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I Presentation : 


    Dune IV is a clone of Dune 2 (C)


   As this last, it includes units, map, AI, ressources, etc...


   In Dune IV you can move "mouse cursor" with arrows.


   It takes long time for me to program this game, so, in the end, I don't take much care of bugs, etc...


   If you think this game interesting and useful (if you play a lot) send me something (like money, Postal


   Card, diamonds, oil, salt, etc...) at 


                                                               RUSSO CYRIL


                                                   IMPASSE LES RESTANQUES


                                                       13112 LA DESTROUSSE


                                                                     FRANCE





II Requirements : 


   Dune IV run on a TI92. I tested it successfully with my ROM 1.12 and 2.1 . It might work on any ROM 


   type (except on ROM 1.11i because F1 key is known different !?!).


   If this program don't run correctly with your ROM send me a mail at xryl669@hotmail.com  


   You need flib, hexlib, graylib and the FARGO II kernel to have it work.


   You also need 6-7 ko free to run it.


   Good luck


             I can't be taken for responsable for any damage made by my prog on your calc.





III How to...


    Q: How can I move the units present ?


    A: Just move the mouse cursor on it by pressing arrows and press Enter. Then move the cursor on the


        destination and press Enter again





     Q: How can I earn money ?


     A: At the begining there is a spice taker just below the batiment. Move it on a spice square (mouse


         cursor shape change ) and press Enter. This unit will change its shape.





     Q: How can I buy units ?


     A: Click on the top of batiment (see picture). The exit position must be cleared. 
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       Q: Can I speed up or down the game ?


      A: Yes you can. Just Hit F1 during game. Then press F2 and + for accelerating  game or F2 and - for


           slowing it up


 


      Q: What is the interest of minimap ?


      A: Minimap is actually disable. So you can see only the map (no units) 





      Q: Is unit number limited ?


      A: Yes of course. Only 30 units can be present. (for memory usage reason). But each batiment count


           for 4 units. So there can only be 22 moveable units. Just be quicklier than adversary





      Q: Is there mission like in DUNE2(C) ?


      A: Mission are possible but not programmed. (Code is present) I will add these mission when game


           will be in its final version (soon...)





      Q: Can I choose units' race ?


      A: Actually the only way to choose the race is changing units type. If assembler doesn't afraid you,


           just change the initialisation of the program.





      Q: Is AI programmable ?


      A: Yes it is. In this beta, AI doesn't exist (only automatism exists). But I'm working on it, and I will let


           a file called "dune4ai.92t" or something like this, in which you could modify. (a little like


           RED ALERT hidden files)





      Q: What the meaning of En/DIS Sand in the option menu ?


      A: Just test it.





      Q: How can I restart/save/load mission ?


      A: I' m working on it... But I can tell you that there will be maps and missions with SAVE, etc... in


          final version. And savegame will be a .92t file type (to let you (down/up)load it with your PC)





      Q: Can I create my own map ?


      A: You will need a PC, and some knowledge about compiling but see below...





      Q: Where can I get source code of this prog ?


      A: I put source code in a file called LANDEDIT.ZIP in FTP.TICALC.ORG


          This is an old code, I will put the new one. In this archive, there is the land editor, allowing 


          creating your own maps.


     


      Q: Can I change unit shape ?


      A: You can ! Use SPRMAKER from Jimmy Mardell, type "SPRMAKER SPRITES.BIN"





       Tips :


       If you click a unit to attack with a far far distance, follow it because it might go in Ennemis' base


       If you create your own map just follow these rules :


            - Don't put spice on the extrem side of the map


            - Don't put too much spice or tar


            - When you put start point, create a square 


            - Let the two start point (batiment) far 


            - Tower see farer than tank (not like in DUNE2)





IV Known bugs :





       Actually, there are these bugs :


           - Debugging with symbolic causes address error (This is due to the number of symbolic handles)


           - Don't let a unit go near the side of map (because deplacement algorithm doesn't check for that)


              It might disappear, and be lost... or crash your calc !


             (I won't test this feature later, because I'm trying to optimize the number of test)





       And these disagrement :


           - Putting a unit on the extreme side of map is not good (it might "see" a unit on the other side of


              map and attack with a 36 squares distance ! not very fair play !)


           - Creating a map where only sand is present may let constrast change (I can't control LCD)           


           - Don't click a destination for moving on something existing or unit will turn around indefinilly  


               (This will take CPU time eternally !?!)


           - If calc seemed to be slow and slow and slow, verify your units ; they might be blocked.


           - Sometimes, spice taker seemed to forget returning to base. It's normal. Just as a teenager.


             If you see it on the screen she will back.


           - Don't destruct Ennemi base or calc will slow extremely (slowing factor put to max), or may 


              crash (I don't test for victory !) 


           - Don't have mouse !!!





V How does Artificial Intelligence script work?


   In fact there isn't a real artificial intelligence.


   In "dune4ai.92t" you adress orders, and calc will only execute orders.


   These instructions are :


    The test ( ti for time test and nu for real number of ennemi units)


    The actions ( cu for create unit and mu for move unit)


   All the number must be translated.


   So understanding will be best with an example : 


   These is the contents of dune4ai.92t (for example) :


                      : tqti !cu(* &tqti!"mu,; !;;


   Explication : Sequence ": " (strike and space) is needed in every beginning of line


                      Sequence "tq" means a cycle start. cycle and line stop with ";;" sequence


                      Sequence "ti" means that a test will begin. The two letter following are 


                      the time required for action (don't forget to make a trans function before; 


                      because only character from ascii 32 to 256 are read)


                      Sequence "cu" means that a creation of ennemi unit will be done. The two


                      letter following are the position of unit (don't forget trans function)


                      And two next letter are unit type (2 for tower, 6 for tank, 7 for people) 


                      Sequence "mu" means the movement of a unit. The two letter following are


                      destination of unit and the two next are unit number. 


/!\                      Unit NUMBER is gived by the position of creation :


/!\                      first "create unit" give for that unit number 1


/!\                      second "create unit" give for that unit number 2 etc


                      : @@


                      Sequence "@@" means end of file





  Advanced Explication : For the previous example, calc will do :


                      while (tq) time (ti) isn't at 1(space char = 32 and "!" char = 33 so 


                      (32-32)*256 + (33-32) = 1) then cycle else create a unit (cu) at position


                      y=8 and x=10 ("(" char = 40 and "*" char = 42 so (40-32) for y and (42-32)


                      for x) of type 6 (tank) (space char is needed but not read and "&" char = 38 so 


                      (38-32) = 6) Unit become unit number 1 End of first while           


                      while (tq) time (ti) isn't at 257( "!" char = 33 and " char = 34 so 


                      (33-32)*255 + (34-32) = 257) then cycle else move unit (mu), at position


                      y=12 and x=27 ("," char = 44 and ";" char = 59 so (44-32) for y and (59-32)


                      for x), number 1 (space char is needed but not read and "!" char = 33 so 


                      (33-32) = 1) End of first line (;;)





   So :  tq is followed by another command         /tq/


           ti is followed by the needed time (NT) translated as NT = (z-32)*256 + (u-32)) /tizu/


           cu is followed by the position (xy) and type translated as z=(y+32) and u=(x+32) v=(t+32) /cuzu v/        


           mu is followed by the position (xy) and the unit nb as z=(y+32) and u=(x+32) v=(un+32) /muzu v/


           nu is followed by the needed number of unit (NN) as z=(NN+32) /nu z/


           ;; is followed by the sequence ENTER + SPACE in text editor


  


___________________________________________________________________________________


|  WHILE   |               TEST TIME              |  Create Unit  |   Move Unit  |           Tst nb              |  End Line |          


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


|      tq        | tiab NT=(a-32)*256+(b-32)  |     cuzu v      |     muzu v     | nu a a=char(NN+32) |       ;;       |


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


   with z = char(y+32)  u = char(x+32) v = char(type or unit number+32) 


                              Good luck !


    


VI Future Additions :





   I will make the jammer work.


   I will add network (with two TI92)


   I will add a real interface (not only text but Icons, etc...)


   I will let load/save/restart functions work.


   I will probably let MCV work and let tower position free


   I will add SPECIAL function on soldat (to make him a commando) or tank (to make him invisible) etc..


  


