FFS Instructions and beta release notes

INSTALLATION INSTRUCTIONS:
Ok the first thing you need to do is unzip the FFS-SETUP.zip file, you can then run the FFS-SETUP.exe file. (This file may be located in any directory and deleted after installation.)  The only thing to be careful of with this program is to make sure you tell it where to put the new files.  It will show a screen like this (picture below)
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You will need to change the folder to the correct one by simply clicking on the Change Folder... button and browse to your Sierra/Half-Life directory, it will then add the new directory FFS to you mod list and install all the necessary file and directory.  The end of this program completes the set up.  To play simply start Half-Life and go to custom games and activate FFS if it does not show up as a choice then update your custom games by the UPDATE button.  If you have any trouble with the installation process please email all questions / problems to ffsmod@halflife.net
GAME INSTRUCTIONS:

Here I will explain all the game play settings that will effect how you play and what you get as far as points and weapons.

First this is a LEVEL based Death Match Game, (other modes of play in next beta).  What that means is this: There are 5 levels of weapons access, everyone starts off as a level 1 and tries to work their way to level 5.  Every time you respawn you will be notified which level weapons access you have at the bottom left of the screen and you will be given the appropriate gear.  Each level has a model that is specific to that level, so you should be able to figure out who is what level just by looking at them.   Level 1 has only 3 weapons and is the least powerful. Level 5 has 3 weapons of mass destruction plus all the lower level weapons.  

To move up a level you need to get points.  Points are given out for killing people in this order:

The Pay Scale

1. You will receive 1 point if you kill someone that is the same level or lower than you are.

2. You will receive 2 points if you kill someone that is 1 level higher than you are.

3. You will receive 3 points if you kill someone that is 2 levels higher than you are.

4. You will receive 4 points if you kill someone that is 3 levels higher than you are.

5. You will receive 5 points if you kill someone that is 4 level higher than you are.

Points are also lost for dying much in the same way.

1. You will lose 1 point for being killed by anyone the same level or higher than you are.

2. You will lose 2 points for a suicide

3. You will lose 2 points for being killed by anyone 2 levels lower than you are.

4. You will lose 3 points for being killed by anyone 3 levels lower than you are.

5. You will lose 4 points for being killed by anyone 4 levels lower than you are.

FRAGLIMIT


25

50

% of fraglimit

LEVEL 1



DEFAULT LEVEL  

LEVEL 2


3

5

10%

LEVEL 3


5

10

20%

LEVEL 4


10

20

40%

LEVEL 5


18

35

70%

This shows how many points you need to advance to the next level.  If you are playing a game to 50 you need 10 points to get to level 3 if you are playing a game to 25 you need 5 points to get to level 3.   The level is based on a % of the total fraglimit.

That pretty much covers all the points and level stuff.

WEAPONS INSTRUCTIONS:

Most of the weapons are pretty self-explanatory, but some are not and will be covered, as well as some of the issues attached to weapons in general.  

To keep your standard controls, for use in FFS simply copy your config.cfg file from half-life to the FFS directory.

First off is the guns are not inaccurate but they are not perfect.  If you are firing a sniper gun such as the BASR or the PSG1 make sure to duck, your aim will improve drastically. 

Secondly don't waste ammo this isn't regular Half-Life if you hit reload and you have used only 2 bullets out of a 15 bullet clip, it will not just subtract 2 bullets from you ammo it will add a totally new 15 bullet clip, so you just wasted 13 bullets.

Where you hit them matters, alot. There is a little notification on the bottom left of your screen that tells you where you have been hit and where you have hit someone.  The damage zones are as follows

Head shot = 1-3 shots instant death depending on weapon

Chest / Stomach shot = 3-6 shots depending on weapon

Leg shot = 6-8 and reduced speed with each shot to the legs

Arm shot = 6-10 and reduced aiming ability with each shot to the arm.

SO if you are running like a slug and couldn't hit the broad side of a barn you probably have been nailed in the arms and legs repeatedly.

SPECIFIC WEAPONS INSTRUCTIONS:

C4:  First off the c4 needs to be placed on something.  It cannot be throw or just placed in the air, so go up to a wall or floor and hit the primary fire button to place 1 C4, press the primary fire button again to detonate.  The secondary fire button is used for placing multiple C4's.  Also C4 will sink, in time, to the bottom if placed in water.

Jackhammer: This should be pretty obvious, but any way.  The jackhammer is a semi auto or full automatic shotgun.  Secondary fire will toggle between the two states.  In semi auto fire mode, you must press the primary fire button for every shot.  In full auto mode just hold down primary fire and watch the people die.

PSG1: This is a semi automatic sniper rifle with 2x 4x and 6x scope as secondary fire mode.  Semi automatic means you need to hit the primary fire button for every shot.

hk21_bf:  This is the HK 21 machine gun.  Its special feature is a bipod.  The bipod adds tons of accuracy to its shots, but removes your ability to move while it is on.  To activate the bipod simply duck and then hit the secondary fire button, a message should appear BIPOD ON.  Now you must stay ducked to keep the bipod on as soon as you stand or hit the secondary fire button the gun will go to BIPOD OFF state.  

BOT INSTRUCTIONS:

This mod does and will continue to have bot support.  The bots can be used to play a game offline or to fill up servers in online games or LAN games.  (bots based on the james bot frame work, thanks Botman)
To play a game offline with bots as your opposition:

Simply start a LAN game, choose your map and your fraglimit (time limits are automatically set to 0) choose the number of players you want in the game (and yes bots do count) then start it up.

When the map starts go to the console (which is the  ~ key) then use the bot commands which are all listed below.

botdontshoot 1  = this makes it so the bots can't shoot they just run around.

botdontshoot 0  = this makes it so the bots can shoot again (this is default)

botskill 0 = default setting bots are pretty damn tough

botskill 1 = bots are pretty tough but are a little slower and have worse aim
botskill 2 = bots are kind of dumb aim crappy and shoot less frequently 

botskill 3 = simpletons if you can't beat these guys don't bother going online yet.

addbot  = this is how you add the bots to your game just type this in and hit enter and a bot will be born.  To add more than one bot just type in again and hit enter again (a short cut to typing the whole word in again is after you've done it once hit the up arrow and the last word you typed will be typed again in the console and just hit enter again.)

All the bot commands can be automatically completed using the "bot.cfg" file.  You need to simply type in the commands that you want executed on a separate line in the bot config file and they will be executed at the start of every round or map change.  (an example bot.cfg file comes with the mod)

If you are running a dedicated server, all bot commands must have the word bot followed by a space before the command. (ex  bot addbot, bot botskill 2 )

The bots will automatically rejoin a game after it has been finished.

RELEASE NOTES:

First I would like to say that this is a beta and the first beta of many to come.  Many things are not completed or even included with this release.  The only reason that it is even being released like this is to hopefully gain a fan base and to help beta test the gameplay and weapons so improvements can be made.

Things that are not finished that are included with the beta:
1. All weapon models are 1st generations and still in the works so the ones you see are probably not the final version of the model.

2. All player models are being totally reworked with new skeletons to accommodate the new weapons and new animations such as limping guy. (for leg shots)

3. Weapon sounds, not done yet.

4. HUD graphics for 320 resolution.

THE FUTURE OF FFS

These are all things that are not included with the beta but will be in a version soon to come:

1. Team play has not been added yet but will be soon(other than standard HL style teamplay which is included).

2. Bowling style score sheets with stats and awards.  A bowling style score sheet with all the vital statistics of the game will be available to print so you can see how you did and information such as : How many kills, how many deaths, your ranking, weapon accuracy (ex. 45% accurate & 10 frags with the PSG-1) 

3. Lay / Crawl, similar to crouch but (obviously) lying down, will increase weapon accuracy and decrease detection by other people.

4. Awards, These will be given out during and after the game.   Examples of awards: Accuracy award (given a silencer for most used gun); Stealth Award (least deaths = stealth shoes) Most knife kills (sword in place of knife) Worst Accuracy Award (you couldn't hit the broad side of a barn = more ammo limits) These awards will be on a running basis and you can gain or lose stuff as you play. They are still being worked on and also in the works an end of game Awards screen will also show up and the end of a game with interesting stats.

MAPS:

All standard valve Half-life maps are playable with this mod.  The only drawback for using a standard HL map is that when all the objective based maps come out in beta2 release of FFS, standard HL maps will only support DM style mode of play.  So for deathmatch games any map is good.

To use maps that came with Half-Life you need a pack explorer that allows you to access the maps that are in your half-life pak0 and extract them to the FFS maps directory.  If you want to play a map such as boot_camp you need to go in the pak and extract it to the ffs maps directory.  If you need a pak explorer than you can get one at http://files.lowlife.com/halflife/pakexplr.zip  

(this is also a nice tool to have as you will need it to make custom skins or crosshairs)

BUGS: 

1. Model animations don't fit exactly in time or don't look totally right. (I am working on it)

2. 320 resolution HUD icons are not working (cause I didn't do it yet)

3. Need a menu for bot control instead of console commands

4. Bots don't use c4 or know to avoid it

5. Models have a weird left hand. This will be fixed very soon.

6. The dead pack doesn't give weapons only ammo. This is not a bug.

NEW ISSUES:

Please report any problems that have not already been covered in this document to ffsmod@halflife.net thanks.

This concludes my novel on how to play FFS.

