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Introduction

Throughout 9th grade math I am always bored and writing simple

Games or math programs, well one time I decided to write a mech

Game so in 2nd quarter of 99 I started working off and on it,

Now it is done and here for you to enjoy.

Version 1.00 - First game release

Version 1.01 - Second game release (probably doesn’t work)

Version 1.02 - Third game release

Version 1.03 - Fourth game release

Setup

You will need about 13,000 bytes on your Calculator to play.

Send the file MechWar.86g to your TI-86.  It should include

A few programs:

MechWar
(The Actual Game)

Install
(Program used first time you play and every time you die)

MFight
(Program used for the fighting)

MShop

(Shopping Program)

MRepair
(Program for repairing your mech)

MStats
(Program used to show your main stats at main screen)

*NewMech
(Program used to buy a new Mech)

NewWpn
(Program used to buy new weapons)

**Toggle
(used in MFight to switch the font color to white)

MAttack
(The fighting sequence for MFight)

A few pictures:

STATS

(the screen at startup with all your stats and what not)

WpnScrn
(the screen that holds all of the stats for the weapons.)

Mech

(a cute little mech that Chris made)

Strings:

Amech

(Assault mechs. This string holds all their stats)

Mmech

(Medium Mechs. “)

Hmech

(Heavy Mechs. ”)

Lmech

(Light Mechs. ”)

WpnName
(Holds the name of all the weapons

Matrix:

MechMat
(Contains all stats, like weapons you own, power, and price)

*Deleted in Version 1.02

**Deleted in Version 1.03

To play, Run Install because there are variables that need to be loaded before playing the game that need to be installed. Then run MechWar. If and when you die, you can just run MechWar, it checks to see if you either beat the game or died, and if you did it runs install. That's it.

Controls

MechWarrior 86:

The game will start up with a little scrolling name thing. When it’s done just hit Enter. A little dialog screen pops up. Hit enter again. Type in your mechs name and then your name. The calc will prompt you if those items you entered are correct. If yes, than it will bring you to the main screen. The only thing your able to do right now is fight because you don’t have enough money to do anything. Proceed to the fight section. Right away choose level 1 because of how weak you are to start. When the mech pops up hit enter to attack him.

During Battle:


Enter – Fire!


More – Skip Weapon

All screens that have a Menu

F1-F5 – used to go back and forth between different programs, and options

Shop

*Stone Fox

Hp: 200-2000

# Of weapons: 1-4

*Diamond Wolf

Hp: 3000

# Of Weapons: 6

(I removed the different types of Mechs because it took to long to beat other wise. So now when you feel that you’re strong enough you can take on the champ.)


Light
Medium
Heavy

Pulsars
Price: 50

Power: 20
Price: 150 

Power: 60
Price: 300

Power: 100

Lasers
Price: 100

Power: 40
Price: 500

Power: 80
Price: 1000

Power: 133

ER PPC


Price: 2000

Power: 153

Enhancements


Weapons



Cost: 500 Credits per Weapon Space


HP



Cost: 2Hp per 1 Credit

Enemies

º **Lvl. 1
- First Mechs you fight low HP low weapon damage

º **Lvl. 2
- Second guys to encounter higher attack more HP

º **Lvl. 3
- Hardest non-boss guys in the game some have very high HP

º **Boss
- 4 different Mechs. They get better as you fight. 

Champ!
- Master Mech lots of HP and weapon damage

º I renamed all the Mechs, and the categories for them. º

Light

- 3 types of Mechs

Medium
- 4 types of Mechs

Heavy

- 7 types of Mechs

Assault
- 4 types of Mechs

Champ!
- 1 Mech, Thinking about combining with Assault Mechs


Name
Max # Guns

Light
Fire Fly

Owens

Puma
3

4

3

Medium
Black Hawk

Bushwacker

Shadow Cat

Strider
7

7

6

8

Heavy
Avatar

Champion

Mad Cat

Orion

Thor

Vulture
8

9

8

8

7

7

Assault
Annihilator

Daishi

Sunder

Super Nova
9

7

8

8

Possibilities of future versions

 - Speed for you and enemy

 - Armor for you and enemy

 - A Aiming Feature… (I had it on, but took so freaking long to load)

 - Custom graphics for Mechs

 - Mech Utilities

 - Possible Complete Asm version. (Demo available soon)

 - Missions instead of selecting enemy

 - Information on how to either to change the name of Mechs, or to make your own mech.
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More Text from Robert Snyder


Hello everybody, I've upgraded the game with a lot of new features. They will be described later on. The game is Easy to figure out. As far as I've tested the game, it has no bugs. Any comments or suggestions are welcome and should be directed towards Chris. He is supposed to tell me, so that I can discuss the matter with him so that we can make the appropriate changes if we consider it better. If you can think of better optimization for certain parts of programs, or the entire program it self, please contact Robert. Send it via, Email or ICQ to me. I can than show him and do all the fancy stuff, your name will be added to this text, but that's about it.


Sorry about the inconvenience of making version 1.01 not workable. But now I got that all fixed it works just fine. The only thing I've noticed that takes a bit is the fighting, but like I said before I'm trying to make it into a Asm version, but that is going to take awhile. If any one would like to help please feel free!


Well now here in the 4th game release I have done a lot of things. I took out the Asm things in the game because it is supposed to be a BASIC game. I have also done a lot of optimizing. V1.02 kind of was mean about your memory, now I have DelVar all over the place, (it may be space consuming, but it takes up less memory than with all the variables and stuff all about your calculator.) The Asm version is doing better now. I finally understand the language a bit better. Although I'm not very good, the game is looking really nice. It's not going to be a complete Asm game. It will be an Asm/Basic hybrid. I’m thinking there will be about 2 or 3 more versions popped out for the BASIC. But from here on out, anything changed will be from emails from you people, and or Chris saying… “This part sux change it!” Well that’s it for now. Enjoy the game.

Credits

Chris Dunshee: Main Programmer, made it

Robert Snyder: Looked at it, and reprogrammed it.


Changes

V1.01

1.) Changed the main Stats screen to use the graph, I could fit more on it for the most part.

2.) Because of #1 you now can have a much longer name. For example I can have my entire name on there. (Robert Andrew Martin Snyder)

3.) Lots of broken links fixed.

4.) Takes longer to load now, but has a definite better look to it I believe, I'm not so sure about Chris, though, he might think differently.

V1.02

5.) Well I decided to check if the game was playable or not after I submitted it to Ticalc...and it wasn't. So here is the version that works. Sorry so much people, I just got so wrapped up in being able to make this thing work, and on the internet I forgot to check it. Well it's checked now.

6.) Got rid of the Different types of Mechs because of the minor role they played, and because It took so cotton picking long to beat the game it was just unbearable. So I removed them.

7.) You can change your Mechs name now, free of charge, in the enhancement screen.

8.) The game has password Protection now. If you didn't want people playing your game or knowing your password that was rather impossible because the password was a string called password. Now it's just encrypted. I'm not going to describe how, but it's rather easy.

9.) Major bug fix, (Need 0->Champ because it wont work other wise)

10.) Made it so the bosses get more hp every time you fight them so that you don’t have to fight lv3 people before you go off to the champ.

V1.03

11.) I got rid of all the Asm stuff intermingled within the game. I believe that that is demeaning to all BASIC games. I'm trying to prove right now that BASIC games are not bad. Although Asm may have it's advantages over BASIC, It still is nice to show some one a big game in BASIC to help them even start programming. You pretty have to start at a higher level so that you can understand a bit better how things work. Once that is achieved you can go into much Lower level Programming, like Asm.

12.) I removed the Password thing all together. I think it's pointless, and a waste of space. I'm doing that mainly because of the real game Mech Warrior. I'm working right now to make it more accurate to the game.

13.) I changed all the Mechs names for enemies to 4 different categories, Light, Medium, Heavy, and Assault. (Just like MW 3) same names, same heights, but different speeds, and weapon capacity.

14.) MFight runs a lot smother now, but is broken up into 2 programs now. MFight, and MAttack.

15.) MAttack is yet another program to help get the game more of a Mech Warrior feeling.

16.) Changed a lot of the menu's to make them better, and or easier to figure out.

17.) Changed a lot of the screens in which information is given out because it was really annoying not to know how much you need of something, or how many credits you have.

18.) The fighting thing is a bit different now. I no longer relies upon the a random number… Now the game waits for you to hit enter when the picture appears on the screen.

Legal Babel

   As you might have noticed most of my information, Names of Mechs, weapons and such, are all from the game Mech Warrior 3. I am not an any way affiliated with the Mech Warrior team or game. I just own the game, and I also play it a lot. By the way, Mech Warrior 3 is a great game…Any Damage done the calculator external or internal, whether due to you slamming it against the wall, or from the game crashing… on BASIC? Probably not, is not my nor Chris’s fault…but just in case. 
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