IHATYUA
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JlaHHBIN Qaiin mpUTOIUTCS UCKITIOUUTEIBHO TEM, KTO HCITBITHIBAET MPOOIEMBI C 3aITyCKOM JTH00 HOPMAaTbHBIM
(YHKIMOHUPOBAHHEM KOMITIAKT-ArcKa. Hukakoit Tpyroi mons3sl oT HEro He OyIeT, Tak Kak HHPOpMaLHs, B HEM
cozeprKalasics, Topaszo Jy4lle IpeAcTaBleHa Yepe3 000I0UKY KOMIIAKTa.

OpHueHTUPYHTECH 110 MO3aroJ0BKaM: CTPYKTypa (aiiia B TOUHOCTH COOTBETCTBYET CTPYKTYPE AUPEKTOPHIA
pasnemna Ha CD.

HckpeHHe HazieeMcst, 9TO y BaC He BOSHUKHET HU Maueiiield HeoOOXOAMMOCTH BOCHOJIB30BATHCS JAHHBIM
"npadToBEIM" BApHAHTOM OOOJOYKH KOMITAKTa :).

--Penakiusa "Manuun"
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PeliTuHrn marueu

Enununa — GeccMBICIIEHHBIH ATy, KOTOPBIA COBEPUICHHO HE HYXEH (TaKue Y HacC BBl YBUAUTE
peaxo).

JBojika — maT4 UMeeT y3KyI0 HalpaBJIeHHOCTb JIN00 KpaifHe MaJIONIOJIe3€H.

Tpoiika — psJ UCTIpaBIeHUNA CpeiHEN CTENIEHH KPUTUYHOCTH, CTABUTH 10 JKEJIaHHUIO.

YeTBepKka — BaXHEHIINE TOPaOOTKH, COBEPIIEHHO HEOOXOAMMO Ballly HTPY C HUM IMO3HAKOMHTD.

IIsiTepka — KpoMme BHECEHHS UCTIPABIICHUH MaTy J0OABISET HEUTO Mojie3HOe (HampuMep, HOBYIO
KaMITaHHIO ).

[Tomumo mpodero, y4uThIBaeTCS COOTHOIIEHNE 00beMa IaT4a U ero MOJe3HOCTH.

3aMeThTe TakXKe, YTO 110 OTHOLIEHHIO K Ka9€CTBY MIPbI CAMbI€ XOPOIINE MaTYl — C PEHTHHIOM
eounuya (Koraa MpaBUTh MIOYTH HEYETO — 3TO XOPOILLIO) U namepka (6ecruiaTHple O0HYCBHl — 3TO BCErAa
KJIaccHO!).

Kohan: Immortal Sovereigns

IIaTy 3a Homepom 1.0.9 106aBiIsIET BO3MOXHOCTH MAPOJIUPOBAHUS CEPBEPOB B MYJIBTHILIEEPE, TAET
nourpars B pexkume Team Deathmatch. Taxxe nataet HeKOTOpBIE JBIPKH, O3J0POBIISIET OalaHC FOHUTOB.
Kak yTBepxmatoT pa3paboTunKy, TaK)Ke ONTUMHU3NPYET TpaduIeCcKHil TBHUKOK.

PeiiTunr: 3

MechWarrior 4: Vengeance

[Natuuk Bepcuu 1.5 BecoMm B 7.8 MerabaiiT Bcero-HaBcero CTaOMIIM3UPYET UTPY B PEXKUME
MYJIBTUILIEED, U30aBIISS OT MOBBIIICHHBIX JIATOB M ITPOIABIINX TAKETOB.
PeiiTunr: 3

Myst 3: Exile

He ycnen BbIiiTH ouepenHO cHKBEN N3BECTHEMILIETO KBECTA, KaK MOSBUJIICS MaTd K Hemy. Bepens 1.1
naet cienytomiee: ecnu y Bac CD-ROM npuBon HaBemieH Ha OykBy “I” wiw manbIie 1Mo aHIITHIHCKOMY
asaBUTY, TO UTPa MOIJIA €TO U HE paclio3HaBarh. Teneps OyneT. Ypa. Ecnu urpa pansiue BpuieTana npu
nomsITke 1ocpouHo 3aBepunth Credits ¢ momorpto kiaasum “Ilpoben”, To Teneps He OyneT. Ypa. Hy n
MO MeNoYaM: MBIIIKY MOXHO “HHBepTHYTH (Ctrl+I), cyOTHTpOB cTasno mobosnblie, ITIOKH KOe-KaKue
nmoyOmBanu. A Takke BBENH TaK Ha3bIBaeMBbIi pexkuM Software. OTHbIHE rpadyndecKue KapTOUKH U
akceneparops! Ha yuncerax Intel 740, 810 u 815, a Taxxe Bugeokaproukax Neomagic u SiS Oyayt uaru
MMEHHO B 3TOM pPEKUME.

PeitTunr: 3

No One Lives Forever

[Tatu mox nazBanuem Update 3 (CKOTBKO MOYKHO!) M37IEUNBACT HUKECIIEAYIOIINE OSCTBHSL.

B mynerumnneepe, ecian HaBecUTh CBOM M3MEHEHHBIN weapon.txt, HTPOKKM HE MOIVIM MOACOCMHUTHCS K
KakoMy-Jm0o cepsepy. Tenepb MOTYT.



B mynbrHIeepe, eciam UTPOK XOAMI BIPUCAAKY IO MECTHOCTH, TO €T0 MOTJIO CIIy4YaifHO
TEJIETIOPTUPOBATH Ha IPYTYIO TOYKY MECTHOCTH. Tereph He MOXKET.

B mynsrumieepe, ecim UTPOK camuiics B CPEACTBO MEPENBIKEHHS, UCTIONB3YS zipcord, MOT JIeTaTh TIe
yronHo. Teriepb HEe MOXET.

Urpok Mor BoiTH B 30HY ACHCTBHS CIIALIETO ra3a U BCIEACTBHE TOTO JIeTaTh 1o HeOy. Teneps He
MOxeT. ToJpko BO CHE.

B MynpTHIIIEEpHOM MEHIO paHBIIE TTOKA3bIBAIA TOTLKO TP JOCTYIHBIX OIIINAN “COCTUHCHUS .
Teneps Oonbie.

VYo6panu Stun/Sleep Recoils.

Wcnpasnens! “neraromme” OOHYCH B COXpaHCHKAX.

PejiTunr: 3

Sacrifice

Patch 3 — Tax Ha3bIBaeTCs 3amIaTka, BBOJAIIAs B UTPY MHOXKECTBO HHTEpECHBIX Belei. Hanpumep,
pexxum Observer, 4To AaeT BOSMOXXKHOCTH MPOCTO OCMATPUBATh KapTy, HE UTPast Ha HEW; BO3SMOXHOCTh
penaKkTUPOBaHMS KHUTH 3aKJIMHAHUI M CaMOT0 KOJITyHAa; HOBBIA KPaH MOACYETOB; PEHTHHIOBas
MynbTHIUIEepHas cucteMa u MHoroe apyroe. [lara TPEBYET DirectX 8.

PeitTunr: 5

StarCraft

Bbera-oonoBaenue 1.08b. [Todukcnan u3BeCcTHEIN 0ar, KOTIa UTpa MPOCTO 3aBHCAIa WM BRIJIETATA
TIPH TIOTIBITKE MPEBPATHTH MOBPEXKICHHYIO creep colony B sunken colony. A Takxke UCTIPABHIN HEKOTOPHIC
IJTFOKH TI0 MEJIoYaM.

PeiiTunr: 4

StarCraft: Brood Wars

Bera-oonosaenue 1.08b. [Todukcunu u3BecTHBIN Oar, Korga urpa MpocTo 3aBHcajla WM BbUIETANIA
IIPY TIONBITKE MPEBPATHTh MOBPEXIEHHYIO creep colony B sunken colony. JJoGaBunu mogiepxKy pexnuma
Top vs Bottom. /fo6aBumn Game Recording — Terneps BB MOXKETe 3aMKCHIBATE JIIO0YIO Ae(MaTIEBYIO
urpy (TUMIIIEH He TOAAEpKUBAETC ). YIyUIIIH nmogaepkky Battle.net. Yiydmmm noaaep Ky nmpokcH,
a Tak)Ke UCTIPaBUJIM Te Oaru, KoTopble ObUIM HcnpaBieHsl B Starcraft 1.08.

PeitTunr: 5

.

Tropico

Bepcus 1.02 1o6asisier mporpaMMHupyeMBbIe “TOpSYHE KIaBUIIN , TIO3BOJISIONINE OBICTPO
MEPECKOUNTD B TY HJIM MHYIO TOUKY Ha KapTe. A3pomopTsl cTpositcs Ha 35% OwicTpee (apyrue Oonbiine
3nanHus crpositea Ha 10% Obictpee). [Ipobiembl ¢ ppIOaIKUMH JTOAKAMH UCTIAPUIIMCH M — sic! —
BKJTFOUWIIN PeOaxKmop xapm!

PeiiTunr: 5

WarCraft 2 Battle.net Edition

IMaTy 2.02 nenaet yxacaromue 1Mo cBoel Mol MTyKu: Bo-1epBbiX, Eye of Kilrog MoxHO 3acTaBuTH
naTpyaupoBarts (!), BO-BTOPBIX, 0OIIIECTBEHHOCTh N30aBIeHa OT B3JIOMA UTPHI, IIPU KOTOPOM FOHUTHI
MO>KHO OBLIO anrpeluTh O MOUCTHHE HeOeCHBIX BhICOT. Hy 1 fanee mo Menoyam: HCIIpaBieHUs Ha
Battle.net, canepsl cTaOKUIbHO B3pBIBAIOTCS, €ClU KinKath Ha creny, Death Coil moxxHO KacToBaTh Ha
OBIBILIETO COIO3HUKA. A Taxke MO(GUKCHIN 3a0aBHBII Oar: eciii KOMIBIOTEP OCTaBUTh Ha 24 IHS WU
6omnbire co BrmodeHHBIM WarCraft 2 BNE, To m1aBHOe MEHIO He pearupoBajio Ha Kiuku! Mpa... 3To KTo
e JI0Ta/1ajicsl OCTaBUTh Ha TPHU C MOJIOBUHON HeJleNH BKIIOUEHHBIH KOMIBIOTEp?..

PeiiTunr: 4



Clive Barker's Undying (new)

Bepcua: v1.0 Texture Patch

JaHHbI maTd npaBuUT cOOM U HEMPABUIHLHOCTH, CBI3aHHBIE C UTPOBBIMH TeKCTypaMu. OOBsICHEHNE HACTOIBKO
Kparkoe (a APyroro Kak Obl HET), YTO HABOIUT HA MOA03PCHHUE: HHTEPECHO, @ YTO UMEHHO O]l TAKOBBIMH
pasymeetcs?.. Moxer, 3a0IHO Kakoi-HHUOYIb cymnepOar, KOTOpbIil aKTHBHO CKphIBaeTcs?.. Brpouem, mocTaBUTh BCe
paBHO cTOUT. Maio Ju...

Peamune: 2/5

C&C: Red Alert 2 (new)
Bepcusa: v1.006

M3MmeHeHws1, BHOCHMBIE TIaTdeM, ToTpsicaroT cBouM pazmaxoM: 1) Quick Match Client mpeTepmien HEKOTOPBIi
anyieiT, 2) cnpapnsiorcs ommOKy B peAblAyIeM narye, koropsiii 1.005. Cynep?
Peiumune: 1/5

Diablo II (new)

Bepcus: v1.06b

[Tatuam ms Diablo 11 BeIXoasaT ropasmo gare, ueM TprHOBI BEUIE3aI0T Tociie 1ok as. JJomkHo ObiTh, B Blizzard
JIHET TIEPMaHCHTHBIN JTUBEHb. DTAaKMi BCEICHCKUH MOTOII, KOTOPHIN TPO3UT M HAC C BaMU YTOITUTH B OKCAHE ITAaTICH.
Uro nenaeT HBIHEIIHUH MPeICTaBUTENh ceMelicTBa maryeBbix? Jla Hudero He nenaet. Urpoku OoIbIe HE CMOTYT
BBIIIMOATh OAMH JIPYroro ¢ NOMOoIIbo ciaMa. McnpasieHa npobiema ¢ coxpaHeHHeM nepcoHaxel. M pemmnm
mpobneMy ¢ HeaaeKBaTHBIM BocpustreM CD-npaiiBepamu o Samsung urpsl o umenu Diablo II... Kax Obr1 Bee.
CraButh npuaeTcs, €clii urpaere uepes Battle.net.

Peimune: 1/5

Fly! II (new)

Bepcusa: Update #2 (mpeoyemcsa Update #1)

I'uranrckuii o KOJIMUYECTBY BBHINOMHAMBIX HcnpaBiaeHui natd oT Terminal Reality m1a nux HoBoro
rpaxkaanckoro cumyistopa Fly! 2. [1atd oTHOCHTCS K pa3psIy YIIydIlIeHUH, T.e. He CTOIBKO HAICJICH Ha
YCTpaHEHHE JOMYIIEHHBIX OIIUOOK, XOTS U 3TO UMEET MECTO OBITh, CKOJILKO B I[EJIOM O3I0POBJISIET UTPY.
[MompoOHOCTH YUTAlTE B IPUIAraeMOM aHTIIMICKOM TEKCTE.

Penmune: 4/5

Added a check to Automatically fix broken Aircraft during the Select Aircraft Process (to get rid of Aircraft being crashed
after said transition).

Enhanced Water Landings so they terminate More Better.

The DLL management system was changed to fix a bug in the Task Manager window.

Added bobbing effect for aircraft with floats.

Building shadows work and tweaked so they don't generate much of a speed hit.

Changed Fly! to honor the "serchOtherDrives" variable when loading scenery.

Fixed Pilatus PC-12 EFIS selector panel so that Course, Heading Bug, Arc mode, and Nav source options work properly.

RMI gauge can now allow ADF selection on either needle; ADF1 will be used on secondary needle if an ADF2 is not
installed.

Fixed needle alignment on PC-12 analog CDI and RMI gauges.

Some gauges were not properly localizing text from pods for "status" messages; fixed.

Place Models window had a transparent list, which was difficult to read. Fixed.

Tweaked helicopter engine frequency for better sound reproduction.

Added fuel pump sound effects for Flyhawk.

Added KLLN89 startup tone sound effect for equipped aircraft.

Fixed bug in simulation initialization that caused a crash when calling specific SDK functions from a Python script.



Subsystem sound effects, such as warning horns, would stop working after switching aircraft. Fixed.

Fixed SHIFT key sticking problem.

Fixed bug in SDK where ReadIniFile/WritelniFile routines were not being called.

Fixed bug in SDK where GetTunedFreq would always return the standby frequency.

Added INI variables in [Graphics] section to adjust water parameters. Change waterTransparency to set the level of water
transparency/reflectivity (O=totally transparent, 255=totally opaque). Change waterTilingDensity to adjust the "size" of the
waves (1=natural texture density, increase to make smaller waves; numbers should be a power of 2 [1, 2, 4, 8, etc...])

Fixed the Gear Up/Down SDK Functions.

Add Auto Coordinate.

Environmental lighting (when manually enabled) lights the correct side of the aircratft.

Added Trim Keys for Bell 407

Lens flare, when enabled, works with the DX8 renderers.

EFIS in the PC-12 is now working.

Helicopter Sounds have been "tweaked".

Prop sounds have been "tweaked".

Crash when turning on the Battery Avionics fixed.

Building Shadows have been added (performance hit when enabled).

Rotor Position on the Bell 407 has been fixed.

Fog has been tweaked.

In the Pilatus - Sounds have been added, Fuel Manager Gauges now work, Trim Indicators now work, Auto-pilot buttons
now work, Panel memory now works, Keyboard lighting controls have been added.

In the Bell 407 - Caution/Warning sounds added, Vents fixed, Temp control and defrost fixed.

In the Kodiak - Alternator switches have been fixed.

Rob Young flight model tweaks have been added on the Flyhawk and Kodiak.

Serious Sam (new)

Bepcua: v1.02

Komanpma Croteam BreimycTiiia HOBEIH matd aust Serious Sam: The First Encounter, HanieneHHbII Ha Bepcun
urpsl, m3nannbie B CLLIA u EBponie. MBI cTaBuM eBporelickyio Bepcuto. [IpoBepuTh Ha TO, HACKOJIBKO OHA
COBMECTUMBI C OTCUSCTBECHHOH JIOKAJIM3allMel, Mbl HE YCIIENH, TaK UTO €CJIH OyleTe ee y ceOsl HHCTaNIMPOBaTh - TO
3TO Ha CBOM CTpax U PHUCK.

[Ipomaruennas urpa He OyneT MyJIBTHILICEPHO-COBMECTIMA C HETIPOTTATIYCHHBIMH BEPCUSIMHU UTPHI; TTOCTIE
MHCTAJUISIMK [1aTya HY)KHO OyZIeT 3aHOBO BBICTABUTh YCTAHOBKHU 3BYKa, BUJCO, CETHU U BOOOIIE UIPHI (3aTO
COXPaHEHKH BBIXKHBAIOT - TYT Bce OK). IIpu aTOM ncnipaBnenuii BHocUTCs Macca. Ho HU 0fIHO M3 HUX HE SIBISAETCS
KPUTHYHBIM, €CIIA BBl HE OIEP>KUMBI 0€COM MHOTOIOJIH30BATENbCKUX OaTannii. UnTalTe aHITIMICKHIHA TEKCT,
JyMaiTe, Hy>)KHO OHO BaM WJIM HET.

Peiimunez: 4/5

+ automatic switching to proper mod when joining a network game

+ fixed server restart when one player leaves due to a "Port Unreachable" ICMP packet. (happened behind some routers)

+ after a level-change, server used to drop players with slower computers (if they were slow at loading the new level)

+ added remote administration. use net_strAdminPassword to set administration password. use Admin() to remote execute
a console command on the server that you are connected to. (example: /Admin("NetworkInfo();") will give you list of
connected players and their ips)

+ scripts for custom shortcuts in SeriousEditor (F2, F3, F4, Shift+F2, Shift+F3, Shift+F4, middle mouse) were missing

+ 32bit sound mixer with automatic sound normalizer - prevents sound clipping and noise in extremely large fights

+ fixed volume interpolation bug that caused some sound artefacts when moving quickly around a sound source

+ added support for 2nd mouse. first mouse must be plugged in PS/2 or USB port and the second one must be plugged in a
COM port. inp_i2ndMousePort controls the COM port number. note that the second mouse must _not_ be installed in
windows, but the com port _must be installed (if in Win2k or WinT). use 'customize controls/load predefined settings' to load
default settings for the second player. many thanks to Boris Pereira from Doom Legacy project for giving us info on how to
read the second mouse.

+ fixed wrong reporting of sound memory usage. some sounds were reported as taking less memory than they really do.

+ added frame buffer control. you can control number of color/alpha/depth/stencil bits using cvars: gfx iColorBits,
gfx_iAlphaBits, gfx iDepthBits, gfx iStencilBits. use ApplyDisplayMode() to put your new settings to effect.

+ textures can now be exported even if special effects (dithering, sharpening...) are enabled, or if texture size is cut down.
the result of exporting will always be original texture without effects or size reduction. (no more 'Cannot export texture with
changed frames' problem).

+ pretouching with 16 pages skip - should offer better performance on Win9x (if you use pretouching)



+ viewbobbing on/off option added

+ if infinite ammo was on, ammo-dropping (at Alley Of The Sphinxes) caused player to be unable to use the weapon for
entire game

+ added coop respawing in-place option. player respawns at place of death if killed by a monster. if killed by some
environmental hazard (spikes, abyss...), player respawns at standard respawn place as usual. you can force normal respawning
if you hold down 'use' button while respawning.

+ fixed occasional server crash on receiving CRC check response from client

+ shielded with extra checks against netwok message overreading and overwriting

+if 'ded bRestartWhenEmpty' is set to 0, dedicated server will retain current map when all players leave

+ added extra shielding against compression=2 crashes on server

+ unintentional actions found - was a bug with LinkSys routers - users have to upgrade to latest firmware

+ fixed mesage corruption and possible crash when multiple blocks are received with one TCP port read

+ added option for disabling singleplayer/splitscreen or highscore menu for mods

+ added mth_fCSGEpsilon for workarounds for CSG errors in some situations

+ added hud_bShowMessages - use to turn off the NETRICSA message notification if it irritates you

+ added environment mapping on world polygons

+ added forcefields (similar as gravities, but used for things like water flow, etc.)

+ added bitfield entity property type. declare as an enum, but with 'flags' keyword instead of 'enum' keyword.

+ triangulate polygons now works on entire polygon selection

+ automatic texture aligning on one or both axis

+ fixed crash when putting a lightning entity on world

+ added flag for surround sound in SoundHolder entity

+ fixed last marker in WorldBase for fog, haze, mirror, gravity.. (didn't work)

+ added console function PlayDemo()

+ added MOD DLL extension for testing mods without using mod dir. A suffix can be appended to entity and game dlls. It
is read from file 'ModExt.txt' in mod dir (for SeriousSam.exe) or from regkey HKEY CURRENT USER\Software\CroTeam\
WorldEditor\General\ModExt (for SeriousEditor.exe).

+ random select, random deselect and random orientation options in entity browsing dialog

Summoner (new)

Peiimune: v1.30

Hcmpasien 0ar, korma UTpoK, OKa3aBITUCh B parioHe OO0JIOT, TEPSIT CKUIUTBI, XAThI M IIOMHTHI CITOCOOHOCTEH. Psn
WCIPABJICHUN B O0JIACTH MYJbTUILIEEPA, KACAIOIIMXCS CaMOT0 UTPOBOTO rpoiiecca. [loarnpaBuiii aHUMAaIUIo
opyxust. [IpuCcTpyHUIN MBIIIKY, TPOSIBIISBIIYIO JCHTIHCTBO (B CKOPOCTH JIBMKEHUS) Ha HeKOTOpbix D3D kaprax.
Buumanue! - orpaarmdenne Ha pocT nepcoHaxka rnmepemectiid ¢ 10 ypoBHs Ha 99-ii! U Tak manee - BCsKoe 110
MeJIOYH.

Peiimune: 4/5

Tribes 2 (new)

Bepcusa: 22755 (azpeitoum c eepcuu 21570).

Brinymiennsiit komnanueit Sierra nis Tribes 2 nmaTy BeINMoOMHAET OrpoMHeiiiIee KOJIMYECTBO MAaHUMYIISIMN 1O
OTITUMU3AINH IBUKKA, HCKOPEHEHHUIO TITIOKOB M YIYUIIEHHH B 00J1aCTH UTPOBOTO OanaHca ¥ BOOOIIe BCEro Yero
yroaHo. IlepeBoauTh TMraHTCKUI TEKCT, IOCTYIUBIIHKA OT Pa3pabOTYUKOB, MbI HE Oy/ieM, TaK Kak, B 00ILIEM-TO, 3TO
3aHATHUE JIOJTOBPEMEHHOE, KPOIIOTIIMBOE U II0KE OSCCMBICIICHHOE: TIaTd BCE PABHO UMEET CMBICI CTaBUTh. A €CIn
3aXOTHTE BPyOUTHCS B IETANH, TO TIOXKATYHCTA - HU)KE IPUBOIUTCS aHIIMICKHUIA TEKCT, MOYKETE HaJl HUM
MOMEAUTUPOBATH B CBOE YIOBOJILCTBUE.

Peiimune: 4/5

(optimization) Damage Decal toggle applies to ALL damage decals now. This improves performance on video cards with
lower VRAM. Those cards should turn this feature OFF for best gameplay.

(optimization) Dynamic lighting now fades with distance so that systems do less calculations on lights that make little or no
difference anyway.

(optimization) The following missions were edited/revised in order to achieve much higher framerates in-game. They are:
Death Birds Fly Dust to Dust Recalascence Reversion Riverdance

(optimization) There is now a PARTICLE DENSITY slider on the GRAPHICS menu that allows you to turn down the
number of particles used in explosions and weapon effects. Systems with low VRAM should turn this down as low as possible.



The effects will still look good, but will use many less polygons and alpha translucencies.

(optimization) The force shield effect on players and objects has been greatly simplified. The old effect was hammering the
frame rates on older video cards when played. This new effect greatly speeds gameplay on all cards, and particularly on
Voodoo cards.

(memory leak) Memory leaks were located and eradicated. This most likely was the cause of the "degradation over time"
that folks were experiencing on their servers.

(bug fix) "Vote Spamming" has been prevented in-game.

(bug fix) Moved some of the CD check from script into code, where it should be.

(bug fix) The "sticking" mouse button problem is now fixed.

(bug fix) Deployables are now easier to place on walls and other surfaces. There were some inconsistencies on which
surfaces could be placed upon and those are now resolved.

(bug fix) There was a bug that prevented users from deleting some Server Filters. That is resolved now.

(bug fix) There was a Siege bug where a base item (like a turret) could be destroyed, and then repaired, but it would no
longer receive power after being repaired. That is now fixed. The items will receive power correctly after being repaired.

(bug fix) Resolved the Team Damage OFF situation where friendly troops could destroy permanent "base" objects.

(bug fix) Removed a packet overrun in the net code that *could* have allowed hackers to bring down servers. This had not
occurred to date and is now prevented.

(bug fix) Deployable inventory stations can no longer be deployed directly next to each other. They must be at least 20
meters apart in order to be deployed properly.

(bug fix) Ejection speed increased slightly to more easily accomodate jumping out of moving vehicles.

(bug fix) Many team damage fixes occurred. When Team Damage is OFF the following are now true: Friendly teammates
are no longer prevented from destroying deployables. The ELF will no longer drain energy from friendly players. If a friendly
player blinds another friendly player with Whiteout grenades, then a message is displayed in the Chat HUD so that the blinded
person knows who did it. (There are more Team Damage changes coming in the next patch.)

(bug fix) Medium now has a standard loadout of 12 grenades in the grenade launcher instead of 10. Light: 10; Medium: 12;
Heavy: 15.

(bug fix) Deployable pulse sensors now have a range of 150m instead of 120m to make them a more attractive option to
deploy.

(bug fix) Fixed an indoor turret proximity bug introduced in the last patch.

(improvement) Flag captures are now worth 100 points (for the team), instead of 1 point. Additionally, each time someone
grabs the flag *from the enemy flag stand* they will gain 1 point (for the team), regardless of whether they actually capture it
or not. You will ONLY get this single point if the flag was actually on the flagstand. You will NOT get the point by touching
the flag anywhere else on the field. This change will help prevent tie situations and will reward aggressive offensive play.
NOTE: The "touch" point can only be gained once every 20 seconds...so a "scrum" around the flag base will not result in a
large group of points being gained.

(improvement) Siege: Alcatraz. The generators have been moved around a bit. There are two entrances to that base. One is
the "front door" and the other is the "back door". (The back door is the one that has a team-pass-only force field blocking
enemies from the switch room.) There is now an upper generator down the chute from the "front door" that powers the "back
door" force field. Additionally, there is a solar panel outside that powers the base turrets and sentry turrets. None of these
generators have to be destroyed to get to the switch, but their destruction makes it MUCH easier to do so. There are four
generators total on this map (all are waypointed now), and the destruction of all four is necessary before the base power will go
down.

(improvement) Siege: Caldera. The generator has been moved out of the switch room and into the very big main room that
has the inventory stations in it. It is no longer necessary to destroy the generators in a particular sequence. Destroying the two
main generators (Primary and Secondary) will drop the force field that protects the switch. Both gens must be down in order
for the switch force field to drop.

(improvement) Added "quickbuy" keyboard shortcuts to use at vehicle station. (Default keys are the 1-6 number keys. 1 is
the top vehicle on the list, 6 is the bottom vehicle on the list). NOTE: These key bindings are not currently editable. However,
since you are on the vehicle purchase pad when they are in effect, they cannot interfere with any custom keys you've created,
so you should have no problems.

(improvement) Team Damage ON/OFF can be changed by Admins/SuperAdmins as well as being voted on by players. If
you are an Admin or SuperAdmin, then just go to Lobby and look up where the "Vote" options are listed. There are options
there to toggle the Team Damage flag. Regular players can also Vote to Enable/Disable Team Damage in the same spot.

(improvement) Default server prefs have been changed so that the default time limit is now 30 minutes (instead of 20) and
Team Damage is OFF.

(improvement) Fixed buddy filter. You can now use the Filter option on the JOIN screen to find games that have players in
them that are listed on your buddy list. (Use the Email or Warrior Browser functions to add/remove people from your buddy
list.) NOTE: We feel that there is an issue that may be related to NAT (Network Address Translation). Sierra QA uses public IP
addresses on it's internal network that are not routable on the Internet. They experience a problem that occurs when anyone
inside their firewall uses the Internet for anything, their internal address is "changed" to a legal external address. In their case,
they use "many to one" NAT, so everyone appears to be the same address outside our walls. This issue prevents Sierra QA from
seeing "buddies" that are on systems *inside* their firewall (they can see "buddies" on external servers just fine). We are
hypothesizing that it is NAT that is causing the buddy list lookup to fail internally. We are continuing to work on this. ALSO



NOTE: This feature works correctly for everyone else.

(improvement) You can now add a player to your server admin lists (so that server admins can auto-admin players when
they join a server, if desired). How this is done: If you are a SuperAdmin (owner of the server), you can go into the lobby and
right-click on a player's name. You will then have the ability to add them to your Admin or SuperAdmin lists.

(improvement) Master Server list no longer insists on keeping your current game highlighted while refreshing a query. This
allows you to page up and down more easily on the list while it is refreshing.

(improvement) Added "Team Damage ON/OFF" and "Windows/Linux" as options for creating new Server Filters.

(improvement) Missile reticle is improved aesthetically. This is part 1 of 2 of the missile reticle changes. The second part
will be in the next patch.

(community) Made changes to Tribe Forums to make posting new topics work better with the current cache architecture.

(community) Fixed buttons on Tribe/Warrior Browser to reflect visitors membership in tribe

(community) Changed NEWS button on Tribe page to OPTIONS, added links to Tribe Forum, Tribe Public Chat and Tribe
Private Chat.

(community) Added "EMail" and "Add To Buddylist" options into the right click menu in the Chat Channel member list.

(community) Changed layout of right click menu's in the Community for easier understandability.

(community) Added Moderator functions to the T2 Community - allows post removal, ability to send warnings and execute
ban's to the perp.

(community) Added confirmation box to the News page on Submit News - explains purpose and requires yes/no.

(community) Upgraded Forum Cache version

(community) Added ability to Lock Topic for Moderators

(community) Added locking for posts where Topic is already in cache.

(community) Implemented a ban structure on the Database

(community) Fixed DBProxy thread disconnections - removed blank error boxes.

(community) Fixed bug in Blocking Email Senders



