VWE Release 5_01 Installation

V  W  E     S  O  F  T  W  A  R E     R  E  L  E  A  S  E     5.01
Tesla II System

BattleTech Firestorm

Version 5.01
The accompanying BattleTech software release incorporates several new features and options. This document addresses the latest enhancements as they affect the Console, BattleMechs, and Maps.  

BattleTech Enhancements

Ammo

· Ballistic vs. Missile Ammo counts:  The previous version handled the salvo loads of these two weapon systems differently.  Ballistic would reduce the count by one as the weapon was fired (except the Ultra AC’s) and the Missile would reduce the count by the size of the weapon (LRM 20 = -20 count).  The Ammo count system has been modified so that it is now consistent.  The ammo count is now reduced by 1 (except for the Ultra AC’s) for both Ballistic and Missile weapon systems.
· Mech Ammo Loads:  The ammo loads on the ‘Mech’s have been significantly altered.  This is due to the fast nature of the game, the ‘Mechs would almost never run out of ammo before they were destroyed.  In an advance game, ammo should be a consideration.  Generally the heavier the weapon, the less ammo the ‘Mech can carry.  So the AC 20 and LRM 20 will have a lower ammo count (10 – 12 shots) vs. the SRM 2 (50 shots).
New Weapons
· AC 2: An auto-cannon is a rapid-firing, auto-loading weapon that fires high-speed streams of high-explosive, armor-piercing shells.

Heat:

1
Damage:
2
Reload:
2 sec.
Range:

810 meters.
Mech Weapon Changes

· Loki:  The 2 Ultra AC 5’s have been down-graded to Standard AC 5’s.
· Mauler:  The 2 Ultra AC 5’s have been replaced with 4 AC 2’s.
· Mech Speed Changes:  Mech speeds have been modified based on player feedback and play balance.  The lightest ‘Mech’s will now have a significant speed difference from ‘Mechs in heavier classes.


Mech


Original Speed


New Speed



Osiris


115.02



130.03



Raven


100.01



120.02



--------



Chimera

102.02



112.03



Uziel


95.04



107.06



--------



Vulture


85.03



95.04



Catapult

75.96



96.91



Loki


82.98



96.95



Thor


85.03



No Change


Mad Cat

85.03



No Change



--------



Mauler


55.01



65.02



Atlas


57.02



No Change
· Mech Armor Changes:  The internal armor of the “Special Zones” has been fixed.  They were at previously extreme low numbers.  This will allow these special zones to survive at least one (1) direct hit.  These zones include for example the Mad Cat’s missile launchers, The Atlas’s torso gun, and leg missile launcher, etc.  These are areas not normally covered by the standard Mech Armor diagram.

Map Changes
· Timberline:
· The mission area has been expanded.

· Two (2) additional team drop zones have been added.

· The Free-For-All drop zone has been relocated.
· Capture-The-Flag distance between teams has been shortened to allow for more chances at getting the flag.
· Hideaway:
· The Free-For-All drop zone has been relocated.

· Team Drops have been relocated.  One team had a advantage in the King of the Hill game-type due to location from center.

· Capture-The-Flag flag locations have been relocated.

· Central Park:
· The four (4) team drops have been relocated, closer to center.

Bots

· Level 9:  The level 9 bot in the previous version was actually registering as a Level 8.  The Level 9 bot has been fixed.  WARNING:  DO NOT PLACE IN ROOKIE GAMES.  This bot is extremely lethal.  It very rarely misses.
· Start of Mission:  An issue was found that at the immediate start of the mission, the player would be hit by a bot.  The bots have been modified so that they will wait 5 sec. after spawning before moving or shooting.  However, to prevent the bot from just sitting there and taking a hit from a player taking advantage of this feature, the bots will immediately startup and start shooting if they are hit or shot at.
Game-Type Changes

· Attrition:

· The penalty for ejecting has been reduced from -1500 to -500.
· Capture The Flag

· The team drop zone nav. points have been removed due to the confusion they caused.  Only the Nav Center, Flags, and Flag Return points will have visible nav. points on the secondary map.
Console Enhancements
· Visibility Default:  The default for visibility has been changed from “Clear” to “Default”.
· Server Tab:  The server tab has been removed.
· Exit Button:  The “X” has been removed to prevent accidental shutdown of the console.  You can exit the console by using the Alt+F4 keys.
· Moving Between Fields:  It is now possible to use the tab key to change between fields.  Hit the “Tab” key to move down the fields.  Hit the “Shift+Tab” keys to move up the fields.  Once a field has been selected, you can now use the arrow keys to scroll down the list of options for that field.
· Mech Randomizer (Individual):  The “@” symbol is used on the Console to randomly select a Mech for that pilot only.  This function has been modified as follows:
· Left Click:  Will randomly select a ‘Mech from the entire ‘Mech list.
· Right Click:  Will randomly select a Rookie ‘Mech.  This is currently a list of 4 ‘Mechs (Loki, Mad Cat, Thor, and Vulture). 
· Randomizer Button:  This button has been added to the Console.  This button, when selected, will randomize the ‘Mech choice for all pilots.  Warning:  This will affect all pilots.  To randomize a individual pilot use the “@”
· Default Button:  This button will reset all options to the default settings.
· Warning:  This will clear all pilot names as well.
· Text Messages:  Some of the text messages that appear on the console, have been modified.
· “…” under each ‘Mech select has been changed to “Idle”.  This is a clearer meaning of the current pod state.
· Error messages have been cleared up to hopefully better indicate any possible problems with either Pilot Data entry or Mission Issues.
Known BattleTech Bugs
Tesla II System BattleTech, version 5.01 is known to contain the following bugs. 

· Blank Screen at Mission Launch:  This issue generally appears immediately following a PC reboot.  Using the console, “kill” the cockpit, then ‘load” the cockpit.  It is recommended that if one cockpit does this, that you use the “kill” command on all the cockpits, and then “load” all the cockpits.  This prevents you from having to launch a mission, only to find that another cockpit is having the same issue.

· Mission Review Secondary Screen:  Currently the Secondary Screen of the Mission Review will only show the map overlay of the first mission immediately run after boot of the PC.

· Cameraship:  If the “Cameraship” option is used on the Mission Review PC, it will mostly likely cause a load loop (continual load button) when attempting to use more than two pilots.  It is recommended at this time to leave the “Cameraship” field at the “Blank” selection.
· “Team Mate Destroyed” audio message in a Free-For-All game:  This is currently happens only in cases where Splash is turned on.  Pilot 1 destroys Pilot 2’s ‘Mech.  Pilot 2’s ‘Mech explodes and destroys Pilot 1’s ‘Mech.  Pilot 1 will hear a “Team Mate Destroyed” audio message.

If new bugs are discovered, please report them to VWE as soon as possible.  Bug reports need to be as detailed as possible so bugs can be reproduced.
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