Unreal Tournament 86

83/+/SE versions by Kerm Martian

Ported to the 86 by Alan Wu

Introduction

Unreal Tournament 86 is a revolutionary all-3D first person shooter for the TI-86 with seven large, complex levels. This game runs on the Real 3D graphics engine, and includes incredible 3D wall and environment rendering.

System Requirements

A TI-86

7468 bytes of free memory for the programs

1042 bytes of free memory per level (total of 7294 bytes)

7140 bytes of free memory for the pictures
Installation

Send UNREAL.86g to your calculator via TI-Graph Link or equivalent Then run UNREAL. This will initiate the install process which will create all necessary files. If this is your first time running the program, it will prompt you for the preferences. These can be changed by either selecting the Preferences option from the main menu or resetting the calculator’s defaults. A description of the preferences can be found below.

	Preference
	Choices

([*]=default)
	Description

	Speed and Size
	Fast [*]
	Will perform a one-time load of the pictures necessary to run the program.  This will take up 7140 extra bytes, but you will need this free if you run the program the other way too.

	
	Slow
	This will create the pictures at the beginning of each game and then delete them at the end of each game, saving 7140 bytes while it is not being used.

	Level Loading

Now working!
	Auto [*]
	If you choose this option, the program will automatically start on level 1; when you beat a level, it will remember to start with the next level the next time you play.

	
	Manual
	If you choose this option, the program will ask you for the level you want to start with each time you run the program. 

	Map
	Yes [*]
	Will allow you to use the map during play.

	
	No
	Will forbid map use; does not save space.


Playing the Game

Main Menu

To start Unreal Tournament, run program UNREAL.  After loading your preferences, it will bring up the main menu, with the following choices:

· Play Unreal Tournament (Starts game)

· Get Help (Displays in-game help)

· High Scores (Displays high scores)

· Quit (Quits, what else would it do?)

· Preferences (Change preferences)

· Install (Will create necessary files, in case they were deleted)

Note: If the necessary files (pictures/levels/programs) are not present in the calculator’s memory, you will receive an Error 14 Undefined when you try to play.

Note: If you chose Manual Level Loading in the Preferences menu, you will be given a list of possible levels to play when you start the game. Select only the levels that you have on your calculator, or you may get a nasty error (see above).  If all is correct, you will now see yourself in a 3D environment.  

Controls

[2nd] 
=
Shoot

[Alpha]
=
Map of current level

[Exit]
=
End Game

[MORE]
=
Statistics (Health and Ammo)

[(]

=
Move forward

[(]

=
Move backwards

[(]
=
Turn left

[(]
=
Turn right

Objectives

The objective is to kill the monster on each level without getting killed.  You start out with 100 health points and 10 ammo.  Each shot you get on the monster drops his health by 5 points.  The monster will shoot back at you, and takes away 10 health points from you.  The map will show you where you can pick up more health and ammo.  Your final score is based on how much health and ammo you have left when the monster dies.

Using the Map

To use the map, press the [Alpha] button. The asterisks (*) indicate walls. Your position is indicated by an O. Ammo is indicated by an A. Health is indicated by a +. The monster’s position is indicated by a small square.
Troubleshooting

Error 15 Memory

This message indicates that your calculator does not have enough memory to run Unreal Tournament.  In order to be able to run Unreal Tournament, you will need to delete items from memory.  If you do, do not delete UNREAL, ZUNHLP, ZUNPICREC, ZUNRINST, or ZUNPL.  Do not delete any levels (UNLx) that you want to be able to play.  Also do not delete UNPRF or you will get an Error 14 Undefined.

Error 14 Undefined

If you receive this message, it means that you have deleted one of the necessary files.  If it happens right after you choose a level, you have deleted ZUNPL, ZPICREC, or UNLx, where x is the number of the level.  If it happens when you choose “Install” from the main menu, you have deleted ZUNRINST.  If you have all of these programs, you have probably deleted LUNPRF.  To fix this, on the homescreen type “0(dTime”.  Then run UNREAL, and it will reinstall, recreating LUNPRF.  For all the other deleted programs or lists, reload the programs to your calculator.

Error 13 Dimension
This message will come up if you have deleted parts of some of the lists.  To fix it, you must reload the UNLx lists to your calculator, type on the homescreen “0(dTime”, hit [ENTER], and then run UNREAL. It may also occur if you have deleted one or more of the Pics.  To fix this, run UNREAL and then choose “Install.”

Porter’s Notes
In certain situations, an Error 13 Dimension may occur even when all lists and pictures are intact. This is a known bug and will be fixed in a future version. The TI-86 version is somewhat larger than the TI-83/+/SE version due to longer commands. Interestingly enough, tokenizing Unreal Tournament (so it can be run by the calculator) makes it larger, instead of smaller, as it should. Other than these phenomena, Unreal Tournament 86 is a fully functional game.
How it Works
Unreal Tournament runs on the ReaL 3D Engine, available at http://www.ticalc.org/archives/files/fileinfo/227/22739.html. Note that the ReaL 3D engine is for the TI-83/+/SE, but can be easily ported to the TI-86 (it might be in the near future). It creates the necessary picture files, Pic0-Pic6, when you install or at the beginning of the game, depending on the preferences that you have set.  The levels, stored in UNLx, contain the information for the maps.  The 1-100 numbers in each list are the map, 101 is the ammo, 102 is the health, and 103 is the enemy.  These are displayed when you access the map during the game (the [Alpha] key), and are used to display the 3D environment.  The level chosen is loaded in UNW at the beginning of the game; this is deleted when the game is exited, or the user wins or loses.  The automatic level loading remembers if the user beat the last level and loads accordingly. More soon…

Contact Information

The authors may be contacted at Kerm_Martian@yahoo.com (Kerm Martian) or mailto:tiprograms@anhsacdec.org (Alan Wu). If you appreciate this program or find a bug, please notify the authors. The authors are not responsible for any damage (permanent or otherwise) that this program may do to your calculator (not that it's likely anything bad will happen).

