


**** CyClones Notes: ****

This file contains any pertinent information about the gane that
was
not able to make it into the regul ar docunentation.

Ver si on: 1.00

|f the ganme has trouble with the CD

Some CD-ROM drives on sone specific machi nes may have trouble
reading fromthe CD on the first try. The ganme may show synptons
such as being unable to play the nmusic off of the CD during the
ganme introduction, or displaying a error such as "Cannot read from
Drive D' (or your CD drive letter) during the video sequences. |f
t he gane appears to be having such trouble, try sinply getting a
directory of your CD at the DOS pronpt (by typing "DOR D:" (or E
or whatever your CD drive happens to be) before running the gane.
This can clear up any problens your conmputer nay have.



Activated Itens:

Itenms that can be activated in your inventory (that is,
"turned on" for a continuing effect and later "turned off" to
conserve power) did not make it into the final game. The only
types of itens avail able are instantaneous use itens (such as bio-
kits and nech-kits) which are used as soon as they are clicked on
in your inventory, and readied itens.

Readi ed |tens:

Itenms that can be readied in your inventory (that is, readied
then used on a target in the world, such as a door) work slightly
differently than described in the manual. Wen an itemis readied
(right clicked in the inventory), the frame around it turns red.

At that point, right clicking in the world will use that item upon
whatever is click on in the world.

I N ORDER TO CLOSE THE | NVENTORY OR USE ANOTHER | TEM YOU MUST

Rl GHT- CLI CK AGAI N ON THAT | TEM TO UNREADY I T.

Key remappi ng: Several of the keys described on page 15 of the
manual are designated as "Changabl e" (remappable, using the
Configure section of the options screen), when in fact they are
not. The follow ng keys are permanently placed on the keyboard,
and no other function can remap to that key:

| = JlInventory: Brings up itens, if any exist, that Havoc

possesses.
C = Wapons Cache: Brings up weapons that Havoc possesses.
O = Options Screen: Accesses all off-line ganme functions.
Al so works well as a gamepl ay pause.
M = Automapper: Shows everything that Havoc has seen, in
3D
P = Detonate Denolition Packs: |f any deno packs have been

used, a "DP" button appears on the right of the screen. The
"P'" key duplicates clicking on that icon, blow ng them up.
J = Toggle Junp-jet: |If Havoc has the junp jet with any
charges remaining, a "JJ" button stays on the left of the
screen. The 'J' key duplicates clicking on that icon, which
toggl es the junpjet on and off.



Al ternate key remappi ng:
We at Raven Software feel that the default key configuration
is the best all-around setup for easy novenent, centered around

t he keypad.
KP 1 = Slide Left (Keypad) ENTER = Sel ect
(R ght-click)
KP 2 OR5 = Back up (Keypad) 0 = Fire
KP 3 = Slide Right Page Up and (Keypad) * = Look up
KP 4 = Rotate Left Page Down and (Keypad) / = Look down
KP 6 = Rotate Right
KP 7 = Forward and Left
KP 8 = Straight Forward
KP 9 = Forward and Ri ght

However, sone people find it awkward to use the right side of
t he keyboard when the nmouse is directly to the right of it as
well. So, here are a few remappi ng suggestions that we have found
to our liking:
Left side of the keyboard for novenent:
A = Turn Left

D = Turn Right
S = Back up
W = Move Forward

Q = Slide Left
E = Slide Right
In this setup, Z and X, 1, 2, 3, and TAB all nake
excel l ent keys for other gane functions. The "Forward and Left"
and "Forward and Right" keys can be duplicated by hol ding down
both the forward and the left or right keys.

Cursor Keys for novenent:
For people who prefer using the standard inverse-T
arrows on their keyboard because of its use in other ganes,
a player can easily remap their novenent keys here, noving
the cursor novenent to ADWS if it is needed. < and >
can be used for sliding keys in this configuration.

Experi ment!

We have found that in many instances, a slight
variation on a certain setup is nore to the liking of a certain
per son.

We encourage you to try out a few setups if you feel
unconfortabl e, and we prom se you will be blasting Cyd ones
like a proin no tine!

Havi ng nore than one key set up:

The key setups are stored in the file KEYMAP. BI N on
your hard drive. |If there is nore than one person using the
gane on your machi ne, each person can have their own key
setup if they back up the file under another nane, such as



KEYMAP. TIM after they exit the program then copy their
own speci al setup before running the gane.



JOYSTI CK SUPPORT

One feature that was conpleted after the creation of the
manual was the joystick support in the ganme. The ganme wll
support any standard two-button PC joystick, analog (any joystick
that can be pushed "part-way" to "all the way" in a particul ar
direction) as well as digital (like the Gavis Ganepad, which only
can be pushed in the eight directions, with no finer control).

Joystick Setup (Calibration):

When the gane is started up, the joystick is not hooked up to
the control of the character, as it needs to be calibrated before
it can be used. The JOYSTICK SETUP button is in the Options
Screen, inside the SETTINGS nenu.

Just click on the button, which lies right next to the AUD O SETUP
button, and you will be put into yet another page of the Options
Scr een.

There you will be asked to calibrate your joystick. It begins by
asking you to center your joystick and press button 1. This
usually is the "top"” button or the trigger on the joystick. It

will then ask you to define the four corners of the joystick, in a
configuration |ike the letter 'Z .

Finally, it asks you to re-center the joystick and press the
button agai n.

Fromthis information, the program determ nes where the four
corners of your joystick are and howto read them [If for any
reason that information is bad, if, for exanple, you did not go to
the corners in the correct order, the programwll tell you the
configuration was bad, and return to the SETTINGS page. The
joystick will be disabled until you run the configuration program
agai n.

This setup nmust be run every tinme the programis started up
for use with a joystick, because many joysticks tend to |ose their
calibration over tine.
| f, during play, you feel that your joystick is getting
uncal i brated, or "off
center", return to the Options Screen and run JOYSTI CK SETUP
again. Run the
calibration as many tinmes as you need to in order to get the
"feel" of the
joystick to your Iiking.

Joystick Movenent:

The joystick nmovenent is quite sinple. Pushing the joystick
left or
right will turn Havoc left or right. Pushing it forward or back
will nove
Havoc forward or backwards. The sole difference between the
novenent usi ng
the mouse reticle and the joystick is that pushing the joystick
backwards and to the left or right does NOT slide Havoc to the



left or right. It noves backward while rotating himin the
correspondi ng direction.

Pressing Button 1 on the joystick (frequently the trigger or
the top button on nost nodels) will fire Havoc's current weapon.

Pressing Button 2 wll act in the same way that right-clicking
will with the nouse: that is, open doors, pick up objects, and
click icons. Also, holding Button 2 and noving the joystick wll
slide the cursor around the screen. Wen the button is rel eased,
the cursor will remain in its new position.



SOUND CARD SETUP
SSETUP, Aut odetect, and Manual Setup:

The program SSETUP on your hard drive will set up CyClones to
t he proper configuration for your sound card. The easiest way to
use it is to, when asked if you want the programto auto-detect
your sound card, to answer "Yes".

Usual ly, the programw Il find the right hardware settings to nmake
your card sing!

Unfortunately, on some cards, nobst notably the Soundbl aster
16, our autodetect program may have trouble. The program may hang
when autodetect is selected, or inproper settings may be given.
DON' T PANNIC if this happens!

Al'l is not |ost!

| f necessary, use the manual card setup (say "No" to
autodetect). The first part involves selecting a card type. |If
you don't see your card listed, usually a setting of Soundbl aster
(number 0) is the best bet.

After selecting your card, the technical specifications are
needed. The nunbers it needs are an IRQ (interrupt), a DVA
channel, and a port address.
| f you are uncertain of what values you need, try running the
setup programincluded with your sound card. |If you keep a sharp
eye out when running it, this will tell you the three val ues you
need to know. Another place to look is to sinply type "SET" at
the DOS command pronpt. |In the Iist of nanmes and val ues, you may
see a line like this:

BLASTER=A220 |17 D1
which tells nme that ny Soundbl aster needs an address of 220, and
|RQ of 7 and a DVA of 1. These, incidentally, are the nbst common
sound card settings that exist, and could match your own.

NOTE ON 16-bit cards:

The autosetup part of the program has a tendency to detect an
i nproper DVA channel (the high-bit channel instead of the | ow 8-
bit channel). For exanple, a Soundblaster 16 will often register
as having a DVA of 6, rather than a proper channel, such as 1
The result is that the sound with be scranbled or buzzing. Use
t he manual setup in this case.

| nproper Sound Set ups:

If the sound card is inproperly set up, the program nay do
strange and nasty things. At best, there will be no sound, the
sound coul d be scranbled or sound terrible, or the ganme could even
crash at the nonent the first sound is played.

| f such a thing occurs, try running the ganme with No Sound set
up. |If your ganme works correctly w thout sound, you can assune
that there is some problemw th your sound setup or the card's
conpatibility with this gane.
| f you cannot rectify the problemon your own, contact your sound
card's manufacturer.



CHANG NG THE PATHS FOR THE GAME FI LES

The file CYCLONE. CFG on the hard drive tells the programthe
| ocation of all the different files of the ganme. Normally, the
program SSETUP rewites this file every tinme it is run, storing a
standard path configuration based off of the CD drive letter you
specify. However, if for any reason you need to change the paths,
the file is set up as foll ows:

D --The first lineis the CD drive letter. Dis

st andar d.

A\ --This indicates where the regular gane files are
| ocat ed.

The default is the current directory.
D: \ gane\ --This indicates where the reference gane files
are |l ocated, such as the maps and video. The default is the GAME
directory on the CD

.\ sound\ --This shows where the gane sounds are | ocated.
It defaults to the sound subdirectory under the regul ar gane
playing dir.

D:\ gane\sound\ --The last line is where the sound for the video
is located. It usually is in the sound subdirectory on

t he CD.

So, if you sonehow have 100MB of di sk space handy (we sure
don't) and wish to play CyClones at its absolute optinmm
performance, all the data can be copied nmanually fromthe CD to
any directory on your hard drive. Al that needs to be done after
that is to change lines 3 and 5 to the proper path on your hard
di sk so that the gane can find the proper files. You'll still
need the CD to get the gane's soundtrack, but otherw se everything
will work fine fromyour hard drive.



TUTORI AL

There was only the briefest nmention of the tutorial in the
manual, so we will rehash it here:

In the Options Screen, if the TUTORIAL button is selected, the
ganme will go into an automatic denonstration of the basic controls
of Cyd ones. The nouse will be under control of the conputer, and
will nove and click by it self during its denonstration. In fact,
all input by the user will be |ocked out.

There is only one exception: The ESC key wll cancel the tutorial
and return to the Options Screen.

NOTE: As the game will warn when the button is pressed, the
player's current game wll be |ost when the Tutorial is started.
| f you care about your position in the ganme, make sure you SAVE
your position before watching the tutorial. The ganme you save nmay
be your own.
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