BLADE RUNNER : EVOLUTION





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





A disillusioned Blade Runner must pursue a twisted serial killer against the backdrop of an overcrowded and over-indulged Los Angeles while clinging to his humanity and morals in a city where the line between right and wrong is all too blurry.





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











This is the teaser for the upcomming Blade Runner : Evolution add-on for Max Payne. The add-on is loosely based on the Blade Runner mythos and universe. Those looking for a continuation of the movie might be disappointed. This is a new story with a new Blade Runner that takes place many years after the events in the movie.





The final version of Evolution should contain about 12 levels, new enemies, new cut-scenes and lots of speech all set to a Blade Runner theme. Evolution will be not so much about combat and gunplay (although there will be plenty of it ) as it will be about mood, atmosphere and detective work.

















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


Installation Info:


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


Unzip to Max Payne directory


Run game and select EVOLUTION at config window














NOTES:


-----------





There is only one playable level, and I only included it as a bonus. It was basically a testing grounds for enemy kung-fu usage and AI. The main portion of this teaser is just that, a TEASER. A big cut-scene to show off what is coming.





This mod has been built and tested exclusively on a high-end system. Pentium 4 - 1.7 Gig, 512 Megs of memory and a Geforce 3. I have no idea how it will perform on lesser systems.





Patch 1.01 was used during the building and testing process, and as above, I'm not sure how it will perform with other versions of Max Payne. One problem I did run into was that the game would hang during the initial main-menu loading screen, but I discovered that by pressing ESCAPE it would proceed into the menu proper. After running the game with  -developer -developerkeys, I noticed that this problem had went away entirely.





Sometimes the game seems to go into permanent slo-motion mode after a battle, or during it, when this happens either a front or side flip or any kung-fu move or a bullet dodge will return it to normal. I have yet to figure out what causes this. I assume it's the engine not being able to go back to normal speed when many enemies are using kung-fu, as many of the kung-fu moves change the speed momentarily.
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