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Tesla II System Software Version 5.03
BattleTech Firestorm Release 3.0
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.  

New Mechs
· Owens



Class:
Light




ArmorType:
Standard




StructureType:
Standard




HeatSinks:
10




Speed:

144 kph
SubSystem:





Light Amplification





Beagle Probe



Weapons:




2 – Small Laser’s




1 – Medium Laser




2 – SRM 6’s (15)
· Hellhound



Class:
Medium




ArmorType:
Standard




StructureType:
Standard




HeatSinks:
10




Speed:

122 kph




SubSystem:





Light Amplification



Weapons:




3 – Medium Pulse’s




1 – Ultra AC 2 (45)




1 – Ultra AC 5 (20)





1 – LRM 10 (12)

· Bushwacker



Class:
Medium




ArmorType:
Ferro Fibrous




StructureType:
Standard




HeatSinks:
11




Speed:

126 kph




SubSystem:





Light Amplification



Weapons:




2 – Medium Laser’s




1 – Large Laser




2 – MG’s (200)





1 – AC 10 (20)





2 – LRM 5’s (24)

· Novacat



Class:
Heavy




ArmorType:
Reactive




StructureType:
Endo Steel




HeatSinks:
14




Speed:

107 kph




SubSystem:





Light Amplification




Jump Jets




Weapons:




5 – Clan Medium Pulse’s




2 – Clan ER Large
· Awesome



Class:
Assault



ArmorType:
Standard




StructureType:
Standard




HeatSinks:
20




Speed:

85 kph




SubSystem:

Light Amplification

AMS



Weapons:




1 – Small Pulse




3 – PPC




1 – Ultra AC 5 (40)




1 – LRM 5 (24)
· Madcat Mk II



Class:
Assault



ArmorType:
Reflective



StructureType:
Endo Steel




HeatSinks:
17



Speed:

88 kph




SubSystem:





Light Amplification




Jump Jets




Weapons:




4 – Clan ER Small’s




2 – Clan MG’s (200)




4 – Clan Ultra AC 2 (45)




2 – Clan LRM 10’s (24)

Modified Mechs
· Chimera



HeatSinks:
14 (+4)



Weapons:




2 – Medium Pulse (Added Weapon)




1 – Large Laser (Downgraded Weapon)




4 – LRM 5’s (24) (Same)
· Highlander



HeatSinks:
17 (+3)
New Mech Features

· Camouflage

· Original eight camouflage designs updated.
· Eight (8) new camouflage designs have been added. 
· Decals

· Eight (8) new decals to go with the new camouflage.
· Warden (Believe in being Protectors of the Inner Sphere)
· Clan Wolf (In Exile)
· Clan Ghost Bear
· Clan Coyote
· Clan Goliath Scorpion
· Crusader (Believe in Dominating and Ruling the Inner Sphere)
· Clan Jade Falcon
· Clan Hell’s Horses
· Clan Blood Spirit
· Clan Ice Hellion
New Map Features
· Terrain Added Effects

· Lava

· Depending on the map, the lava if stepped on, could either cause heat buildup in a Mech’ or cause heat buildup and leg damage to a Mech’
· IF a Mech’ is shutdown due to this effect and can’t cool off, thus unable to continue play or move, within 10sec the Mech will self destruct.
· Ambient Sounds

· Coliseum: Crowd noise can be heard in the background
· Gatorbait: Natural swamp sounds
· Frostbite: Natural arctic environment sounds
· Snowjob: Natural arctic environment sounds
· Grassland: Natural tropical environment sounds
· Terrain Fixes

· Water

· Can now be any given depth, thus allowing Mech’s to hide in deep water.
· Shallow water
· Max speed reduced by 25%.
· Heat dissipation x1.5.
· Medium water
· Max speed reduced by 50%.
· Heat dissipation x2.
· Deep water (Mech submerged)
· Max speed reduced by 75%.
· Heat dissipation x3.
New Maps

· Freezer

· Description:  Large open range with nowhere to hide.

· Free-for-all or 4 teams
· Attrition, Team Attrition
· Destruction, Team Destruction
· Koth, Team Koth
· Grassland

· Description:  Large open range with vegetation and water.

· Free-for-all or 4 teams
· Attrition, Team Attrition
· Destruction, Team Destruction
· Koth
· Capture the Flag
· Hotplate
· Description:  Large open range with lava.
· Free-for-all or 4 teams
· Attrition, Team Attrition
· Destruction, Team Destruction
· Capture the Flag
· Peaks
· Description:  Large area with large terrain obstructions.
· Free-for-all or 4 teams
· Attrition, Team Attrition
· Destruction, Team Destruction
· Capture the Flag
Map Changes

· Coliseum

· Force Field Effect added: When weapons fire hits the shields over the crowd stands, you can now see a force field effect.
New Features
· Gyro System:  The gyro of a Mech is used to help balance the Mech while moving on the battlefield.  When this is damaged, the computer is no longer able to stabilize the Mech, thus affecting other systems such as targeting and reaction to damage.
· Unstable Cockpit:  The HUD will no longer be stable and will move with the cockpit frame.  In fast, small Mech’s the effect is very pronounced.  This makes long range targeting a real challenge.
· Hit recovery:  When hit in a location that affects torso or Mech movement, the reaction will be noticeably more pronounced.  So an Arm hit will throw the Torso further out of alignment than normal before returning to center.
· Weapon Jams:  When a Mech is overheating, the ammo feed mechanisms and weapon workings begin to malfunction, thus causing weapon jams.
· Clearing a Jam:  On the Weapon MFD use the Next or Previous buttons to select the weapon that is indicating “Weapon Jammed”.  When this weapon is selected on the NAV MFD, the “Ammo Dump Round” will flash.  Press this button once.  This will eject the jam round and allow the weapon to reload.  Be careful, each press of the “Ammo Dump Round” button will eject one round.
· Armor Type Enhancements

· Ballistic Weapons: Now include Missiles and Exclude PPC.

· Beam Weapons: Now Include PPC.

· Standard Armor: No changes
· Ferro Fiberous Armor: No changes
· Reactive Armor
· Ballistic Weapons do 60% Less damage.

· Beam Weapons do 60% More damage.

· Reflective Armor
· Ballistic Weapons do 60% More damage.

· Beam Weapons do 60% Less damage.
Audio Queue Changes
· Flag Capture:  In Coliseum, the Goal Horn will sound with the Flag capture as well as the “Flag Captured” message.  In all other maps, a different tone will be heard instead of the Goal Horn.
Secondary Screen
· Mech Stats before Launch:  After the mission has been loaded, but before the mission is launched, the Secondary Display will show you what Mech you have selected for this mission.  It will also display the color of you Mech (camouflage, or team color).  In the section below the Mech, will be the current stats of the Mech including indicators for additional equipment that is installed on the Mech (AMS, ECM, etc.)
· Display Configuration:  A button has been added on the Left side of the Secondary Screen.  This button will switch what is being displayed in the lower window of the secondary screen.  It will initially display the Satellite Map by default at start of mission.
· Satellite Map (default):  Standard overhead map display
· Damage Display:  This will be an enhanced color version of your Mech’s current damage levels.
· Target Display:  This will be an enhanced color version of your current Target’s damage levels.  It works exactly like the Target MFD in that information will not be displayed until you actually get your HUD crosshair on the target you have selected.
Multi-Functional Display Changes


Target MFD

· Mech Display:
· Armor Diagram:  The generic Mech’ armor diagram has been replaced.  The armor diagram will now reflect the type of Mech being targeted.
Weapon MFD – Damage MFD Swap
· Due to the frequency of use that the Weapon MFD will now receive, in part because of new features, the Weapon MFD (Upper Right) and the Target MFD (Lower Right) have been swapped in location.
Weapon MFD

· Ammo Out Indicator:  Weapon name will be replaced with “Out of Ammo”.
· Weapon Jam Indicator:  Weapon will flash between weapon name and “Weapon Jammed”.  It will also have a light background for easier recognition.
· Weapon Destroyed Indicator:  Weapon name will be replaced with “Weapon Destroyed”.
Nav MFD

· Ammo Dump Round Button:  This button is only active if Heat and Weapon Jams are selected in the Mission.
· Ejects 1 Round Ammo
· Ammo Eject Effect
· Ammo Eject Audio Queue
· Button flashes when if a Jammed Weapon is selected in the Weapon MFD.
Comm. MFD

· Teammate Kills:  “(Teammate)” will now display after the kill message when a player kills a fellow teammate.
Controls


Joystick

· Dead-zone:  The dead-zone of the joystick has been reduced.  This means that you will have less play in the joystick before movement is registered.  This has the effect of increased sensitivity.
Mission Review

· Target Focus Player Name
· The call-sign of the target player will change to Red on the secondary display to indicate which player is the Target Focus of the Current Player being viewed by the Camera-ship/Mission Review.
Print Outs

· Game Type:  The game type that is used for a mission is now on the printouts along with the other options in the header of the damage section.
· Suicides:  If you eject from a Mech manually or are killed thru splash damage or other pilot error means, This death will now be recorded correctly in the Damage Matrix of the printout.
Console Enhancements
· Camo/Team Select:  This option will now display the Icon or Mech badge associated with that color.
· BAS, MID, ADV Buttons:  These buttons will set the console options at a series of preset conditions.  These presets are adjusted so that a player may progress from Default, to Bas, to Mid, to Adv.  Each preset will add options to increase the level of play.
· Weapon Jam:  This option will enable weapon jams during game-play.  This option will only be enabled if Heat is enabled.
· Master Trial Game-type:  This will facilitate some of the SEC work when a Master Trial Event is run.  When this game-type is selected, the following listed conditions below will be randomized.  In addition if you select a different Map choice after selecting Master Trial game-type, the following listed conditions will be re-randomized for you.  Also, all advanced options will be enabled for you.  All the operator should have to do, is enter the pilots name, Mech choice, and Team Drop zone color for the Candidate and Masters.
· Map:  Will randomly select from the available Master Trial maps.
· Visibility: Default, Clear, Light Fog, Heavy Fog, Pea Soup Fog.
· Weather: On, Off.
· Time of Day: Day, Night.
Bug Fixes

· Eyepoint
· The eyepoint or pilot view would not follow the ‘Mechs chassis movement properly during shutdown sequence.
· MR Focus Player Icon

· Focus Player Icon was not visible.  Now corrected.
· Weapon Water Effects:

· Now all weapons have proper Water effects.
· All Beam Weapons cause steam effect.
· All Ballistic Weapons cause splash effect.
· Armor Type
· The armor was not reacting according to its type.  This is now corrected.
· Water

· In previous version, Mechs were unable to completely submerge.  It caused a movement error that resulted in the Mech being stuck in place.  This has been fixed.
· “Teammate destroyed” audio message:  This has been corrected.  This was caused when a Kill made by a player resulted in that same player dying in the resulting splash explosion.
· “Committed Suicide”:  Due to the “Teammate destroyed” Fix, suicides are not being accurately reported to both the Comm. MFD and scoresheets.
Known BattleTech Bugs
Tesla II System BattleTech, version 5.03 is known to contain the following bugs. 

· Spinning Mech on Secondary:  Occasionally on the first pod of a game loaded, but before launch, the secondary screen will not show an image of the players Mech.
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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