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


Title                   : Deerhunt


Filename                : deerhunt.zip


Author                  : WAW_Molycoat


Email Address           : nuclear-man@charter.net


Misc. Author Info       : Approximately my 30th map. Who knew? (includes published and not yet published maps).





Description        :  An outdoor map, daytime, a green grassy-wooded area around a road. You might see a deer or two running through the woods! A rifle will come in mighty handy here but there are some around. There are no modified weapons. One of the deer is a "movie" running across a series of walls (described below), the other smaller deer you see around are simply objects like you are. See note below under "Bugs".





Additional Credits to      :  Whoever made the animated deer GIF that I used to make these from. Dog_Holliday and OGB_Hooter for looking at the map. Chaabo for the ivy. Thanks to the testers: Dog_Holliday, EagleEye, FLAT_OUTLAW, OGB_Hooter, Vin_Egar and Kewl_Dude.





Unimportant Note on the Deer wall       :  If you turn so as to put the deer on the left side of your screen, he will disappear. There's nothing wrong, it's due to the size of the deer picture being much larger than the wall it's on and, the left side is the lead edge of the walls. (There are 72 little walls in a row, each wall is 2 feet long) The deer pictures extend way to the right of the walls they are on, beyond the limits of


the walls. If you don't see the wall that the deer is on at that moment, you don't see the much larger deer picture. It's hard to understand but that's okay because it's not important, lol and it would be too big of a readme to explain better.





Note to curious Lawmakers        :  The deer wall animation is made up of 18 pictures. They are overlays. There are 72 walls in a row. The 18 picture animation plays 4 times along the 72 walls (so I could make him travel farther). Each wall is 2 units long. There are 72 ATX files! Each ATX has about 105 lines of instruction! All the walls play all the time in unison. When the walls don't play a deer picture they play a clear, invisible picture. Think of it like this on these 10 "walls" playing 5 consecutive pictures: 


X000000000 (X is a deer pic, 0 is an invisible pic)


0X00000000


00X0000000


000X000000


0000X00000





To see a similar example of this get the single player classic "Riders" (men on horseback, birds flying, fish swimming!) and look out the side window in the first level! To see the greatest Outlaws movie see the multiplayer level "Eyehop".


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





* Play Information *





3DFX Compatible         : Yes / Direct Draw: you won't see the main deer and the outer walls and sky will look VERY wrong but it won't affect gameplay.


Mission type            : Multiplayer


Difficulty Settings     : Not implemented


New PCXs                : Yes


New NWXs                : Yes


New WAVs                : Yes


New 3DOs                : No


New ITMs                : Yes


New Cutscenes           : No





* Multiplayer Modes*





Kill fool with chicken  : Yes


DeathMatch              : Yes


Capture the Flag        : Yes


Team Play               : Yes


Secret Document         : No


Tag n/u ?               : Yes





* Multiplayer Security Files *





CHK                     : Yes


ITM                     : Yes





* Construction *





Base                    : New level from scratch.


Editor(s) used          : LawMaker, ConMan, NWXEd, PSP, IrfanView, Hypersnap, Windows Paint, SoundRec.


Bugs                    : Really none in 3dfx or D3d but it is possible that the big deer animation on the tree wall will be flawed... What I do see happen once in a great while is one of the deer pictures will be missing. I restart the map and it's fine. That's just Outlaws for you, we're pushing the envelope and it just didn't start correctly, if you are just checking out the map alone offline and it looks like he blinks out for a split second while running, you should restart the map. 





* Copyright / Permissions * 





Authors may use the level as a base to build additional levels. 





You MAY please distribute this level, provided you include this file, with no modifications.





* Where to get this level *





http://www.theoutlawdad.com/maps/


ftp://ftp.paleface.net/maps/





