifier


c 		crouch/move down in water/jetpack


d 		move backwards/slowdown and/or reverse in vehicle mode


e 		move forward/speedup in vehicle mode


f 		strafe right


s 		strafe left


t		talk to other players


MOUSE1/CTRL	shoot


MOUSE2 		jump/move up in water/jetpack


MOUSE3 		previous weapon


MWHEELDOWN 	previous weapon


MWHEELUP 	next weapon


,		wave 1 (salute)


k		wave 2 (taunt)


l		wave 3 (wave)


.		wave 4 (point)


m		wave 0 (flipoff)


x		scores


n 		noclip








Some cheats for seeing all the weapons and just plain having fun:


At the console, type:





notarget		monsters don't attack until you attack them


give all 		gives you all weapons and default items


god			makes you invincible


noclip 			can pass through surfaces











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


5.  Known Bugs


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





Singleplayer Bugs:





- You can only play the single player mode as the Sideswipe character.  Changing the player model in the Quake2 'player setup' menu will not affect this.





- Monsters won't attack you when you are in car mode.  Perfect for cheaters, though...








Multiplayer Bugs:





- When picking up the jetpack you may get 'stuck' if you are crawling under a low ceiling.  This is particularly applicable on the first of the base levels with the jetpack under the stairs in the courtyard.  When this happens, stay calm, remember to breathe, and hold the jump/up button.  You should rise through and exit the area you're stuck in.





- When driving around in car mode, you are capable of speeds beyond what Q2 normal allows over internet play.  To get around this our programmer used prediction methods to move the cars ahead to where they should be.  You may notice vehicles "jumping" ahead slightly.





- If you pick up a fuel canister while the jetpack is turned on, it will disappear from the game world but no fuel will be added to your total.  You have to be on foot for the pickup to work right.





- Health icon appears when picking up fuel canisters.  This is because they replace stimpacks, and we can't get at the code to turn off the association with the health items.





- Some of the item names never got switched over to their new function.  Sorry 'bout that.








Other various problems:





For AMD k6-2 with 3D Now! users, they have to use the AMD patch for Quake 2


to be able to use TFQ. That can be downloaded from the AMD website (www.amd.com).





The menu graphics were designed for use on my 3dfx system running in 800x600 screen resolution.  They may not line up properly in other resolutions with other cards.  I think they likely will work for most cases, though even on my system if the game gets put into 320x200 mode, the menu graphics get all messed up.








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


6.  Map Info


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





This section was intended for those of you that want to make maps for TFQ.  Making new levels for TFQ is easy, because there are no new items to account for in your editor.  That is why TFQ will work with ALL maps designed for standard Q2.  Below are the conversions for what the original items from Q2 become in TFQ.  Some remain the same, and some are very different.  








6.1  Item Conversions





**The names of all these items are taken from the player manual that came with Quake2.**





armor shards - sentry packs (1 shard = 1 sentry)





energy armor - trailbreaker's shield unit (not implemented for preview, so not sure of the properties yet)





stimpacks - jetpack fuel canisters, can be blown up (1 unit adds 5 seconds of flight for the jetpack)  [Stimpacks are those little health thingees that in the regular game give you 2-4 health points no matter what your health is]





silencer - jetpack





bandolier - hologram emitter (this is Hound's projector unit) The hologram disappears after a set amount of time.  Note you can only have one hologram out at a time.





heavy pack - invisibility, works once for a specific amount of time





underwater breather - ? [not changed yet]





enviro suit - ? [not changed yet]





super adrenaline - Brawn "berserker" power-up [not implemented yet]





mega-health - ? [not changed yet]





quad - auto/decep symbol (same properties)





invulnerability - matrix (same function right now)





first aid kits - energy rods, can be blown up (same function)





medkits - energon cubes, can be blown up (same function)








6.2  Other Considerations





Cars have bounding boxes roughly equivalent to the crouched stand, but a not quite as high.





Cars can go fast enough to jump off of ramps.  Somebody PLEASE make use of this and create a really fun map!  =)





The jetpack shouldn't be located under a low ceiling that requires the players to duck to reach it.  If it is turned on in there the player may get stuck.





Since there is no breathing, much more interesting uses of water can be implemented.  In fact, if you wanted to do it, the *entire* level could be submerged under water.





Acid and lava damage much the same as before.





The jetpack allows people to fly just about anywhere, so you might want to take that into account when designing the layout of your map.











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


7.  Adding New Player Models


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





We hope to eventually add plugin capability to the game, so that people who make new transformers can add them on the fly.  The reason we use a menu instead of the standard player setup to switch characters is that non-transformer characters are missing animation frames needed for transforming and for the jetpack.  We also planned to have the weapons you start with dependent on the character you choose.  Not having that kind of makes our decision to use a menu seem odd, but I always expected to have this by the time the game was released.  Live and learn.





Okay, so it's not implemented yet, but here's the format:


[Note:  the first 197 frames are exactly the same as a standard Q2 player model.]





Frames		Total		Action


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


0-39		40		Standing Idle


40-45		6		Run


46-53		8		Shoot


54-57		4		Pain1


58-61		4		Pain2


62-65		4		Pain3


66-71		6		Jump


72-83		12		Flipoff


84-94		11		Salute


95-111		17		Taunt


112-122		11		Wave


123-134		12		Point


135-153		19		Crouch Stand Idle


154-159		6		Crouch Walk


160-168		9		Crouch Shoot


169-172		4		Crouch Pain


173-177		5		Crouch Death


178-183		6		Death1


184-189		6		Death2


190-197		8		Death3


198-207		10		Jetpack Hover (loops)


208-217		10		Transform into vehicle mode 


				(last frame is vehicle)


218-227		10		Transform back into robot mode


				(first frame need not be vehicle)


228		1		Vehicle wheels turned left


229		1		Vehicle wheels turned right











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


8.  Credits


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





In short:





Jason Seip		Models, skins, sounds...bit of everything except code


Eric Harrington		Code


Rikki Knight		Models, skins


Gears			Website maintainer, setter-upper, fanboy


Bomark			Sounds


Brian Shelton		Soundwave and Thrust player models (used for SP)


Mike Cassidy		Brawl player model


Rorshach		Additional skinwork and cleanup


Ryan Nunn		Original Chasecam Source Code


Derrick Berlin  		Contributed to Mirage and Red Alert skins


Santiago Rodriguez 	Contributed to Wheeljack skin


Wes Thomason		Contributed to Wheeljack skin


Albert Ng		Created 'gobot' skin for Mirage





Or the long version for the 'core' team:





Jason Seip (jay@telefragged.com)


Overall game design/team leader


Player Models:	Sideswipe, Prowl, Mirage, Wheeljack


View/Ground Weapons:  Jazz (blaster), Prowl (super shotgun), Wheeljack (grenade launcher), Sideswipe (rocket launcher), Prime (railgun), Megatron (bfg)


Items:  Energon Cube, Energy Rod, Fuel Canister, Jetpack, Auto/Decep Symbol (Quad), Matrix (Invincibility), Sentry Pack, Sentry Gun, Invisibility, Hologram Emitter, Gear and Scrap (Gibs)


Skins:  Prowl player model skins.  All items and view weapons.   Cleanup for Mirage and Wheeljack skins.


All menu graphics and icons


"flip" .cin animation


Converted existing player models to replace standard Q2 monsters








Eric Harrington (eharring@pressroom.com)


All Multiplayer and Singleplayer game code.  Additional gameplay ideas.








Rikki Knight (phuky@swbell.net)


Player Models:  Dung, Grimlock, Hubcap, Starscream (only used in Singleplayer)


Models:  Grenade, Rocket


Skins:  His player models, plus Sideswipe.  Also did the Fuel Canister, Grenade, and Rocket.  Contributed to Mirage skin.





Gears (gears@ptd.net)


Put the website together just the way I like it.  Graciously listened to my constant rantings and ravings on the game design process (big thanks for that).  Let me borrow his Wheeljack so I would have reference.





Bomark


Created new sounds, especially for the view weapons.  Mailed me a bunch of his doubles of Transformers trading cards (woohoo!).








I'm sure I left out something here or there, and I apologize for that.  I'm only a lowly human.





QUAKE2(r) is a registered trademark and the Q2(TM) logo, Id Software


(TM) and the Id(TM) logo are trademarks of Id Software, Inc.  Quake2(r) (c)1997 Id Software, Inc.  All Rights Reserved.





The Transformers(r) characters, logos, and designs are registered trademarks of Hasbro Inc.  All Rights Reserved.








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


9.  Tools, Thanks


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





The major tools that I and/or my teammates used for this:





Lightwave 3D 5.6


Photoshop 3.0


Paint Shop Pro 5


NPherno's Skin Tool (NST)


Q2 Modeller


Qdata


QERadiant


3D Studio Max





I gotta thank all the TF fans who wrote in with support and ideas while this project was underway.  And then of course thanks go out to the team members who joined our crusade to help give the original Transformers a game of their own.  And especially Gears, who built the website and served as my partner-in-crime for this effort.





We should also thank:





NPherno - Your awesome freeware Q2 model editor (NST) really opened up the potential for this, and made it possible to improve and streamline our work tremendously.





Phillip Martin - Your freeware Q2 model editor (Q2 Modeller) was also a great help, used constantly for viewing animation and later rebuilding player models into enemy replacements.





id software - Well, of course.  :)  Thanks for making Q2 so modifiable for us game-makers in development.  I can't wait to fiddle with Q3...





NewTek - Lightwave 3D 5.6, don't leave home without it.  Wonderful tool for modeling and animation that gave life to my Transformer models.





Adobe - Photoshop's awesome, but we all knew that already, right?





Mindvision - Their Installer VISE product created the easy to use installer that contained TFQ.





And all around thanks to everyone who loves Q2 and Transformers enough to download and try out our little mod.





L8R








