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THANKS!

THANK YOU FOR PURCHASING MARATHON INFINITY. IT IS BECAUSE OF YOUR SUPPORT, AS OUR
CUSTOMER, THAT WE ARE ABLE TO CONTINUE TO DEVELOP CUTTING-EDGE PRODUCTS. IF you
ALSO BOUGHT MARATHON AND MARATHON 2, THEN WE THINK YOU’RE TOTALLY THE COOLEST
PERSON EVER!

PLEASE DON’'T PIRATE!

DON’T GIVE MARATHON INFINITY TO YOUR FRIENDS, CONGRESSMEN, LAWYERS, FREEDOM
FIGHTERS, ETC. THAT wOULD BE BAD.

CUsSTOMER SUPPORT

AS OUR CUSTOMER, YOU ARE OUR MOST IMPORTANT ASSET. |F YOU HAVE ANY QUESTIONS
ABOUT HOW TO USE OR INSTALL THIS SOFTWARE, PLEASE GET IN TOUCH WITH US THROUGH
ONE OF THE CHANNELS LISTED BELOW. WE ARE MORE THAN HAPPY TO HELP YOU OUT.
PLEASE KEEP IN MIND, THOUGH, THAT WE DO NOT OFFER HINTS BY PHONE. MANY QUESTIONS
(ESPECIALLY HINTS) CAN BE ANSWERED ONLINE IN OUR AOL FORUM (KEYWORD BUNGIE) orR
ON OUR WEB SITE (WWW.BUNGIE.COM).

BUNGIE SOFTWARE PRODUCTS CORPORATION
CusTOMER SUPPORT

PO Box 7877

CHICAGO, IL 60680-7877

TELEPHONE: (312) 563-6200
FACSIMILE: (312) 563-0545
INTERNET: SUPPORT@BUNGIE.COM
WWW: HTTP://WWW.BUNGIE.COM
AMERICA ONLINE: BUNGIE 1

IF YOU NEED TO BUY STUFF FROM US CALL 1 800 295 0060 OR VISIT OUR WEB SITE!
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INFINITY: MARATHON FOREVER .....

YOU’VE BEEN ONE BUSY SECURITY OFFICER.

YOU REPULSED THE PFHOR ATTACK ON THE COLONY SHIP MARATHON, UNCOVERED AND
REAWAKENED THE FABLED 1 1TH CLAN OF THE S’PHT AND THEIR ANCIENT Al THOTH, RESCUED
THE STRANDED HUMAN SURVIVORS OF TAU CETI AND HALTED THE PFHOR ADVANCE ON
EARTH...

AND YOU DELIVERED YOURSELF FROM YOUR “SERVICE” TO DURANDAL, THE RAMPANT A.l.
WHOSE TASTE FOR IRONY IS SECOND ONLY TO HIS UNPREDICTABILITY. DURANDAL, WHO AT
LAST SIGHTING LEFT TO TOOL AROUND THE GALAXY IN A NEWLY RECHRISTENED PFHOR VESSEL
WITH A CREW OF S’PHT COMRADES.

DURANDAL, TRUE TO FORM, LEFT MUCH UNANSWERED...

IN INFINITY YOU’LL FIND REALITY IS A FLEXIBLE AND EVER-CHANGING THING, WHERE THE VERY
PHYSICS OF YOUR WORLD CHANGE FROM LEVEL TO LEVEL AS YOU GO FROM A SOOTHING,
EARTHLIKE WATERSCAPE TO A POISONOUS REALM OF VACUUM, WEIGHTLESSNESS AND HARD
RADIATION IN ONE TELEPORT; AND WHERE SHIFTING LOYALTIES MAKE MEANINGLESS THE
DISTINCTION BETWEEN FRIEND AND ENEMY.

AND YOU’LL ALSO FIND ANSWERS, TO WHAT ROLE YOU PLAY IN THE SAGA, AND THE COMMON
THREAD THAT BINDS THESE MINDS AND THEIR STORIES TOGETHER.*

YOu KNOW HOW IT WORKS, BUT IT DOESN’T WORK THAT WAY ANY MORE. WITH INFINITY, YOU
CAN CHANGE IT. INCLUDED ARE ALL OF THE TOOLS NECESSARY TO MAKE YOUR OWN
MARATHON WORLDS FROM SGCRATCH, FROM TIGHT AND FAST NETWORK ARENAS TO SPRAWLING
MULTI-LEVEL SCENARIOS. WITH MARATHON INFINITY, YOU HAVE A GAME THAT NEVER NEED
END.

HAVE FUN.

*HINT: DURANDAL IS NOT YOUR FATHER, AND YOU WILL NOT JOIN THE DARK SIDE OR RULE
THE GALAXY TOGETHER AS FATHER AND SON. SORRY.
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O introduction

REPORT TO LH’OWON COMMAND

<TRANSMISSION TO PFHOR HIGH COMMAND>

<FROM TFEAR — LH’OWON HIGH COMMAND>

THE BATTLE ON LH’'OWON HAD GONE ACCORDING TO PROJECTIONS: THAT TO TRAP DURANDAL
AND END THE THREAT OF TAU CETI, WE wOULD, AS WE DID WITH THE DRINNIOL REBELLION,

BE FORCED TO USE THE “TRIH XEEM.” FORCING A STAR INTO EARLY NOVA HAS

PROVED MOST SATISFACTORY AT DESTROYING WHAT WE COULD NOT CONTROL.

TO A COMMANDER, THE PRESENCE OF THINGS BEYOND ONE’S

CONTROL LEADS DIRECTLY TO THE CONCLUSION THAT THEY MUST
BE DESTROYED. I[N THE COUNTLESS ENCOUNTERS OF THE
PFHOR NAVAL ARM, THERE HAS NEVER BEEN AN ULTIMATE
DEFEAT. WE HAVE, THROUGH OUR SUPREME POWER

AND TACTICS, ALWAYS PREVAILED.

ALL OF THIS EXPLAINS WHY AS OUR GREAT
ADMIRAL, AND WITH MY OWN DESTRUCTION
NOW COMPLETELY ASSURED, | GIVE YOU,
HIGH COUNCIL OF PFHOR, WARNING THAT
WE HAVE MET OUR DEMISE. YET IT COMES
NOT FROM THREAT OF TAU CETI AS WE
FEARED, BUT FROM A BEING OF SUCH DESTRUCTIVE POWER THAT TO CONTROL

IT WOULD BE TO CONTROL THE UNIVERSE.

WHAT FOLLOWS IS MY BRIEFING OF THE EVENTS HERE ON LH’OWON LEADING UP TO THE

CURRENT SITUATION!:

THE TRAP WE SET FOR DURANDAL WENT OFF AS PLANNED. WE TRICKED HIM INTO BELIEVING
THAT WE WERE WEEKS AWAY FROM LH’OWON WHILE, IN FACT, WE WERE HIDING IN THE OUTER

LH’OWON SYSTEM. WE WAITED QUIETLY WHILE DURANDAL DISPATCHED THE GARRISON

FLEET’'S PICKET SHIPS, AND WE USED THE DATA FROM THIS BATTLE TO DISCOVER SOME OF

THE MODIFICATIONS THAT DURANDAL HAD MADE TO OUR CAPTURED SCOUTSHIP.

WHEN WE SPRUNG OUR TRAP, IT APPEARED AT FIRST THAT OUR QUARRY HAD EXPECTED IT,
BUT WE ADAPTED OUR POSITIONS, SURROUNDED, AND DISABLED HIS SHIP WITH ACCEPTABLE
LOSSES. WE CAUSED HIS RETREAT TO A HERETOFORE UNDETEGTED STATION LOCATED IN AN

ASTEROID FIELD ON THE FRINGE OF THE LH’OWON SYSTEM. (OF COURSE, ACCORDING TO



PROTOCOL, THE APPROPRIATE OFFICERS WERE NOTIFIED AND EXECUTED).

ALTHOUGH HE EVADED DESTRUCTION, HE WAS NONETHELESS TRAPPED. THIS CONTINGENCY

WAS TAKEN INTO ACCOUNT IN THE OVERALL BATTLE STRATEGY. THE BATTLE PLAN WAS

PROCEEDING ACCORDING TO ACCEPTABLE PARAMETERS.

| ORDERED THE DEPLOYMENT OF THE “TRIH XEEM.”

ALMOST IMMEDIATELY, OUR ENEMY THEN BEGAN TRANSMITTING RIDICULOUS WARNINGS

CONCERNING SOME SORT OF ANCIENT CHAOTIC BEING TRAPPED DEEP IN THE

LH’OWON SUN. OF COURSE, AT THIS POINT MERCY WAS UNACCEPTABLE. THE

TIME TO END THE COLLECTIVE DREAM OF THE S’PHT HAD COME.

| ORDERED THE FLEET TO RETREAT TO A SAFE DISTANCE, AND WAITED FOR
MY MOMENT OF GLORY. WHAT HAPPENED NEXT IS THE REASON FOR MY
WARNING AT THE BEGINNING OF THIS REPORT AND THE DESTRUCTION OF

THE WESTERN ARM OF PFHOR BATTLE GROUP SEVEN.

THE NOVA WENT OFF ON TIME AND FOR A MOMENT OUR SIMPLE
VICTORY WAS ASSURED. BUT THEN, IN A PATHETIC FAILURE OF
DISCIPLINE, THE FLEET’S RANKS BROKE IN AN ALL-OUT RETREAT.
ALL QUARTERS REPORTED THE SAME THING: HALF OF THE SUN
HAD GONE NOVA, BUT THE READINGS FROM THE OTHER HALF
WERE IMPOSSIBLE. |IT WAS AS IF THE UNIVERSE HAD

FORGOTTEN ITS OWN RULES.

| CAN’T TELL YOU WHAT’S GOING ON NOW, | CAN ONLY HOPE
THAT THIS MESSAGE REACHES YOU THROUGH WHATEVER IS
SURROUNDING US. | GAVE THE FLEET GENERAL ORDER “ATTACK AT
WILL” BUT NONE OF OUR WEAPONS SEEM TO AFFECT WHATEVER WE’RE
FIRING AT. THIS BATTLESHIP HAS ONLY SECONDS OF INTEGRITY LEFT,

AND | HAVE NO MORE INFORMATION EXCEPT FOR DURANDAL’S WARNING:

“0ON THE MARATHON, | SAW YOUR STUPIDITY THROUGH THE LENS OF VICTORY. AND
NOW | SEE IT IN DEFEAT. MAYBE IT IS FATE THAT YOUR IGNORANT PRIDE WOULD UNLEASH

THIS HORROR AND DESTROY THE GALAXY.”

<END TRANSMISSION>

<TRANSMISSION ACCEPTED>

O introduction



a gefting.started REQUIREMENTS

MARATHON INFINITY REQUIRES A MACINTOSH COMPUTER OR COMPATIBLE WITH A 68040 OR
BETTER PROCESSOR, 13" 256 COLOR MONITOR, SYSTEM 7 OR HIGHER, AND ABOUT 6
MEGABYTES OF AVAILABLE RAM. ADVANCED FEATURES SUCH AS 16-BIT GRAPHICS AND
AMBIENT SOUND RERQUIRE EXTRA MEMORY.

INSTALLATION

YOu CAN PLAY DIRECTLY FROM YOUR CD-ROM. HOWEVER, YOU WILL NOTICE SPEED
IMPROVEMENTS IF YOU COPY THE MARATHON INFINITY APPLICATION FILE AND THE MARATHON
INFINITY SOUNDS FILE TO YOUR HARD DRIVE.

CoPY THE NEW VERSION OF THE SOUND MANAGER, WHICH COMES WITH MARATHON INFINITY,
TO YOUR SYSTEM FOLDER. THIS SPEEDS UP THE GAME A LOT!

AFTER LAUNCHING MARATHON INFINITY FOR THE Please personalize this copy of Marathon by entering
FIRST TIME, IT WILL ASK FOR A SERIAL NUMBER. gou_r nam_e and on_e of the serial numbers from your
registration card in the boxzes below.

THIS NUMBER IS LOCATED ON THE LAST PAGE OF

Name Cancel
THIS MANUAL. ENTER THE FULL SERIAL NUMBER | | J
UNLESS YOU ARE SETTING UP AN ADDITIONAL COPY serial Number | | 0K

FOR NETWORK PLAY ONLY.

STARTING A NEwW GAME

TO PLAY MARATHON INFINITY, LAUNGCH THE MARATHON INFINITY APPLICATION. OCLICK THE
BEGIN NEw GAME BUTTON ON THE MAIN MENU.

STARTING A NETWORK GAME

TO PLAY MARATHON INFINITY OVER THE NETWORK YOU WILL NEED AT LEAST TwWO MACINTOSH
COMPUTERS CONNECTED VIA LOCALTALK, ETHERNET, OR EQUIVALENT AND AT LEAST TwWO
REASONABLY CONSCIOUS AND SENTIENT BEINGS TO OPERATE THEM.

EACH PLAYER MUST LAUNCH A DIFFERENT COPY OF MARATHON INFINITY ON THEIR MACHINE.
ONE PLAYER CHOOSES GATHER NETWORK GAME; EVERYONE ELSE MUST CHOOSE JOIN
NETWORK GAME. THE PLAYER WHO GATHERS THE GAME SELEGCTS THE JOINING PLAYERS
FROM THE GATHER DIALOG BOX AND THEN STARTS THE GAME BY CLICKING THE BEGIN GAME
BUTTON.

WE HAVE PROVIDED YOU WITH A FREE NETWORK SERIAL NUMBER SO YOU CAN PLAY ON THE
NETWORK RIGHT AWAY. I|F YOU NEED TO GET MORE NETWORK SERIAL NUMBERS, CALL US AT 1-
800 295 0060 OR SURF TO WWW.BUNGIE.COM WITH YOUR CREDIT CARD READY.

NOTE: IF YOU BOUGHT MARATHON 2: DURANDAL AND/OR MARATHON INFINITY NETWORK
SERIAL NUMBERS, YOU CAN USE THEM FOR MARATHON INFINITY NETWORK PLAY.



4 main.screen

I N
o _
EGIN NEW GAME
r ™~

CONTINUE SAVED GAME

e o,
GATHER NETWIORK GAME
r s oy : s ~
JOIN NETWORK GAME PREFERENLCES

: ~ r =
REPLAY SAVED FILM SAVE LAST FILM

r ot
REFLAY LAST FILM

BUNGIE

AFTER LAUNCHING THE MARATHON INFINITY APPLICATION YOU CAN CHOOSE FROM THE
OPTIONS THAT APPEAR ON THE MAIN SCREEN.

BEGIN NEwW GAME
STARTS A NEW GAME IN THE ONE—PLAYER SCENARIO.

CONTINUE SAVED GAME
RESTARTS A PREVIOUSLY SAVED GAME.

GATHER NETWORK GAME
INITIATES A NETWORK GAME.

JOIN NETWORK GAME

ALLOWS YOU TO BE GATHERED INTO A NETWORK GAME (SOMEONE ELSE MUST GATHER THE
GAME).

REPLAY SAVED FILM

RUNS A PLAYBACK OF A SAVED GAME RECORDING.

REPLAY LAST FILM

RUNS A PLAYBACK OF THE PREVIOUS GAME.

SAVE LAST FILM

SAVES A RECORDING OF THE PREVIOUS GAME.

PREFERENGCES
ACCESSES THE PREFERENCES DIALOG WHERE YOU CAN CUSTOMIZE VARIOUS SETTINGS.

QuIT
IF YOU’'RE STUCK HERE, YOU BETTER GO ASK YOUR MOM. ,



a4 preferences

PRESSING THE PREFERENCES BUTTON ON THE MAIN SCREEN ALLOWS YOU TO CUSTOMIZE HOW
MARATHON INFINITY OPERATES. THERE ARE FIVE SECTIONS TO THE PREFERENCES DIALOG,
EACH ACCESSED FROM A POP-UP MENU. THIS CHAPTER DESCRIBES THE FEATURES IN THE
GRAPHICS, SOUND, CONTROLS, PLAYER, AND ENVIRONMENT PREFERENCES SECTIONS.

~[Graphics ]
Detail: High Resolution

DETAIL HIGH RESOLUTION MODE DISPLAYS THE GRAPHICGCS
AS SHARPLY AND CLEARLY AS POSSIBLE. LOw RESOLUTION

[_tigh Resolution v ]
Window Size:
MODE DISPLAYS THE GRAPHICS ONE HALF AS SHARP AS THE Number of Colors:
HI-RES MODE FOR A THREE FOLD SPEED INCREASE. Brightness:
PRESSING FUNCTION KEY F5 SWITCHES RESOLUTION DURING O] Draw Every Other Line
GAME PLAY. [ Hardware Acceleration

Choose Monitor...

WINDOW SIZE THIS MENU LETS YOU SELECT THE SIZE OF THE
WINDOW IN WHICH MARATHON DRAWS ITS GRAPHICS. SELECTING FULL SCREEN RUNS THE
GRAPHICS IN 640 X 480 FULL SCREEN MODE WITHOUT DRAWING THE MARATHON INTERFACE.
100% 1S THE DEFAULT OPTION. YOU CAN MAKE THE GRAPHICS SMALLER FOR A BIG SPEED
INCREASE. F1 - F4 WILL SWITCH WINDOW SIZES DURING GAME PLAY.

NUMBER OF COLORS 256 DISPLAYS GRAPHICS IN 8-BIT, 256 COLORS. THIS MODE IS
DEFINITELY FASTER THAN 16-BIT MODE. SELECT THOUSANDS FOR 16-BIT, 32,768 COLORS.
16-BIT MODE LOOKS BETTER AND MAKES THE LIGHTING EFFECTS SMOOTHER. YOU MIGHT
NEED TO GIVE MARATHON MORE MEMORY TO ACCESS THIS FEATURE.

BRIGHTNESS USE THIS OPTION TO ADJUST THE BRIGHTNESS OF THE GAME’S GRAPHICS
WITHOUT HAVING TO ADJUST YOUR MONITOR. YOU CAN ADJUST THE BRIGHTNESS WITH F 11
AND F12 DURING GAME PLAY.

DRAW EVERY OTHER LINE THIS OPTION DRAWS EVERY OTHER HORIZONTAL SCAN LINE. THIS
PROVIDES A SPEED GAIN ONLY ON MACHINES WITH SLOW VRAM. IT’LL LOOK WEIRD AT FIRST
BUT YOU’LL GET USED TO IT AFTER A FEW MINUTES. THIS CAN BE TOGGLED WITH F6 DURING
GAME PLAY.

HARDWARE ACCELERATION SOME MACINTOSH MODELS (QUADRA 630, PERFORMA 5200,
6200) HAVE A BUILT IN VIDEO ACCELERATOR. CHOOSE THIS OPTION TO TAKE ADVANTAGE OF
THE SPEED GAIN. THE FEATURE ONLY OPERATES IN 16-BIT, LOW RES MODE.

CHOOSE MONITOR IF YOU HAVE MORE THAN ONE MONITOR ON YOUR COMPUTER, PRESS THIS
BUTTON TO SELECT WHICH MONITOR THE GAME IS DISPLAYED ON.

& stereo Volume:[ 2 |

PLAYED THROUGH THE SPEAKER (LEFT OR RIGHT) CLOSEST TO | [ Active Panning 2=l
R Channels: -.ﬂ

WHERE THEY EMANATE IN THE GAME. I|.E. IF A MONSTER IS ON | [ Ambient Sounds

[<] High-0Ouality (16-Bit Samples)

[<] More Sounds

STEREO WITH STEREO SOUND ENABLED, SOUNDS WILL BE

YOUR RIGHT, HIS SOUNDS WILL PLAY THROUGH THE RIGHT

1
SPEAKER. THIS IS REALLY COOL WHEN USING HEADPHONES! If you play Marathon with headphones or

external speakers, try playing with
active-panning stereo and turn on

ACTIVE PANNING THIS FEATURE PANS SOUNDS BETWEEN THE ambient sounds. It’s cool.

LEFT AND RIGHT SOUND CHANNELS AS THEIR SOURCE MOVES.
THIS IS SORTA LIKE SURROUND SOUND.



AMBIENT SOUNDS WANT TO HEAR THE HOWLING WINDS OF LH’OWON OR THE RAGING
CESSPOOLS OF AN ABANDONED PFHOR GARRISON? TURN THIS ON.

MORE SOUNDS WHEN ENABLED, THIS GIVES MANY SOUNDS IN MARATHON INFINITY SEVERAL
ALTERNATE SOUND SAMPLES (SUCH AS THE BOBS, WHO CAN SAY MANY DIFFERENT THINGS).
TURNING THIS OFF FORCES ITEMS TO HAVE ONLY ONE SOUND AND SAVES MEMORY.

VOLUME THIS SETS THE VOLUME AT WHICH YOUR SPEAKER PLAYS SOUND. SELECT “OFF”
FOR NO SOUND.

CHANNELS THE NUMBER OF CHANNELS ALLOCATED DETERMINES THE NUMBER OF SOUNDS
THAT CAN BE PLAYED SIMULTANEOUSLY. I|.E. IF YOU HAVE TWO CHANNELS ALLOCATED, TWO
SOUND EFFECTS CAN BE PLAYED AT A TIME. A THIRD SOUND WILL PREEMPT ONE OF THE
ORIGINAL 2 SOUNDS. REDUCING THE NUMBER OF SOUND CHANNELS WILL SPEED UP THE
GAME.

—[Controls ——_~]

) Mouse and Keyboard
TURNING, AND LOOKING UP AND DOWN WITH THE MOUSE. @® Keyboard (includes all pregrammable

OTHER ACTIONS ARE CONTROLLED BY THE KEYBOARD. Joysticks and control pads)

MOUSE & KEYBOARD SELECT THIS OPTION TO CONTROL

KEYBOARD SELECT THIS OPTION TO USE THE KEYBOARD FOR
GAME PLAY. ALSO SELECT THIS IF YOU ARE USING A GAME

CONTROLLER DEVICE SUcH AS A GAMEPAD, QUEPAD OR [ Configure Keyboard... ]
JOYSTICK.
CONFIGURE KEYS... ALLOWS YOU TO CUSTOMIZE THE KEYBOARD CONTROLS. (SEE THE

CONTROLS SECTION)

~[Plager ]
Level: Total Carnage ¥

If you play Marathon over a network, you
AN EASY LEVEL, GENERATION X’ERS PLAY AT HIGHER LEVELS. can change your network name and color

- .
YOU MAY HAVE TO PLAY A FEW TIMES BEFORE YOU CAN MAKE | I the boxes below. If you don’t play
Marathon over a network, you should.

DIFFICULTY LEVEL ALLOWS YOU TO DETERMINE THE
DIFFICULTY OF THE GAME. BABYBOOMERS SHOULD PLAY ON

IT THROUGH ON THE TOTAL CARNAGE SETTING.
Name:|Munch

Body: | liolet

NAME, BoODY, LEGS THIS INFORMATION IS USED DURING Legs: [_Red ]

NETWORK PLAY. GIVE YOURSELF A NAME (PLEASE TRY TO BE
CREATIVE!) AND A COLOR SCHEME. THE COLOR SCHEME ALLOWS YOU TO DIFFERENTIATE
BETWEEN NET PLAYERS. IT’S FUN AND FUNCTIONAL TO PICK A NAME & COLOR AND STICK
WITH "EM!

—| Environment -

MaAP, PHYSICS, SHAPES, SOUNDS THE MARATHON PROGRAM

: -
ARCHITECTURE IS EXTENSIBLE. FROM TIME TO TIME END Map

Physics: -
USERS MIGHT CREATE THEIR OWN MAPS, PHYSICS MODELS, Y |

Shapes:
SOUNDS OR SHAPES FILES AND POST THEM ONLINE sounds:

SOMEWHERE (SOME CAN SURELY BE FOUND AT
HTTPY//WWW.BUNGIE.COM). THESE ENVIRONMENT PREFS
ALLOW YOU TO EASILY SPECIFY WHICH ADD-ON FILES TO USE.

a4 preferences



4 controls

YOU CAN CONTROL MARATHON INFINITY WITH THE KEYBOARD OR MOUSE. A VARIETY OF THIRD
PARTY INPUT DEVIGCES ALSO WORK WITH MARATHON INFINITY INCLUDING JOYSTICKS, GAME
CONTROLLERS, AND VR HEADSETS.

IN MARATHON INFINITY YOU HAVE CONTROLS THAT DO THE FOLLOWING:

TO PAUSE A GAME PRESS COMMAND-P (THIS DOESN’T WORK IN A NETWORK GAME). TO QuIT
A GAME PRESS COMMAND-Q.

YOU CAN ASSIGN KEYS TO EXECUTE THE FOLLOWING FUNCTIONS:

rM t

FORWARD WALK FORWARD. Forward |Keypad 8

Backward (Keypad 5
BACKWARD WALK BACKWARD.
Turn Left (Keypad 4

TURN LEFT ROTATES YOUR POINT OF VIEW TOWARDS THE LEFT. Turn Right |Keypad 6

Sidestep Left

TURN RIGHT ROTATES YOUR POINT OF VIEW TO THE RIGHT. Sidestep Right

I

SIDESTEP LEFT LEFTWARD SIDE STEP. SIDE STEPPING IS VERY HANDY FOR DODGING ENEMY
PROJECTILES.

SIDESTEP RIGHT RIGHTWARD SIDE STEP.

rLooking
GLANCE LEFT QUICKLY ROTATES YOUR VIEW 90 DEGREES LEFT OF Glance Left
YOUR CURRENT POINT OF VIEW. THIS DOES NOT ACTUALLY ROTATE YOUR 61 Right
ance Rig
BODY, ONLY YOUR HEAD AND WEAPON. ULTRA-SKILLED VIDMASTERS
Look Up

CAN GLANCE, FIRE AND SCORE A KILL ON COMMAND.
Look Down |C

GLANCE RIGHT QUICKLY ROTATES YOUR VIEW 90 DEGREES RIGHT OF Look Ahead

I

YOUR CURRENT POINT OF VIEW. THIS DOES NOT ACTUALLY ROTATE YOUR
BODY, ONLY YOUR HEAD AND WEAPON.

LOOK UpP LOOKS uP. KEEP IN MIND THAT YOU FIRE IN THE DIRECTION YOU ARE LOOKING.
S0, TO FIRE AT SOMETHING UP ON A LEDGE, YOU NEED TO LOOK UP AT IT AND THEN FIRE.

LOoOK DOwN LOOKS DOWN.

LOOK AHEAD THIS RESETS YOUR VERTICAL POINT OF VIEW TO BE STRAIGHT AT THE HORIZON.
THIS IS USEFUL AFTER YOU HAVE BEEN LOOKING UP AT SOMETHING. ALSO, YOUR PITCH WILL
AUTOMATICALLY DRIFT TOWARDS LEVEL ONCE YOU START RUNNING.

Weapons

PREVIOUS SWITCHES YOUR CURRENT WEAPON TO THE PREVIOUS Previous [Keypad 7

WEAPON IN YOUR INVENTORY.
Nest |Keypad 9

Trigger |Space
NEXT SWITCHES YOUR CURRENT WEAPON TO THE NEXT WEAPON IN YOUR 99 P

INVENTORY. 2nd Trigger




TRIGGER FIRES THE CURRENT WEAPON.

2ND TRIGGER FIRES THE CURRENT WEAPON’S SECONDARY ORDINANCE (IF IT HAS ANY).

Modifiers
SIDE STEP WHILE HOLDING DOWN THIS KEY, THE TURN LEFT/RIGHT Sidestep

KEYS FUNCTION AS SIDESTEP LEFT/RIGHT KEYS. ;

Look |Shift
RUN WHILE HOLDING DOWN THIS KEY, THE FORWARD/BAGCKWARD KEYS

MOVE YOU AT A RUNNING PACE. |IF SET TO CAPS LOCK, YOU WILL ALWAYS RUN IF CAPS LOCGK
IS DOWN.

SwWIM WHILE UNDERWATER, LAVA, OR SEWAGE, YOU CAN SWIM BY HOLDING DOWN THIS KEY.

LOOK WHILE HOLDING DOWN THIS KEY, THE FORWARD/BAGCKWARD KEYS FUNCTION AS LOOK
UP/DOWN KEYS.

Miscell
ACTION OPENS DOORS, REINCARNATES YOU IN A NETWORK GAME, AND Hction

PERFORMS OTHER HELPFUL ACTIONS AS NOTED.

AUTOMAP DISPLAYS “LIVE” AUTOMAP.

MICROPHONE ACGCTIVATES MICROPHONE FOR BROADCASTING SPEECH DURING A NETWORK

GAME.
Standard
LAYOUT IN ADDITION TO SETTING UP YOUR OWN CUSTOM KEYBOARD Arrows
CONFIGURATION, THERE ARE THREE DEFAULT LAYOUTS YOU CAN CHOOSE FROM: PowerBook
STANDARD (NUMERIC KEYPAD), ARROW KEYS, AND POWERBOOK. Custom

a controls




a game.interface

12

AAHUHIT I OH
6 .44 CLIPS (xB>
1 ZEUS—CLASS FUSIOH PIS_
5 HA-73B CLIPS {(=52)
HA-75B GREHADES (x73)
1 550 HISSILE (=23
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MOTION SENSOR WEAPONS MANIFEST
SHIELD ENERGY OXYGEN LEVEL

MOTION SENSOR

THIS HANDY DANDY DEVICE DETECTS MOVING BODIES. FRIENDLY MOTION PATTERNS
(CIVILIANS, OR NETWORKED TEAM MEMBERS) APPEAR AS GREEN SQUARES. HOSTILE OR
UNKNOWN PATTERNS SHOW UP AS RED TRIANGLES. HOSTILE NETWORK OPPONENTS APPEAR
AS YELLOW SQUARES. THE GREEN SRUARE IN THE CENTER IS YOU. |IF YOU DON’T APPEAR ON
YOUR OWN MOTION SENSOR, IT IS SAFE TO ASSUME YOU AREN’T SHOWING UP ON ANYONE
ELSE’S. DURING SOME NETWORK GAMES, LIKE KILL THE GUY WITH THE BALL OR KING OF THE
HILL AN ORANGE POINTER WILL INDICATE THE DIRECTION OF THE GUY WITH THE BALL OR THE
HILL.

SHIELD ENERGY
DISPLAYS THE ENERGY LEVEL OF YOUR SUIT’S SHIELDS. WHEN THIS REACHES ZERO YOU DIE.
THAT’S BAD.

OXYGEN LEVEL
DISPLAYS CURRENT OXYGEN LEVELS. |F THIS REACHES ZERO WHILE YOU ARE UNDERWATER OR

IN A VACUUM, YOU WILL ASPHYXIATE. THAT’S ALSO BAD.

WEAPONS MANIFEST

THE LIST ON THE LEFT DISPLAYS THE WEAPONS AND AMMUNITION IN YOUR POSSESSION. THE
IMAGE ON THE RIGHT DISPLAYS THE CURRENT WEAPON IN USE AND ITS AMMO LEVEL. DURING
A NETWORK GAME, THIS AREA ALSO DISPLAYS VITAL NETWORK STATISTICS.




IN MARATHON INFINITY, YOU FIND YOURSELF CAUGHT IN A WEB OF EVER-SHIFTING 4 playing.
ALLEGIANCES. DURANDAL, TYCHO, THE PFHOR; EACH IS A POWER, WITH ITS OWN AGENDA marathon.infinity
AND ITS OWN USES FOR YOU. THERE ARE LOOSE ENDS THAT NEED TO BE TIED IN THE

LH’OWON SYSTEM, AND YOU’VE GOT A REPUTATION FOR GETTING THINGS DONE.

YOU CAN’T BE SURE WHO THE ENEMY IS ANYMORE. THE ONLY THING YOU CAN BE SURE OF IS
A SWIFT AND BLOODY END IF YOU LET YOUR GUARD DOWN...

NAVIGATION

YOU CAN CONTROL YOUR CHARACTER WITH THE KEYBOARD, MOUSE, OR OTHER THIRD PARTY
DEVICES. OCHECK THE CONFIGURE KEYBOARD DIALOG FOR THE KEYBOARD COMMANDS FOR
MOVING. THE DEFAULT KEYS LET YOU WALK WITH THE NUMERIC KEYPAD. YOU CAN SIDE STEP
(OR DODGE) BY PRESSING ‘Z’ AND ‘X’. SIDE STEPPING IS PARTICULARLY USEFUL FOR
AVOIDING ENEMY FIRE. YOU CAN LOOK UP OR DOWN BY PRESSING ‘D’ OR ‘C’.

MARATHON INFINITY HAS A REAL PHYSICS MODEL, COMPLETE WITH GRAVITY AND MOMENTUM.
YOU CAN CLIMB STAIRS, JUMP FROM LEDGES, DIVE INTO WATER, AND BE KILLED BY NEARBY
EXPLOSIONS.

PICKING UP OBJECTS

TO PICK UP AN OBJECT SIMPLY WALK OVER IT. |F IT DOESN’T APPEAR IN YOUR
INVENTORY, THEN YOU CAN’T PICK IT UP.

ACCESSING COMPUTER TERMINALS

YOU CAN COMMUNICATE WITH THE LOCAL MAINFRAME AND/OR GAIN
ACCESS TO OTHER VITALLY IMPORTANT INFORMATION FROM JUST
ABOUT ANY COMPUTER INTERFACE YOU COME ACROSS. TO GAIN
ACCESS WALK UP TO THE TERMINAL AND PRESS THE ACTION KEY
(TAaB).

UsSING WEAPONS

FIRE YOUR WEAPON BY PRESSING THE SPACE BAR. |F YOUR WEAPON IS
EQUIPPED WITH A SECONDARY ORDINANCE OR IF YOU HAVE A SECOND
WEAPON IN YOUR LEFT HAND, FIRE IT BY PRESSING THE OPTION KEY.

YOUR WEAPONS AND AMMUNITION ARE DISPLAYED IN YOUR INVENTORY. TO SWITCH WEAPONS
PRESS ‘7’ OR ‘9’ (ON THE KEYPAD). YOUR WEAPON WILL AUTOMATICALLY RELOAD IF YOU
HAVE SPENT A CLIP (ASSUMING YOU HAVE AMMO FOR IT).

CARNAGE IS AS EASY AS POINT AND SHOOT. DIFFERENT WEAPONS ARE CHARACTERIZED WITH
DIFFERENT DYNAMICS. IT IS UNWISE, FOR EXAMPLE, TO USE THE ROGKET LAUNCHER IN CLOSE
COMBAT.
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a playing. SWIMMING

marathon.infinity
WHILE UNDER WATER OR SEWAGE, YOU CAN SWIM BY HOLDING DOWN THE RUN KEY!

REINCARNATION

TO RESTORE YOUR GAME TO THE LAST SPOT YOU SAVED BEFORE DYING, OR TO REINCARNATE
DURING A NETWORK GAME, PRESS THE ACTION KEY (TAB).

SAVING THE GAME

TO SAVE YOUR GAME, YOU MUST FIND A PATTERN BUFFER DEVIGE
WHICH CAN LOOK LIKE THE GRAPHIC DISPLAYED HERE. WALK UP
TO IT AND PRESS THE ACTION KEY AND YOUR COMPLETE
BIODCHEMOELECTRICAL PATTERN IS STORED FOR LATER RETRIEVAL.
HANDY, EH?

AUTOMAPPING

YOUR BATTLE ARMOR IS EQUIPPED WITH A RELATIVE NAVIGATIONAL
COMPUTING INSTRUMENT. YOU CAN ACGCESS THE NAV DATA BY
PRESSING “M” ON THE KEYBOARD. THIS DISPLAYS AN OVERHEAD
VIEW OF TERRAIN YOU HAVE VISITED. YOU CAN WALK AROUND
WHILE VIEWING THE AUTOMAP.

YOUR LOCATION IS MARKED BY A RED ARROW. OCIVILIANS ARE

IDENTIFIED AS BLUE SQUARES. NON-CATALOGUED BIOMASSES
(SUCH AS THE PFHOR) DO NOT SHOW UP ON THE MAP.

To zooOM IN/OUT ON THE MAP PRESS ‘+’ AND ‘-’.

OPENING DOORS

TO OPEN A DOOR WALK UP TO IT AND PRESS THE ACTION KEY. THERE ARE
RUMORS OF SECRET DOORS. MY GUESS IS THAT THE ACTION KEY WILL OPEN
THOSE TOO (IF THEY EXIST). |IF A DOOR DOESN’T OPEN IT MIGHT BE LOCKED OR

DAMAGED.

SWITCHES

IF YOU ENCOUNTER A SWITCH PANEL LIKE THE ONES SHOWN HERE, YOU CAN THROW
THE SWITCH BY LOOKING AT IT AND PRESSING THE ACTION KEY. SWITCHES CAN

ACTIVATE/DEACTIVATE LIGHTS, DOORS, OR PLATFORMS.
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ENERGY RECHARGES a playing.

marathon.infinity
YOU WILL, INEVITABLY, TAKE SOME DAMAGE WHILE BATTLING THE ENEMY. LUCKY

FOR YOU, YOUR SUIT HAS A UNIVERSAL COUPLING RECHARGE PLUG THAT WILL FIT

INTO SOCKETS LIKE THE ONE SHOWN HERE.

OXYGEN RECHARGES

YOUR SUIT PROVIDES A COMPLETE ENVIRONMENT FOR YOU INCLUDING PRECIOUS
OXYGEN. |IF YOU SPEND A LOT OF TIME IN VACUUM OR UNDER WATER (IF | KNOW

YOU, YOU’LL BE IN THE SEWAGE ALL DAY!) YOU WILL NEED TO RECHARGE YOUR
OXYGEN SUPPLY AT A PANEL LIKE THIS.

POWER CELLS
P.

YOU MAY ENCOUNTER A POWER CELL LIKE THE ONE PICTURED HERE. PICK IT UP TO
GET YOUR SHIELD ENERGY RESTORED.

CIVILIANS

IF YOU THOUGHT THE PISTOL-PACKING BOBS IN MARATHON 2 WERE TOUGH, THEN
YOU’RE IN FOR A SURPRISE. THESE NEW “VACUUM” BOBS KICK MAJOR BOOTY.

BioBus CHIP ENHANGCEMENTS

BioBus CHIP ENHANCEMENTS (BCE’S) ARE PLUG-INS FOR YOUR SUIT AND HELMET.
THEY HAVE SELF-CONTAINED POWER SOURCES WHICH LAST ONLY FOR A SHORT PERIOD
OF TIME. WHEN ACQRUIRED, THEIR EFFECTS TAKE PLACE IMMEDIATELY.

TRANSPARENCY

THIS MAKES YOU TRANSPARENT. THESE CAN RUN IN PARALLEL, SO YOU BECOME
MORE TRANSPARENT AFTER EACH ONE YOU PICK UP. YOU ARE UNDETECTABLE ON
MOTION SENSORS AND MOST OF THE ALIENS WON’T BE ABLE TO TRACK YOU VERY
WELL.

EXTRAVISION
EXTRAVISION EXTENDS YOUR PERIPHERAL VISION TO 180°.

HYPERVISION
HYPERVISION CREATES A VISUAL IMAGE OF THE WORLD BASED ON A COMPOSITE OF
LIGHT, HEAT, ELECTROMAGNETIC, AND RADAR WAVES. THE RESULTING IMAGE TINTS

HE e

THE WORLD BLUE, HUMANS YELLOW, THE PFHOR RED, AND ITEMS GREEN.

SUPER SHIELD
SUPER SHIELD CASTS A HIGH FREQUENCY PARTICLE SHIELD AROUND THE USER,
RESULTING IN VIRTUAL INVULNERABILITY TO PHYSICAL HARM. (NOTE: EMOTIONAL

TRAUMA IS STILL A POSSIBILITY). THE USER’S BODY WILL GLOW WITH A STATIC SHEEN.
HIGH ENERGY WEAPONS CAN STILL PENETRATE THIS SHIELD. , 5



0 weapons WEAPONS

.44 MAGNUM MEGA CLASS Al

THE NEW STANDARD ISSUE SIDEARM FOR ALL FIELD PERSONNEL DOESN’T
LOOK MUCH LIKE YOUR OLD .45 MMO, DOES IT? THAT IS BECAUSE IT HAS
BEEN BUILT FOR A SINGLE PURPOSE, BY A DEDICATED PEOPLE AND NOT BY

UNDERPAID LABORERS TOILING FOR A THINLY-VEILED GOVERNMENT-OWNED
ARMS MANUFACTURING MACHINE (OILED WITH THE BLOOD OF THE
UNDERCLASSES, BY THE WAY) WHICH EXISTS SOLELY TO LINE THE POCKETS OF THE GREEDY
BUREAUCRATS WHO RUN THE MILITARY/INDUSTRIAL COMPLEX.

MA—75B BATTLE RIFLE (WITH INTEGRAL 40MM GRENADE LAUNCHER)
THE ORIGINAL M .75 WAS A RIDICULOUS TOY DESIGNED TO IMPRESS
AGING POMPOUS GENERALS. GONE ARE THE PREPOSTEROUSLY SHORT

BARREL AND THE PRODIGIOUS RECOIL THAT MADE FIRING THE WEAPON
AKIN TO WRESTLING A GREASED PIG. STILL HERE IS THE OXYGEN
HUNGRY AMMUNITION THAT MAKES IT IMPOSSIBLE TO FIRE IN VACUUM.

ZEUS—CLASS FUSION PISTOL
EQJO
THE S’PHT HAVE DONE THEIR BEST TO CREATE AN INFINITE SUPPLY OF FUSION
—
BATTERIES OUT OF THE FINITE NUMBER YOU WERE TRANSPORTED ON BOARD °
WITH. |IF IT WERE NOT FOR THEIR INGENUITY AND INDUSTRIOUS NATURE YOU { (

WOULDN’T BE ABLE TO RUN AROUND FIRING WITH RECKLESS ABANDON AT

EVERYTHING THAT MOVES AS YOU ARE WONT TO DO. BUT, LIKE THE HUNDREDTH COPY OF A
THIRD GENERATION DUPLICATION OF A SUBSTANDARD BOOTLEG — THEY’RE A LITTLE FUZZY.
ONE MIGHT EVEN SAY UNSTABLE.

SPNKR=XP SSM LAUNCHER
A SELF-IMPORTANT HUMAN ONGE SAID “... SOMETIMES A

CIGAR IS JUST A CIGAR.” THIS MAY BE SO, BUT IN THE CASE
OF THE <<ROCKET LAUNCHER>> YOU’'VE GOT ONE MAJORLY
EXPLOSIVE CIGAR.

WSTE-M5 COMBAT SHOTGUN

WHILE GOING THROUGH SOME DATA | APPROPRIATED FROM THE
MARATHON (LOOKING FOR DESIGN NOTES, OF COURSE) | STUMBLED
ACROSS A REFERENCE TO A WEAPON USED BY IMPERIALIST FORCES

AGAINST THE INSERECTIONISTS DURING THE ARES RAID; JuULY 14,

2444, (NEVER HEARD OF IT? I’'M NOT SURPRISED!) MANY YEARS OF LOVING CRAFTSMANSHIP
WENT INTO THE DESIGN AND CONSTRUCTION OF THIS BRUTAL TOOL OF MAYHEM, | HOPE YOU
CAN APPRECIATE THAT. | WON’T WASTE MY TIME TRYING TO EXPLAIN THE LOADING MECHANISM
TO YOU — YOUR PRIMITIVE MIND COULD NEVER GRASP ITS COMPLEX NATURE.

TOZT-7 BACKPACK NAPALM LUNIT

| DON’T BELIEVE IT IS NECESSARY FOR ME TO STATE THE PERSONALITY
DISORDERS EVIDENT IN AN INDIVIDUAL WHO ENJOYS, OR MORE ACCURATELY
REVELS, IN SPRAYING THEIR ENEMIES WITH FLAMING NAPALM AEROSOL.
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KKV-7 10MM SMGE FLECHETTE
...THE FLECHETTE, WITH ITS SMALL CROSS-SECTION (4MM), LONGER 3]

BODY AND POINTED NOSE EXPERIENCES FAR LESS WIND RESISTANCE

AND THUS RETAINS MORE MUZZLE VELOCITY OVER A GREATER

DISTANCE WITH A FLATTER TRAJECTORY THAN ITS LESS ADVANCED

“SLUG-THROWER” COUNTERPARTS. ITS ARMOR PIERCING CAPABILITIES

RIVAL THOSE OF THE MIGHTY MTAZ2 .75 BR AND THE BIO-ORGANIC TRAUMA IT INFLICTS IS
TERRIFYING (BEING SOMEWHAT LESS EFFECTIVE AGAINST MECHANICAL TARGETS).

SETTING UP A NETWORK GAME

WITH MARATHON INFINITY YOU CAN ENGAGE IN COMPETITIVE AND COOPERATIVE NETWORK
SCENARIOS WITH FRIENDS OVER A NETWORK CONNECTION. THERE ARE DIFFERENT NETWORK
MAPS TO CHOOSE FROM AS WELL AS DIFFERENT KINDS OF NETWORK PLAY (EVERYONE FOR
THEMSELF, TAG, KILL THE GUY WITH THE BALL, KING OF THE HILL).

TO PLAY MARATHON INFINITY OVER THE NETWORK YOU WILL NEED AT LEAST TWO MACINTOSH
COMPUTERS CONNECTED VIA LOCALTALK, ETHERNET, OR EQUIVALENT AND AT LEAST TwWO
CONSCIOUS AND SENTIENT BEINGS TO OPERATE THEM. EACH PLAYER MUST LAUNCH A
DIFFERENT COPY OF MARATHON INFINITY ON THEIR MACHINE (THIS IS WHERE THE EXTRA
NETWORK NUMBER COMES IN HANDY. AREN’T WE NICE?). YOU CANNOT NETWORK BETWEEN
COPIES OF MARATHON 1 OR MARATHON 2 WITH MARATHON INFINITY.

ONE PERSON MUST SERVE AS THE GATHERER. THIS IS USUALLY THE PERSON WITH THE
FASTEST COMPUTER (OR MOST INTIMIDATING PHYSICAL CHARACTERISTICS). EVERYONE ELSE
MUST JOIN THE GAME BY PRESSING THE JOIN NETWORK GAME BUTTON ON THE MAIN MENU.

PRESSING THE JOIN NETWORK GAME BUTTON Ilillﬁ ﬁ —E ilﬁl EW
GIVES YOU THE JOIN NETWORK GAME DIALOG |

Players In Game

Appearance —mM™ M8 M
BOX. TYPE YOUR NAME (YOU SHOULD BE
m I Name: |enkephalon
CREATIVE HERE) AND SELECT YOUR TEAM Color: [ Diolet =
COLOR. THEN PRESS THE JOIN BUTTON. Team: [_Diolet v |

Click “Join™ to wait for an invitation

ONCE THE GATHERER HAS ADDED YOU TO THE M L
into a network game of Marathon,

GAME, A LIST OF ALL THE PLAYERS WILL

C
APPEAR IN THE PLAYERS IN GAME BOX.

PRESSING THE GATHER NETWORK GAME BUTTON ALLOWS YOU TO SETUP THE GAME’S
PARAMETERS AND GATHER IN JOINING PLAYERS. IN THE SETUP NETWORK GAME DIALOG YOUu
ARE RESPONSIBLE FOR SELECTING CERTAIN NETWORK AND GAME OPTIONS.

NETWORK OPTIONS — - —
SELECT YOUR TYPE OF NETWORK FROM THE NETWORK POP-UP SETuP Wﬂﬁﬁﬁ @
otuwork Options —
MENU. AN IMPROPER SETTING HERE WILL RESULT IN POOR Name:|enkephaion Network: [ Fthernet v
Color: [_Uiotet ] [ Allow Realtime Audio
PERFORMANCE. NOTE: ABNORMALLY SLOW ETHERNET Teom: [_Uiolet_v] (requires microphone)
rGame Options
NETWORKS MAY PLAY FASTER IF THIS MENU IS SET TO Map: [_Come and Take your Medicine ]
Game: [_Every Man For Himself v | Level: [ Total Carnage + |
LOCALTALK. & fliens
[ Live carnage Reporting
O Teams Duration
D1bead Players Drop Items ©) untimed
YOuU CAN TALK TO OTHER PLAYERS OVER THE BUILT IN e e ) ® rime Uit [10_ minutes
[ Penalize Suicide (15 seconds)
MICROPHONE ON YOUR MAC. SELECT THE ALLOW REALTIME .
efer to page 17 of your manual for a full description of the
network menu. Choosing an inappropriate network type may
AUDIO CHECKBOX TO ENABLE THIS FEATURE. result in an unresponsiue or jumpy gome.

a network.play
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a network.play

GAME OPTIONS
SELECT THE DIFFICULTY LEVEL FROM THE LEVEL POP-UP MENU. THE DIFFICGULTY LEVELS
DETERMINE THE TYPES AND FEROCITY OF THE MONSTERS IN THE GAME.

SELECT THE MAP TO PLAY ON FROM THE MAP POP-UP MENU.

SELECT THE TYPE OF GAME TO PLAY FROM THE GAME POP-UP MENU. HERE’S A RUN DOWN ON
THE DIFFERENT TYPES OF GAMES!:

EVERY MAN FOR HIMSELF THE OBJECTIVE HERE IS TO KILL EVERYONE ELSE AND NOT DIE. THE
ONE WITH THE BEST KILL RATIO (KILLS TO DEATHS) WINS.

KILL THE GUY WITH THE BALL OBJECTIVE IS TO POSSESS THE BALL (WHICH IS ACTUALLY A
SKULL) FOR THE LONGEST AMOUNT OF TIME. WHEN CARRYING THE BALL, RUNNING IS

DISABLED. ALSO, YOU CAN’T USE ANY WEAPONS WHEN YOU HAVE THE BALL, HOWEVER,
PRESSING THE FIRE KEY WILL MAKE YOU DROP THE BALL AND THEN YOU CAN FIRE. THE
MOTION SENSOR DISPLAYS AN ORANGE INDICATOR DIRECTING YOU TO THE LOCATION OF THE
BALL.

KING OF THE HILL OBJECTIVE IS TO STAND ON THE “HILL” THE LONGEST. “HILL” IN THIS

SENSE IS JUST A FIGURE OF SPEECH, IT COULD BE ANYWHERE ON THE MAP AND IS INDICATED
BY THE ORANGE POINTER ON THE MOTION SENSOR. NOTE THAT EVERYONE ELSE IS TRYING TO
DO THE SAME, AND THEY WILL MOST LIKELY TRY TO KILL YOU IF YOU GET IN THEIR WAY.

TAG THE FIRST PERSON TO DIE IS “IT”. |IF YOU’'RE “IT”, TAG SOMEONE (BY KILLING THEM)
AND THEN THEY ARE “IT”. THE OBJECGCTIVE IS TO BE “IT” THE LEAST. THE MAGIC ORANGE
INDICATOR POINTS TO WHOMEVER IS “IT”.

TEAM PLAY TEAM PLAY DIVIDES EVERYONE INTO TEAMS BY THE COLORS CHOSEN IN THE JOIN
OR SETUP DIALOG. THE OBJECTIVE OF EACH TEAM IS TO KILL MEMBERS OF DIFFERENT TEAMS
THE MOST. YOU CAN SEE YOUR TEAMMATE’S POINT OF VIEW BY PRESSING THE DELETE KEY.

COOPERATIVE YOU CAN PLAY THE GAME SCENARIO COOPERATIVELY WITH OTHER NETWORK
PLAYERS. THE OBJECTIVE IS TO COMPLETE THE MARATHON INFINITY SCENARIO AS A TEAM
(I.E. COOPERATIVELY). ALL PLAYERS TELEPORT TO THE NEXT LEVEL WHEN THE FIRST PERSON
DOES. WHEN A PLAYER DIES, HE DROPS HIS STUFF. (DON’T DIE IN THE LAVA WITH THE
SHOTGUN!)

MORE NETWORK GAME OPTIONS

ALIENS

WITH THIS OPTION SELECTED, THERE WILL BE ALIENS IN THE GAME (THEY’LL BE TRYING TO KILL
YOU JUST LIKE THE OTHER HUMAN PLAYERS).

LIVE CARNAGE REPORTING
WITH THIS SELECTED, GAME STATISTICS ARE DISPLAYED IN THE WEAPONS MANIFEST AREA OF
THE INTERFACE AS THE GAME PROGRESSES.

TEAMS
THIS LETS YOU PLAY IN TEAMS. WHEN SELECTED, IT KEEPS TRACK OF KILLS VS. DEATHS BY
TEAM COLOR IN ADDITION TO INDIVIDUALLY.



DEAD PLAYERS DROP ITEMS
WHEN YOU KILL SOMEONE YOU CAN GET THEIR STUFF! THEIR WEAPONS DROP ON THE GROUND
RIGHT NEXT TO THEIR LIFELESS CORPSE.

DISABLE MOTION SENSOR
THIS OPTION TURNS OFF THE MOTION SENSOR FOR ALL THE PLAYERS IN THE GAME.

PENALIZE DYING (10 SECONDS)
WHEN SELECTED, PLAYERS MUST WAIT 10 SECONDS BEFORE REINCARNATION. OTHERWISE
PLAYERS MAY REINCARNATE INSTANTANEOUSLY.

PENALIZE SUICIDE (15 SECONDS)

WHEN SELECTED, PLAYERS MUST WAIT 15 SECONDS BEFORE REINCARNATION IF THEY KILLED
THEMSELVES. IT IS POSSIBLE TO KILL ONESELF BY BEING TO CLOSE TO ONE’S OWN
EXPLODING ORDINANCE.

DURATION
UNTIMED GAMES LAST FOREVER, OR AT LEAST UNTIL ALL PLAYERS QRUIT THE GAME.

THERE ARE TWO MEASUREMENTS BY WHICH TO END A NETWORK GAME OF MARATHON; TIME
AND KILLS. SELECT THE TIME LIMIT RADIO BUTTON TO DETERMINE A GAME’S END BY TIME,
AND SELECT THE KILL LIMIT RADIO BUTTON TO DETERMINE A GAME’S END BY KILLS. TYPE THE
VALUE (TIME LIMIT OR KILL LIMIT) INTO THE TEXT BOX.

THE GATHERING

ONCE ALL THE OPTIONS ARE SET IN THE SETUP m@ WW m

Players On Network Players In Game ———

NETWORK GAME DIALOG BOX, YOU THEN

[

GATHER IN OTHER PLAYERS IN THE GATHER
NETWORK GAME DIALOG.

SELECT PLAYERS FROM THE LIST ON THE LEFT OF

THE DIALOG. IF YOU HAVE A MULTI-ZONE

E¢'I

THE TOP OF THE PLAYER SELECTION LIST ALLOWING YOU TO ADD PLAYERS IN DIFFERENT

NETWORK, A ZONE POP-UP MENU WILL APPEAR AT

ZONES.

ONCE ALL THE PLAYERS HAVE BEEN ADDED PRESS THE OK BUTTON AND THE GAME WILL
BEGIN! “IN THE END THERE CAN BE ONLY ONE...”

UsSING THE MIGC

TO SEND A “LIVE” VOICE MESSAGE TO THE OTHER PLAYERS IN THE GAME, HOLD DOWN THE
MICROPHONE KEY (~) AND SPEAK INTO THE MICROPHONE. NOTE THAT THE SAMPLING RATE IS
VERY LOW, SO THE AUDIO WILL SOUND A LITTLE GARBLED (JUST LIKE IT IS ON MOST ALIEN
SPACESHIPS).

4 network.play
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PosT-GAME CARNAGE REPORT

AFTER EACH NETWORK GAME OF MARATHON INFINITY A POsST GAME CARNAGE REPORT IS
GENERATED. THE REPORT DISPLAYS DATA THREE WAYS!:

ToTAL CARNAGE
THIS GRAPH SHOWS EACH PLAYER’S KILLS AND DEATHS AND RANKS PLAYERS ACCORDING TO

THE RATIO OF KILLS TO DEATHS.

INDIVIDUAL CARNAGE

YOu CAN VIEW AN INDIVIDUAL’S PERFORMANCE BY SELECTING i_ﬁﬂfmml'ﬁ;% ﬁvﬁﬁmm@@f

THEIR NAME FROM THE POP UP MENU (YOU CAN ALSO CYCGLE | -

THROUGH THE GRAPHS WITH THE UP AND DOWN ARROW KEYS). —I_:
p—T =T R

THESE GRAPHS SHOW AN INDIVIDUAL’S PERFORMANGE AGAINST .
I_ E—

EACH OF THE PLAYERS LISTED. —

GAME TYPE STATS

THIS GRAPH SHOWS THE RELEVANT STATS FOR EACH GAME TYPE, | rouesns 15ty awm ncluding 4 suicidos

I.E. TOTAL TIME CARRYING THE BALL (FOR KiLL THE GUY WITH
THE BALL GAMES), OR TOTAL TIME “IT” (FOR TAG), ETC.

REPLAYS

MARATHON INFINITY HAS THE ABILITY TO RECORD GAMES AS FILMS FOR LATER PLAYBACK.
THE FILM IS JUST LIKE WATCHING A MOVIE OF A GAME OF MARATHON INFINITY. YOU CAN
FAST-FORWARD OR SLOW-MOTION AND YOU CAN SAVE THE FILM TO DISK FOR WATCHING LATER.
YOU ALSO HAVE THE ABILITY TO VIEW THE FILM FROM ANY PLAYER’S POINT OF VIEW (FOR A
NETWORKED GAME).

GAME RECORDING
EVERY TIME A NEW GAME IS STARTED, MARATHON INFINITY WILL RECORD THAT PLAY SESSION
INTO THE MARATHON INFINITY FILM BUFFER.

YOU CAN WATCH THE CONTENTS OF THE MARATHON INFINITY FILM BUFFER BY CLICKING
REPLAY LAST FILM ON THE MAIN MENU.

YOU CAN SAVE THE CONTENTS OF THE MARATHON INFINITY FILM BUFFER TO DISK AS A FILM
FILE (SO YOU CAN WATCH IT LATER, OR SHOW IT TO FRIENDS) BY CLICKING SAVE LAST FILM
ON THE MAIN MENU.

TO WATCH A FILM YOU HAVE SAVED TO DISK, CLICK REPLAY SAVED FILM ON THE MAIN MENU.

REPLAY OPTIONS
TO FAST-FORWARD DURING A REPLAY PRESS THE RIGHT BRACKET(]) KEY ON THE KEYBOARD.

TO SLOW DOWN THE PLAYBACK PRESS THE LEFT BRACKET ([) KEY.

TO CHANGE TO A DIFFERENT PLAYER’S POINT OF VIEW PRESS THE DELETE KEY.



TROUBLESHOOTING O troubleshooting

MARATHON INFINITY TELLS ME | CAN ONLY PLAY ON THE NETWORK, WHAT NOW?

YOU NEED TO THROW AWAY THE MARATHON INFINITY PREFERENCES FILE. THIS FILE IS IN THE
PREFERENGCES FOLDER WHICH IS INSIDE YOUR SYSTEM FOLDER. AFTER YOU DO THAT,
MARATHON INFINITY WILL RE-ASK YOU FOR A SERIAL NUMBER WHEN YOU LAUNCH IT NEXT.

MARATHON INFINITY IS CRASHING INEXPLICABLY!
THERE’S USUALLY A SIMPLE SOLUTION TO MYSTERY CRASHES. TRY THE FOLLOWING AVENUES
BEFORE YOU CALL US FOR TECH SUPPORT:

- ARE YOU RUNNING RAM DOUBLER, SPEED DOUBLER, AFTER DARK, VIREX, OR NOW
UTILITIES? IN GENERAL, IT’S BEST TO DISABLE ALL THIRD-PARTY EXTENSIONS AND CONTROL
PANELS BEFORE PLAYING MARATHON.

- ARE YOU RUNNING ON A STANDARD MAC, OR HAVE YOU ADDED THIRD PARTY HARDWARE?
CLOCK-CHIPPERS, ACCELERATOR BOARDS AND THIRD PARTY VIDEO BOARDS CAN CONFLICT
WITH MARATHON. TRY DISABLING OR REMOVING THEM AND SEE IF THE PROBLEM DISAPPEARS.

- ARE YOU RUNNING THE GAME STRAIGHT OUT OF THE BOX, OR HAVE YOU ADDED OR CHANGED
MAPS, SHAPES FILES, SOUND FILES, OR PHYSICS MODELS? SOME THIRD-PARTY ADD-ONS FOR
MARATHON DO NOT WORK WELL ON ALL MACHINES. TRY REINSTALLING A FRESH COPY OF THE
GAME.

- HAVE YOU TRIED TRASHING THE MARATHON INFINITY PREFERENCES FILE IN YOUR SYSTEM
FOLDER? CORRUPTED PREFS FILES CAN CAUSE A NUMBER OF PROBLEMS.

- YOU MIGHT ALSO WANT TO TRY ZAPPING YOUR PRAM (WHEN YOU START THE MAC UP, HOLD
DOWN COMMAND, OPTION, P AND R UNTIL THE MACHINE RESTARTS ITSELF). THIS CAN CLEAR

UP TYPE 11 ERRORS ON POWERMACS, AMONG OTHER THINGS.

WHY CAN’'T | ACCESS ALL OF THE OPTIONS IN MARATHON INFINITY'S PREFERENCES?

MOST OFTEN, IT'S BECAUSE OF A LACK OF MEMORY. QUIT OUT OF THE GAME, OPEN UP
THE MARATHON INFINITY INFO WINDOW (CLICK ONCE ON THE MARATHON INFINITY
APPLICATION TO HIGHLIGHT IT, THEN GO TO THE FILE MENU AT THE TOP OF THE
SCREEN AND PICK GET INFO), AND INCREASE PREFERRED MEMORY SIZE BY
1000K or s0O.

IF NETWORKING OPTIONS ARE UNAVAILABLE TO YOU, MAKE SURE APPLETALK
IS ENABLED IN YOUR CHOOSER AND RESTART. |IF SOME SOUND OPTIONS ARE
UNAVAILABLE, MAKE SURE YOU HAVE PROPERLY INSTALLED SOUND MANAGER
3.1 OR HIGHER.

| HAVE MORE QUESTIONS! HELP!

THE READ ME FILE ON THE MARATHON INFINITY CD-ROM HAS MORE
TROUBLESHOOTING QUESTIONS AND ANSWERS. YOU CAN ALSO VISIT OUR WEB SITE
AT WWW.BUNGIE.COM WHERE YOU CAN GET FREQUENTLY ASKED RUESTIONS
ANSWERED. |IF ALL ELSE FAILS E-MAIL US AT SUPPORT@BUNGIE.COM OR CALL OUR
TECH SUPPORT DEPARTMENT AT (312) 563-6200.



FORGE



FORGE IS THE POWERFUL MAP-MAKING TOOL USED BY BUNGIE TO CREATE LEVELS FOR
MARATHON, MARATHON 2, AND NOW MARATHON INFINITY. WE’VE INCLUDED FORGE WITH
MARATHON INFINITY SO THAT YOU CAN CREATE YOUR OWN FANTASTIC MARATHON WORLDS
AND SHARE THEM WITH FRIENDS OR UPLOAD THEM TO THE ‘NET.

FORGE USES A SIMPLE 2D PERSPECTIVE TO CREATE LINES, POLYGONS, AND TO PLACE
OBJECTS, SOUNDS, AND LIGHTS. |IT ALSO UTILIZES A CcOOL 3D PERSPECTIVE FOR TEXTURING,
ADJUSTING HEIGHTS, AND FINE TUNING THE MAP’S LOOK AND FEEL.

ALTHOUGH FORGE IS A COMPLICATED TOOL, IT IS EXTREMELY INTUITIVE AND EASY TO LEARN
(PROVIDED YOU’RE WILLING TO READ A LITTLE AND WATCH THE TUTORIALS WE’VE INCLUDED
ON THE CD-ROM). IN THE FOLLOWING PAGES WE’LL BE COVERING KEY DEFINITIONS AND
DESCRIPTIONS YOU’LL NEED TO GET FAMILIAR WITH (COMPUTER GEEKS LIKE US LOVE TO USE
WEIRD DEFINITIONS SO BEAR WITH US). LATER ON, WE’LL BE GOING THROUGH A FEW STEP-BY-
STEP TUTORIALS THAT’LL WALK YOU THROUGH THE MAP MAKING PROCESS. BUT FIRST, WATCH
THE FORGE TUTORIAL MOVIES INCLUDED ON THE INFINITY CD-ROM AND THEN COME BACK TO
THE TUTORIALS IN THIS MANUAL FOR MORE DETAILED INSTRUCTIONS.

KEY DEFINITIONS

LEVEL
A SINGLE ENVIRONMENT, WITH AN ENTRANCE AND EXIT, THAT USES A SINGLE TEXTURE
COLLECTION. DESIGNED FOR SINGLE OR MULTIPLAYER PLAY. ALSO KNOWN AS A MAP LEVEL.

NETWORK LEVEL

A SINGLE ENVIRONMENT, WITH AT LEAST A SINGLE ENTRANCE BUT WITHOUT A USER-ACTIVATED
EXIT, THAT USES A SINGLE TEXTURE COLLECTION. DESIGNED FOR MULTIPLAYER COMBAT,

WITHOUT SAVE STATIONS OR COMPUTER TERMINALS.

MAP

A COLLECTION OF LEVELS AND/OR NETWORK LEVELS THAT HAVE BEEN ‘MERGED’ INTO A
SINGLE, STAND ALONE COLLECTION.

MERGE (MERGING)

THE PROCESS OF STRINGING TOGETHER A COLLECTION OF LEVELS, LIKE THE MAP INCLUDED
WITH THE INFINITY APPLICATION. IN ADDITION, A MERGED MAP MAY CONTAIN TERMINAL TEXT,
TERMINAL PICTURES, AND FOR MARATHON INFINITY LEVELS, LEVEL SPECIFIC PHYSICS MODELS.

POLYGON

A LEVEL IN MARATHON IS BASICALLY A BUNCH OF POLYGONS CONNECTED TOGETHER. WHAT’S
A POLYGON, YOU ASK? WELL, THE TECHNICAL TERM IS, “A CLOSED FIGURE BOUNDED BY
THREE OR MORE LINE SEGMENTS.” FOR EXAMPLE, A TRIANGLE IS A POLYGON WITH 3 SIDES,
WHILE A SRQUARE IS A POLYGON WITH 4 EQUAL SIDES. A POLYGON IN MARATHON CAN HAVE A
MAXIMUM OF 8 SIDES (OCTAGON) AND A MINIMUM OF THREE (TRIANGLE). IN MARATHON,
THESE POLYGONS HAVE TO BE CONVEX (NOT CONCAVE). THIS MEANS THAT ALL ANGLES INSIDE
A GIVEN POLYGON MUST BE > 180 DEGREES. A GOOD WAY TO THINK ABOUT CONVEX
POLYGONS IS IF YOU TRIED TO PUT AN IMAGINARY RUBBERBAND AROUND A POLYGON AND THE
RUBBERBAND DOES NOT COMPLETELY TOUCH ONE OF THE SIDES, THEN THE POLYGON IS NOT
CONVEX. |IF THE RUBBERBAND TOUCHES ALL SIDES, THEN THE POLYGON IS CONVEX.

a introduction
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IN THE DIAGRAM BELOW, THE SECOND POLYGON IS NOT FILLABLE (A TERM DISCUSSED LATER)
BECAUSE IT IS NOT CONVEX. HOWEVER, BY ADDING A LINE (WHERE THE TWO DARK CIRCLES
ARE IN THE RIGHT DIAGRAM BELOW), YOU CAN MAKE TWO DIFFERENT POLYGONS THAT ARE
CONVEX.

FILLED UNFILLABLE FILLABLE

LINE

A LINE CONNECTS TWO VERTICES. LINES CAN BE EITHER SOLID, TRANSPARENT, OR EMPTY.
PLAYERS CANNOT PASS THROUGH SOLID SIDES. |F A LINE IS TRANSPARENT, YOU CAN SEE
AND WALK THROUGH IT. |IF A LINE IS EMPTY, THEN THERE’S NO TEXTURE ON IT.

VERTEX (PL. VERTICES)
A VERTEX IS A POINT AT EITHER END OF A BOUNDING LINE THAT DEFINES THE EDGE OF A
POLYGON. EVERY LINE HAS TWO VERTICES.

PLATFORM

A PLATFORM IS A POLYGON WHICH HAS THE ABILITY TO MOVE UP AND/OR DOWN. A PLATFORM
MAY BE ONE OF TWO TYPES: DOORS ARE SPECIAL TYPES OF PLATFORMS AND CAN BE OPENED
AND CLOSED BY THE ACTION KEY, OR A PLATFORM, WHICH IS A MOVABLE POLYGON WHICH THE
PLAYER CAN STAND ON AND BE TRANSPORTED UP OR DOWN.

DRAW MODE

FORGE HAS TwWO EDITING MODES. DRAW MODE IS FORGE’S 2D REPRESENTATION OF A MAP.
THIS LOOKS SIMILAR TO THE MAP VIEW IN THE GAME WHEN THE PLAYER PRESSES ‘M’ EXGCEPT
THAT ADDITIONAL INFORMATION IS AVAILABLE.

VISUAL MODE

VISUAL MODE, FORGE’S SECONDARY MODE, USES A 3D REPRESENTATION OF THE WORLD
WHICH IS SIMILAR TO PLAYING THE GAME. IN THIS MODE THE WEAPONS MANIFEST IS
REPLAGCED BY A PALETTE CONTAINING THE CURRENT TEXTURE COLLECTION. FURTHERMORE,
THE MOUSE CAN BE USED TO PLACE AND MOVE TEXTURES AROUND ON THE SIDES OF
POLYGONS. LASTLY, THERE ARE NO MONSTERS OR WEAPONS VISIBLE, THOUGH SCENERY WILL
BE DISPLAYED.



MENU DESCRIPTIONS 4 menvu.descriptions

FILE MENU

NEW LEVEL File

CREATES A NEW LEVEL. New Level... 3N
Open... #0
OPEN
Close W

ALLOWS YOU TO OPEN AN EXISTING LEVEL OR MAP. A
Save Scenario S

CLOSE Sare Scenario As...

CLOSES THE CURRENT FILE.
Merge Levels...

SAVE SCENARIO Export Level...

ALLOWS THE CURRENT LEVEL TO BE SAVED. MERGED MAPS CANNOT

Ouit 30

BE EDITED AND SAVED.

SAVE SCENARIO AS...
ALLOWS THE CURRENT LEVEL TO BE SAVED UNDER A DIFFERENT NAME.

MERGE LEVELS...
COMPILES INDIVIDUAL LEVELS INTO A SINGLE MAP FILE.

EXPORT LEVEL...
ALLOWS A LEVEL TO BE EXPORTED FROM A PREVIOUSLY MERGED MAP FILE. THIS PROCESS

EXTRACTS ONLY THE LEVEL AND NOT TERMINAL TEXTS OR THE EMBEDDED PHYSICS MODEL.

QuiT
QuUITS FORGE.

EDIT MENU
| Edit |

Undo 2
UNDO
WILL UNDO THE MOST RECENTLY PERFORMED ACTION. El.lt SEH
Copy 3#C
PREFERENCES... PﬂStE SEU
THERE ARE THREE PREFERENCES IN THIS SECTION. GRAPHICS LETS Elear
YOU MODIFY VISUAL MODE RESOLUTIONS AND BRIGHTNESS. KEY
SETTINGS ALLOWS YOU TO MODIFY KEYBOARD SETTINGS. COLORS Preferences ’
LETS YOU CHANGE THE MOST PROMINENT COLORS USED IN DRAW HESEt Preferences

MODE.

LEVELS MENU

THIS MENU WILL DISPLAY THE NAME OF THE CURRENTLY ACTIVE LEVEL. IN AN UNMERGED
LEVEL THIS WILL BE JUST ONE NAME. HOWEVER, IN A MERGED MAP YOU CAN NAVIGATE
BETWEEN INDIVIDUAL LEVELS. 25
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VIEW MENU

DRAW MODE
SWITCHES TO THE 2D OVERHEAD MAP VIEW. ALL POLYGON CREATION AND OBJECT
PLACEMENT IS DONE IN THIS MODE.

VISUAL MODE m
SWITCHES TO THE 3D VIEW. TEXTURE PLAGCEMENT, ALIGNMENT, AND

HEIGHT ADJUSTMENTS ARE DONE IN THIS MODE. \/Drﬂm 3€|]
Disual #1

ELEVATION ]

SHOWS A 2D VIEW OF CEILING AND FLOOR ELEVATIONS BY COLOR EIEUﬂtlun ’
Textures 2

CODING HEIGHTS. ELEVATIONS MAY RANGE FROM -9 W.U. TO +9 W.U.

Folygon Type

TEXTURES )

ALLOWS YOU TO MODIFY FLOOR AND CEILING TEXTURES. I‘!ghts ’
Liquids
Sounds 2

POLYGON TYPE
USED TO ASSIGN SPECIFIC VALUES TO POLYGONS (IE. MONSTER IMPASSIBLE, HILL, ETC.).

LIGHTS
SHOWS CEILING, FLOOR AND LIQUID LIGHT INTENSITIES. ALSO ALLOWS THESE SETTINGS TO
BE EDITED AND NEW LIGHT TYPES TO BE DEFINED.

LIQUIDS
THE LIQUIDS MENU LETS YOU CREATE AND EDIT NEW LIQUID TYPES AND ASSIGN THEM TO

POLYGONS.

SOUNDS
HERE YOU CAN CREATE AND EDIT NEW LIQUID TYPES AND ASSIGN THEM TO POLYGONS.

SPECIAL MENU

ZooM IN/ZooMm OuT

ALLOWS THE VISIBLE LEVEL AREA TO BE ENLARGED OR REDUCED.

MAP MANAGER

THIS PALETTE LETS YOU CUSTOMIZE SOME DRAW MODE PARAMETERS. THE OPTIONS ARE:

[ : : Map Manager
GRID SIZE Grid Size:| 1/2%World ¥

SELECTS THE RESOLUTION OF THE GRID. [ visplay Grid
E Constrain To Grid

E Show Monsters

DISPLAY GRID B2 Show Objects

TOGGLES THE GRID ON OR OFF. EShowScenerg
E Show Players
EShowGoa]s

CONSTRAIN TO GRID <] show Sounds

THIS WILL CONSTRAIN ALL LINE VERTICES TO THE CURRENTLY B<] Shew annotations

DISPLAYED GRID. |T ONLY CONSTRAINS WHEN YOU CREATE A NEW Bx] Wisua1 Mode Crosshairs

LINE, NOT WHEN YOU MOVE IT.



SHOwW MONSTERS, ETC
THESE CHECKBOXES ALLOW YOU TO TOGGLE OBJECTS AND ANNOTATIONS ON OR OFF
IN 2D MODE.

ViISUAL MODE CROSSHAIRS

THE CROSSHAIRS ARE USED AS A VISUAL AID TO PLACE TEXTURES IN 3D MODE (WHEN
USING THE SPACE BAR). THIS CHECKBOX ALLOWS YOU TO TOGGLE THE CROSSHAIR ON
OR OFF.

VIEW HEIGHT WINDOW

i1 Hedght windowe
THESE TWO VERTICAL SLIDERS CONTROL THE CURRENTLY VISIBLE FLOOR TO =

CEILING REGION. IF A LEVEL HAS A LOT OF OVERLAPPING POLYGONS AT
DIFFERENT HEIGHTS, THIS FEATURE LETS YOU ISOLATE THE VIEW TO SHOW
ONLY THE POLYGONS YOU’RE WORKING ON. 9.00

GoTo...
SOMETIMES AN ERROR MESSAGE WILL INDICATE THAT A SPECIFIC POLYGON IS

CONVEX OR THAT SOMETHING ELSE IS WRONG. THE ERROR MESSAGE WILL

=

INDICATE THE OFFENDING POLYGON BY ITS NUMBER. USE THE GOTOD Floor  Ceiling

COMMAND TO QUICKLY LOCATE THAT POLYGON, LINE OR VERTEX. [ Show Hidden Vertises

SET LEVEL PARAMETERS

THIS ALLOWS YOU TO MAKE CHANGES TO A LEVEL’S PARAMETERS. HERE YOU CAN CHANGE
TEXTURE COLLECTIONS, LANDSGCAPES, ETC. THE DIALOG WILL ALSO INDICATE WHETHER OR
NOT THE CURRENT LEVEL IS COMPATIBLE WITH BOTH MARATHON 2 AND MARATHON INFINITY
OR JUST MARATHON INFINITY.

SET ITEM PARAMETERS

ALLOWS THE NUMBER, FREQUENCY AND RANDOMNESS OF PLACED OBJECTS TO BE EDITED.

SET MONSTER PARAMETERS
ALLOWS THE NUMBER, FREQUENCY AND RANDOMNESS OF MONSTERS TO BE EDITED.

RECENTER LEVEL
THIS COMMAND WILL TAKE YOUR ENTIRE MAP AND PHYSICALLY RECENTER IT TO THE MAP.

PAVE LEVEL

WILL TAKE THREE GENERIC TEXTURES FROM THE CURRENT COLLECTION AND TEXTURE ALL
POLYGONS IN THE LEVEL. ONE TEXTURE FOR THE FLOOR, ONE FOR THE CEILING, AND ONE
FOR THE WALLS.

NUKE OBJECTS ONLY
WILL REMOVE ALL OBJECTS FROM THE LEVEL.

NUKE & PAVE LEVEL

THIS WILL REMOVE ALL TEXTURES AND OBJECTS FROM THE MAP (BUT NOT LIQUIDS). IF YoOu
WANT TO IMPORT MAPS CREATED IN PFHORTE (A SHAREWARE MARATHON LEVEL EDITOR), YOU
NEED TO NUKE AND PAVE THE MAP BEFORE WORKING WITH IT IN FORGE. THIS WILL ELIMINATE
MOST MAP INCOMPATIBILITIES.

4 menvu.descriptions
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THE TOOLS

THESE TOOLS ARE AVAILABLE FROM THE TOOLS PALETTE IN DRAW MODE. KEYBOARD

SHORTCOUTS ARE IN PARENTHESIS.

ARROW (A)
USED TO SELECT VERTICES, LINES, POLYGONS AND OBJECTS. DOUBLE-CLICK ON A

h

VERTEX OR LINE TO MAKE EVEN FINER ADJUSTMENTS.

LINE TooL (L)
‘:\\.:, USED TO DRAW POLYGON OUTLINES.

FiLL TooL (F)
FILLS THE POLYGON CREATED WITH THE LINE TOOL. THIS ASSIGNS THE POLYGON

O

DEFAULT FLOOR AND CEILING ELEVATIONS AND TURNS IT INTO A VALID 3D SPACE.

PoLycoN TooL (P)
USED TO CREATE GENERIC POLYGON OUTLINES WITH A FIXED NUMBER OF SIDES.
NOTE: THE VERTICES GENERATED

AN

BY THIS TOOL AREN’T LINKED TO ANY OUTSIDE OF THIS POLYGON SO THEY HAVE TO BE

MANUALLY CONNECTED TO OTHER POLYGONS.

HAND TooL (D)
DRAGS THE VISIBLE REGION OF THE LEVEL. HOLD DOWN THE SPACEBAR IN ANY TOP-

&

DOWN VIEW MODE TO CHANGE THE CURRENT TOOL INTO THE HAND TOOL.

ZooMm TooL (2Z)
ZOOMS THE MAP IN LARGE INCREMENTS. HOLD DOWN THE OPTION KEY TO ZOOM BACK

&)

ouT. CoOMMAND + AND COMMAND - ALSO ZOOM THE MAP IN AND OUT BUT IN MUCH SMALLER

INCREMENTS.

TEXT TooL (T)
PLACES TEXT NOTES INSIDE THE CURRENT POLYGON. THIS TEXT WILL BE VISIBLE FROM

T

WITHIN THE GAME WHEN THE USER VIEWS THE MAP. IT’'S USED TO NAME ROOMS OR REGIONS

OF A LEVEL. TO MODIFY EXISTING ANNOTATIONS, DOUBLE-CLICK ON THEM WITH THE ARROW.

OBJECT TOOL (O)
PLACES OBJECTS ON THE MAP. OBJECTS INCLUDE ITEMS, PLAYER LOCATIONS,

MONSTERS, FIXED SOUND SOURCES, SCENERY, AND LEVEL GOALS.



SETTING UP BAsIC MAP PARAMETERS a set-up

THE LEVEL PARAMETERS DIALOG SHOWS WHETHER OR Level Parameters

NOT A LEVEL IS COMPATIBLE WITH MARATHON 2 AND Level Name:|Sph’ne
r~ Envirenment Type
MARATHON INFINITY OR JUST INFINITY. YOUR MAP IS Environment: ] vseuum
COMPATIBLE ONLY WITH INFINITY IF YOUR MAP: USES [ Rebellion
Landseape: [_Daytime Lho | | [ Low sravity

THE JJARDO TEXTURE COLLECTION, CONTAINS VACUUM [ Magnetic
BoBs, THE SMG, orR SMG AMMO. [ Game Type .

| : ~Mission Type

gESmg]eP]ager D -

! E Multiplayer Cooperative D E:t:::ltr;::on
D pTI D N S ! E FMultiplayer Carnage D Refrieva]

| B King of the Hil [ Repair

| B kit the Man with the Ball [ Rescus

L
ENVIRONMENT Thiz rap is both M2 and M-Infinity compatible.

THIS SELECTS THE TEXTURE SET FOR THE LEVEL. THE

AVAILABLE SETS ARE: WATER, LAVA, SEWAGE, JJARO
AND PFHOR. YOU CAN CHANGE TEXTURE COLLECTIONS AT ANYTIME DURING YOUR MAP
MAKING PROCESS BY CHANGING THE ENVIRONMENT.

LANDSCAPE
SETS THE BACKGROUND IMAGE (SKY) FOR THE ENTIRE LEVEL.

GAME TYPE
THIS SETS THE GAME PLAY OPTIONS FOR THE MAP.

ENVIRONMENT TYPE

VACUUM

IN A VACUUM LEVEL, THE PLAYER USES HIS INTERNAL OXYGEN SUPPLY (WHICH WILL
DIMINISH OVER TIME), AND ONLY THE PISTOL, FUSION PISTOL, SMG, SHOTGUN, AND
ALIEN WEAPON WORK.

REBELLION

SOME MONSTERS, SUCH AS THE COMPILERS, WILL FIGHT ON THE SIDE OF THE PLAYER.
THE PLAYER ALSO STARTS OUT WITH NO WEAPONS AND LOW HEALTH, AND IN "HANDS-
DOWN’ MODE. REBELLIOUS ALIENS ARE SET BY CHANGING THE PHYSICS MODEL FOR
THAT LEVEL WITH ANVIL.

Low GRAVITY
GRAVITY IS LOW. DUH.

MAGNETIC
THE MOTION SENSOR IS INOPERATIVE MOST OF THE TIME AND GIVES FALSE READINGS.

MISSION TYPE

EXTERMINATION
THE PLAYER MUST KILL EVERYTHING.

EXPLORATION
THE PLAYER MUST EXPLORE ALL POLYGONS LABELED AS ‘MUST BE EXPLORED’. 29



a tutorial.one

30

RETRIEVAL
THE PLAYER MUST FIND ITEMS, IE. ALL THE UPLINK CHIPS AND S’PHT KEYS PLAGED
ON THE MAP.

REPAIR
THE PLAYER MUST RESET ALL SWITCHES FLAGGED AS REPAIRABLE.

RESCUE
THE PLAYER MUST MAKE SURE THAT 50% OF THE CIVILIANS (BOB’S) SURVIVE.

TUTORIAL ONE: A SIMPLE TWO-POLYGON ROOM

IN THIS SECTION WE’LL BE CREATING OUR FIRST TwWO POLYGON ROOM. YOU’'LL FIND THAT
MAKING A LEVEL IS NEARLY AS FUN AND CHALLENGING AS PLAYING IT. USING THE 2D DRAW
MODE WE'LL BE CREATING TWO INTERCONNECTED POLYGONS, AND THEN “FILL” THEM TO MAKE
A VALID 3D sSPACE. WE’LL THEN GO INTO THE 3D VISUAL MODE TO TEXTURE OUR NEWLY-
CREATED ROOM.

WORLD UNITS EXPLAINED

IN MARATHON AND FORGE, THE COMMON UNIT OF MEASUREMENT IS THE WORLD UNIT (WU).
IN THE REAL WORLD, A WORLD UNIT WOULD BE ABOUT 2 METERS. LET'S TAKE A CLOSER
LOOK AT SOME DIMENSIONS IN MARATHON...

MAPS IN MARATHON CAN BE UP TO 64 WU X 64 WU IN AREA. HEIGHTS CAN RANGE FROM -9
WU TOo +9 WU. THIS MEANS YOU GET A VOLUME OF 64 X 64 X 18 = 73,000 cuBIC WORLD

UNITS OR ABOUT 590,000 cuBIC METERS TO PLAY AROUND WITH IN FORGE. THAT'S A LOT OF
SPACE!

ALL TEXTURES ARE 1 WU X TWU. ToO AvOID OBVIOUS SEAMS BETWEEN THE WALLS AND
FLOOR, MOST CORRIDORS IN MARATHON ARE 1 WU TALL AND 1 WU WIDE. THE PLAYER,
WHICH 1S 0.8 WU TALL, CAN EASILY GO BLASTING DOWN THESE CORRIDORS. THE HIGHEST
STEP WHICH THE PLAYER CAN CLIMB PER STEP IS ABOUT 0.2 WU TALL.

WHEN A MAP IS CREATED, FORGE DISPLAYS A WINDOW WITH WHAT LOOKS LIKE A BLANK PIECE
OF GRAPH PAPER. EVENLY SPACED ON THE GRID THERE ARE VERTICES SLIGHTLY DARKER
THAN THE OTHERS, THESE ARE THE BOUNDING CORNERS OF RECTANGLES THAT ARE EXACTLY
ONE WU IN SI1ZE. THE RESOLUTION OF THE MAP’S GRID CAN BE CHANGED BY USING THE GRID
MANAGER (IN THE SPECIAL MENU) OR ALTERNATIVELY THROUGH USE OF THE NUMERIC KEYS 1
THROUGH 5. PRESSING 1 WILL GIVE A GRID SIZE OF 1/8TH WU AND 5 A siIZE OF 2 WUs.

LET'S MAKE A LEVEL!

OPEN FORGE AND CREATE A NEW LEVEL (SELECT THE NEwW LEVEL MENU ITEM OR TYPE
CoMMAND-N). NEXT, GIVE YOUR LEVEL A NAME AND SELECT AN ENVIRONMENT AND
LANDSCAPE. FINALLY, CLICK ON THE MULTIPLAYER CARNAGE CHECKBOX SINCE WE'LL BE
CREATING A NETWORK LEVEL. THAT’S IT, NOW HIT THE OK BUTTON.



You"LL BE PRESENTED WITH A LARGE SIZE GRID. GO TO THE TOOL BAR AND SELECT THE LINE
TOooL. NOWw, CLICK AND HOLD AT ANY VERTEX ON THE GRID AND DRAG THE LINE TO THE NEXT
DARK VERTEX SO THAT THE LINE IS 1T WU IN LENGTH. NOTICE THAT THE LINE JUST DROPPED
HAS A RED POINT AT EACH END; THESE ARE THE VERTICES. CONTINUE CREATING LINES UNTIL
A SQRQUARE IS CREATED. THE OUTLINE SHOULD LOOK SOMETHING LIKE THIS:

| = [ [ 1

NoOw COMES THE MOST IMPORTANT STEP: SELECT THE FILL TOOL FROM THE PALETTE AND
CLICK INSIDE THE POLYGON OUTLINE YOU’VE JUST CREATED. IT WILL FILL THE NEWLY-CREATED
OUTLINE, TURNING ITS INSIDES WHITE AND MAKING IT A VALID SPACE IN THE 3D WORLD. |IF
ALL GOES WELL IT SHOULD TURN WHITE.

TO FILL PROPERLY A POLYGON MUST BE CONVEX. THAT MEANS ALL ITS INTERNAL ANGLES
HAVE TO BE LESS THAN 180 DEGREES. |IT ALSO CANNOT HAVE MORE THAN EIGHT VERTICES.
TO BUILD LARGER ROOMS OR POLYGON SHAPES, MAKE THEM 0OUT OF MULTIPLE SMALLER
POLYGONS. ALSO, KEEP IN MIND THAT YOU CANNOT CONNECT TWO LINES TOGETHER BY
DRAGGING THE VERTEX OF ONE LINE ONTO THE OTHER. FOR EXAMPLE, IF YOU CREATE TwO
PARALLEL LINES (THAT ARE NOT CONNECTED TO EACH OTHER IN ANY WAY) AND TRY TO DRAG
THE VERTEX OF ONE LINE ONTO THE VERTEX OF THE OTHER LINE, THE POINTS WILL NOT
CONNECT.

IF YOU SELECT ONE OF THE VERTICES OF THE SQUARE YOU JUST BUILT AND DRAGGED IT
TOWARDS THE DIAGONALLY OPPOSITE CORNER, YOU’LL NOTICE THAT A RED STRIPED TEXTURE
WILL APPEAR IN THE POLYGON. THIS MEANS THAT THE POLYGON IS NOW CONCAVE (NON-
CONVEX). WHEN YOU ATTEMPT TO SAVE A MAP THAT HAS A CONCAVE POLYGON OR SWITCH
VIEW MODES, FORGE WILL BRING UP A DIALOG WITH THE POLYGON’S ID NUMBER. WHEN YOU
HIT OK, IT WILL GOTO THAT POLYGON AND SELECT IT FOR YOU. HERE YOU CAN FIX THE
POLYGON.

NOW THAT THE FIRST POLYGON HAS BEEN FILLED, THE TEMPTATION MIGHT BE TO GO INTO
VISUAL MODE AND SEE WHAT IT LOOKS LIKE. ALL MOVEMENT IN MARATHON IS BASED ON THE
CONNECTIVITY BETWEEN POLYGONS. |F YOU EVER DROP THE PLAYER INTO A ROOM WITH NO
ADJACENT POLYGONS, WEIRD THINGS WILL HAPPEN...TRY IT AND SEE!

ONCE A POLYGON HAS BEEN FILLED, NEW LINES CAN ONLY BE ATTACHED TO ITS VERTICES,
NOT ALONG ONE OF ITS SIDES. GO AHEAD AND ADD ANOTHER POLYGON ADJACENT TO YOUR
SRAUARE. |IT SHOULD LOOK SOMETHING LIKE THIS:

a futorial.one
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ONCE FILLED THIS NEW POLYGON WILL CONNECT WITH THE FIRST ONE AS LONG AS THEY
SHARE A COMMON SIDE. BEFORE YOU CAN GO INTO VISUAL MODE YOU WILL NEED TO CREATE
A STARTING POSITION (OR ENTRY POINT FOR THE PLAYER). SELECT THE OBJECT TOOL (SKULL)
AND CLICK IN ONE OF YOUR POLYGONS. THE EDIT OBJECT DIALOG WILL APPEAR:

Edit Object :

NOW ENTER VISUAL MODE BY SELECTING IT FROM THE VIEW MENU OR Group: [ e ]
BY PRESSING COMMAND-1. YOU CAN ALSO CHOOSE WHERE YOU WANT Type:

TO GO INTO VISUAL BY COMMAND-CLICKING ON THE MAP. THE X THAT
APPEARS WHERE YOU CLICKED WILL BE YOUR ENTRY POINT.

AND... wOW! EVERYTHING IS WHITE. THAT’S BECAUSE YOUR NEWLY
CREATED ROOM DOESN’T HAVE ANY TEXTURES IN IT.

Facing

A Height: 0.00
e[ ey
IN VISUAL MODE, THE TOP TWO-THIRDS OF THE SCREEN SHOW THE [ From Cefting
SAME 3D DISPLAY YOU wOULD SEE IN THE GAME. INSTEAD OF A

WEAPONS MANIFEST, THE BOTTOM THIRD IS A TEXTURE PALETTE. A RED

SQUARE SURROUNDS THE CURRENTLY SELECTED TEXTURE. THE FIRST

FIVE TEXTURES ARE SWITCH, TERMINAL AND PATTERN BUFFER TEXTURES. THE REST ARE
POLYGON TEXTURES AND THE LAST ONE IS THE LANDSCAPE TEXTURE (IF IT IS SELECTED IN
THE LEVEL PARAMETERS DIALOG).

PICK ONE OF THE NORMAL TEXTURES AND CLICK ANYWHERE IN THE WHITE SPACE IN THE 3D
VIEW WINDOW WITH THE MOUSE. THAT TEXTURE IS NOW APPLIED TO THE POLYGONAL SURFACE
WHERE THE MOUSE IS. REPEAT THIS UNTIL ALL THE WHITE SPACE IS GONE. |IT SHOULD NOW
LOOK VERY MUCH LIKE A REGULAR LEVEL. FORGE USES THE SAME MOVEMENT KEYS AS THE
GAME, SO MOVE AROUND AND FILL ALL REMAINING WHITE POLYGON SIDES.

THERE ARE SEVERAL IMPORTANT COMMANDS AVAILABLE IN VISUAL MODE. OCLICKING WITH THE
MOUSE PLACES A TEXTURE. DRAGGING A TEXTURE TO ALIGN IT IS AS SIMPLE AS DRAGGING
THE MOUSE ON THE TEXTURE TO BE MODIFIED. HOWEVER, IF A WALL TEXTURE IS THE SAME
ACROSS SEVERAL CONNECTED POLYGON SIDES THEN ALL SIMILAR TEXTURES WILL BE MOVED
ALONG WITH THE ONE CURRENTLY SELECTED. MOST OF THE TIME THIS IS THE WAY EDITING IS
SUPPOSED TO WORK. HOWEVER, THE FOLLOWING COMMANDS WILL CHANGE THE NATURE OF
HOW TEXTURING WORKS!:

SPAGCEBAR

WORKS JUST LIKE A MOUSE CLICK TO PLACE THE CURRENT TEXTURE ON AN ADJACENT
POLYGON. THE DIFFERENCE IS THAT THE SPACEBAR PLAGCES A TEXTURE ONTO THE POLYGON
NEAREST THE CENTER OF THE SCREEN.

CAaPS LoOck

THIS KEY SELECTS THE HEIGHT ADJUSTMENT MODE AND INDICATES IT BY TURNING THE
BORDER OF THE 3D VIEW RED. THIS MODE ALLOWS THE MOUSE TO MOVE FLOORS OR
CEILINGS UP OR DOWN IN INCREMENTS OF 0.05 WUsS. JUST GCLICK AND HOLD THE MOUSE
BUTTON DOWN ON THE FLOOR AND DRAG THE MOUSE UP OR DOWN TO SEE THIS IN ACTION.

JuMP KEY (KEYPAD 9)
TO GET TO THOSE AWKWARD PLACES...




SHIFT-CLIGK 4 futorial.one
PLACES THE TEXTURE ON THE NEAREST LINE RATHER THAN ON A POLYGON SIDE. |F YOU USE

A SEMI-TRANSPARENT TEXTURE, SUCH AS A GRATING, THEN IT WILL LOOK LIKE A WINDOW. IF

YOU WANT TO ERASE THIS TRANSPARENT TEXTURE, DOUBLE-CLICK ON THE LINE IN DRAW MODE

AND CHECK THE ”"EMPTY” BOX.

OPTION-CLICK
SAMPLES THE TEXTURE AND LIGHT FROM THE SELECTED POLYGON.

CONTROL-DRAG
RETEXTURES THE SELECTED SURFACE AND LETS YOU ALIGN IT INDEPENDENTLY OF THE
ADJACENT WALLS.

CoMMAND-DRAG
DRAGS INDIVIDUAL POLYGON TEXTURES BUT RETAINS ITS TEXTURE/LIGHT SETTING. IF THE
WALL IS UNTEXTURED, THE CURRENT TEXTURE WILL BE APPLIED TO THE WALL.

SHIFT-OPTION-CLICK
LIKE OPTION-CLICK BUT FOR THE NEAREST LINE.

SHIFT-CONTROL-DRAG
LIKE CONTROL-DRAG BUT FOR THE NEAREST LINE.

SHIFT- COMMAND-DRAG
LIKE COMMAND-DRAG BUT FOR THE NEAREST LINE.

CONTROL-COMMAND-DRAG
DRAGS AN INDIVIDUAL TEXTURE, RETAINING ITS TEXTURE/LIGHT SETTINGS.

SHIFT-CONTROL-COMMAND-DRAG
LIKE CONTROL-COMMAND-DRAG BUT FOR THE NEAREST LINE.

F5 FuNCcTION KEY
TOGGLES BETWEEN HIGH-RESOLUTION AND LOW RESOLUTION MODE.

IN ADDITION, THERE ARE TWO POP-UP MENUS, LIGHT AND TEXTURE MODE, AT THE TOP OF THE
TEXTURE PALETTE. THE LIGHT POP-UP MENU IS USED TO ASSIGN LIGHT INTENSITIES TO
TEXTURES ON WALLS, CEILINGS, AND FLOORS (MORE ON HOW TO CREATE YOUR OWN LIGHTS
LATER). THE TEXTURE MODE POP-UP MENU OFFERS SEVERAL OPTIONS THAT CONTROL THE
WAY TEXTURES BEHAVE.

TUTORIAL ONE IS NOW COMPLETE. SAVE THIS LEVEL AND PREPARE FOR TUTORIAL TwO. IN

THE TUTORIAL FOLDER ON THE MARATHON INFINITY CD-ROM THERE’S A MAP NAMED
TUTORIAL ONE WHICH SHOULD BE ALMOST IDENTICAL TO THE ONE YOU’VE JUST CREATED.

33
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TUTORIAL TWO: WINDOWS AND PLATFORMS

THIS TUTORIAL WILL INTRODUCE CEILING AND FLOOR HEIGHTS, AS WELL AS BASIC USES OF
PLATFORMS FOR THE CREATION OF DOORS AND ELEVATORS. THE LEVEL TUTORIAL 1 IN THE
TUTORIAL FOLDER ON THE MARATHON INFINITY CD-ROM CAN BE USED AS A BASE FOR THIS
TUTORIAL.

MAKING A WINDOW

OPEN THE TUTORIAL 1T MAP OR YOUR OWN LEVEL. FROM ANY OF THE TWO POLYGONS
PREVIOUSLY CREATED CONNECT A SMALL SQUARE POLYGON TO THESE TWO VERTICES SO THAT
THE LEVEL MAP LOOKS LIKE THIS!

HE)

FILL THIS NEW POLYGON AND ADD A LARGER POLYGON ON ITS OPPOSITE SIDE TO MAKE A
ROOM INTO WHICH THE PLAYER CAN SEE. GO INTO VISUAL MODE AND TEXTURE EVERYTHING.
FOR NOW THE POLYGON WHICH WE WILL TURN INTO A WINDOW LOOKS LIKE A DOORWAY,
BECAUSE IT USES THE SAME FLOOR AND CEILING HEIGHT AS THE OTHER POLYGONS AROUND
IT. TO MAKE IT A WINDOW WE NEED TO CHANGE THESE HEIGHTS.

FLOOR AND CEILING HEIGHTS CAN RANGE FROM -9 TO +9 WUS. THE

DEFAULT FLOOR HEIGHT IS O AND THE DEFAULT CEILING HEIGHT IS 1. TO m m
CREATE OUR WINDOW WE’LL NEED TO CREATE TWO NEW HEIGHTS, ONE FOR

THE FLOOR AND ONE FOR THE CEILING. USING THE ELEVATION - FLOOR

MENU YOU CAN CREATE NEW FLOOR HEIGHTS.

NEXT TO THE RED SQUARE IN THE ELEVATIONS PALETTE IS A WHITE SRQUARE WITH A GRAY
BORDER. DOUBLE-CLICK ON THIS RECTANGLE TO CREATE A NEW FLOOR HEIGHT AND TYPE IN
0.50. NOoOw CcLICK ON THE POLYGON WE WANT TO MAKE INTO A WINDOW. YOU’VE JUST
CHANGED THE HEIGHT OF THE FLOOR TO 0.50. TO CHANGE THE CEILING HEIGHT OF THE
WINDOW, GO TO THE ELEVATION - CEILING MENU AND CREATE A NEW CEILING HEIGHT. THIS
TIME ENTER THE NUMBER 0O0.80. ONCE AGAIN, CLICK ON THE WINDOW POLYGON. THE WINDOW
WILL NOW HAVE A FLOOR HEIGHT OF O0.50 AND A CEILING OF .80. NOW GO INTO VISUAL
MODE AND TEXTURE THE SIDES OF THE WINDOW.




MAKING A DOOR
NEXT WE’'LL CREATE A PLATFORM POLYGON WHICH WILL BECOME OUR DOOR. CREATE A NEW

SET OF THREE POLYGONS IN THE SAME WAY AS ABOVE (TWO LARGE POLYGONS WITH A SMALL
POLYGON IN BETWEEN THEM). ALL DOOR TEXTURES IN FORGE ARE 1X1 WUS IN HEIGHT AND
WIDTH SO IT'’S A GOOD IDEA TO MAKE THIS POLYGON 1 WU WIDE AND ABOUT 1/4 WUS THICK;
THIS IS THE SIZE OF A STANDARD MARATHON DOOR.

ONCE THESE POLYGONS HAVE BEEN FILLED AND TEXTURED, CLICK ON THE SMALL POLYGON
WITH THE ARROW. THIS WILL BRING UP A FLOATING WINDOW LABELED “EDIT POLYGON.”

NOW SELECT PLATFORM FROM THE TYPE POP-UP MENU. THEN CLICK ON THE PLATFORM
PARAMETERS BUTTON. YOU’LL BE PRESENTED WITH A RATHER SCARY-LOOKING DIALOG LIKE
THIS!

Platform Parameters

UNDER THE TYPE POP-UP MENU, SELECT A Tupe: [_EphFlatt ] [ AutaCale Min Height [ Pratform is a Door
DOOR TYPE. THE MAIN DIFFERENCE BETWEEN A gaseatn:[ 7] in Helght:

(Ll f5ee) [ sutocate Max Height

{seconds] Ilax Height : - Extends : ————
| @ From Floar

CAN ACTIVATE A DOOR BY USING THE ACTION | "
nitially : [ Controliable By: 1 - When it Hits Obstruction Ft:— | (Z From Ceiling
KEY | [ astive | Opisyers —‘ | Ocauses bamage —‘ | 3 Fram Bath
ed

PLATFORM AND A DOOR IS THAT THE PLAYER

| [ Exctend ‘ [ atiens I [ Reverses Direction | [ Fleor to Ceiling

- Activates: ~Deactivates: :

! (& !

| onty anee | o Never | O can't eactivate Externally

|17 activates Ta | (2 At Eash Level | .

|0 9 [ Uses Hative Polygon Heights
THE FOLLOWING PARAMETERS CAN BE CHANGED | activates Adgasent Frattorm EOM,N,EWLNM |

| i | | [ petay Before activation
IN THIS WINDOW: | O peastivates adjavent Platform | | [] activates Tag | poesnt activate Parent

QD Adjacent at Each Level | (D peactivates adjacent Platform | | [] Contracts Slower

Tags:[[0__+] | O #etivates adjacent Flatform | | [ Lacked Doar
| secret

INITIALLY Hald dowen command key when changing Type to keep curvent settings

ACTIVE
THE PLATFORM STARTS OUT MOVING.

EXTENDED
THE PLATFORM STARTS IN ITS FULLY EXTENDED POSITION.

CONTROLLABLE BY

PLAYERS
THE PLAYER CAN OPEN OR ACTIVATE THE PLATFORM.

ALIENS
MONSTERS CAN OPEN OR ACTIVATE THE PLATFORM.

WHEN IT HITS OBSTRUCTION IT
THIS DETERMINES THE PLATFORM’S BEHAVIOR WHEN THE PLAYER OR A MONSTER GETS CAUGHT

IN A CLOSING DOOR, OR BETWEEN A PLATFORM AND THE FLOOR OR CEILING. CAUSES DAMAGE
WILL MAKE IT CRUSH THE PLAYER, WHILE REVERSES DIRECTION MAKES IT BOUNGCE OFF HIM.
BOTH CAN BE CHECKED TO HURT JUST A BIT.

EXTENDS FROM

FLOOR
THE PLATFORM COMES UP FROM THE FLOOR.
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CEILING
THE PLATFORM COMES DOWN FROM THE CEILING.

FROM BOTH
THE PLATFORM IS SPLIT SO THAT HALF EXTENDS FROM THE FLOOR AND THE OTHER HALF
EXTENDS FROM THE CEILING.

FLOOR TO CEILING
THE PLATFORM AUTOMATICALLY CALCULATES ITS HEIGHT SO THAT IT WILL EXTEND COMPLETELY
FROM THE FLOOR TO THE CEILING.

ACTIVATES

ONLY ONCE
THE PLATFORM WILL ACTIVATE ONLY ONCE.

ACTIVATES POLYGON LIGHTS
AS IT STARTS MOVING, THE PLATFORM WILL TURN THE POLYGON’S LIGHTS ON.

ACTIVATES ADJACENT PLATFORM
A PLATFORM IN ANY ADJACENT POLYGON (IE., ONE THAT SHARES AT LEAST TWO VERTICES)
WILL ACTIVATE AT THE SAME TIME AS THIS ONE.

DEACTIVATES ADJACENT PLATFORM
REVERSE OF THE ABOVE.

ADJACENTS AT EACH LEVEL
THIS PLATFORM WILL ACTIVATE ADJACENT PLATFORMS AT EACH ELEVATION IT COMES TO (IE.,
AT FLOOR LEVEL AND CEILING LEVEL).

DEACTIVATES

NEVER
THIS PLATFORM WILL ALWAYS BE ACTIVE.

AT EACH LEVEL
THE PLATFORM WILL STOP AT EACH FLOOR AND CEILING LEVEL.

AT INITIAL LEVEL
THE PLATFORM WILL ONLY STOP WHEN IT RETURNS TO THE INITIAL LEVEL. THIS IS THE
STANDARD SETTING FOR DOORS THAT AUTOMATICALLY CLOSE BEHIND THE PLAYER.

DEACTIVATES POLYGON LIGHTS
AS THE PLATFORM DEACTIVATES IT WILL TURN THE POLYGON’S LIGHTS OFF.

ACTIVATES ADJACENT PLATFORM
PLATFORMS IN ANY ADJACENT POLYGON (IE. ONE THAT SHARES AT LEAST TwWO VERTICES) WILL
ACTIVATE WHEN THIS ONE STOPS.

DEACTIVATES ADJACENT PLATFORM
REVERSE OF THE ABOVE.



MISCELLANEOUS

CAN’T DEACTIVATE EXTERNALLY
IF THE PLATFORM IS CONTROLLED BY A SWITCH OR IF IT IS A DOOR, IT WON’T STOP IF THE
SWITCH IS HIT AGAIN OR IF THE PLAYER HITS THE ACTION KEY AGAIN.

UsSEs NATIVE POLYGON HEIGHTS
THE PLATFORM WILL USE THE HEIGHT OF ITS OWN POLYGON AS CEILING AND FLOOR.

DELAY BEFORE ACTIVATION
THE PLATFORM PAUSES BEFORE ACTIVATING.

DOESN’T ACTIVATE PARENT
IF THE PLATFORM WAS ACTIVATED BY ANOTHER POLYGON (ITS PARENT), THEN IT WON’T RE-
ACTIVATE THAT PARENT POLYGON.

CONTRACTS SLOWER
THE PLATFORM WILL MOVE SLOWER WHEN IT’S CONTRACGTING THAN WHEN IT’S EXTENDING.

LOoCcKED DOOR

THE PLATFORM IS LOGKED AND IT WILL MAKE A “WON’T OPEN” SOUND WHEN SOMEONE TRIES
TO ACTIVATE IT. THIS IS USUALLY USED FOR DOORS THAT MUST BE UNLOCGCKED OR DON’T
LEAD TO ANYWHERE.

SECRET
SECRET PLATFORMS WON’T SHOW UP ON THE PLAYER’S OVERHEAD MAP AS A RED POLYGON.

THESE PARAMETERS WILL COME IN HANDY LATER ON, BUT FOR NOW USE THE DEFAULT
SETTINGS. OCOLICK OK. YOUR PLATFORM POLYGON NOW HAS A NUMBER ON IT. THIS NUMBER
IS USED AS A REFERENCE ID FOR SWITCHES THAT CAN CONTROL PLATFORMS. THIS TOPIC IS
COVERED IN TUTORIAL FIVE.

ENTER VISUAL MODE AND SELECT A DOOR TEXTURE FROM THE TEXTURE PALETTE AND PLACE
IT ON THE DOOR. THE ACTION KEY WILL OPERATE DOORS AND SWITCHES WITHIN VISUAL
MODE. TO TEST OUT YOUR NEW DOOR, OPEN THE DOOR, WALK THROUGH AND TEXTURE THE
OTHER SIDE. MAKE SURE YOU TEXTURE BOTH THE TOP AND THE BOTTOM OF YOUR DOOR —
UNTEXTURED SIDES LOOK UGLY IN MARATHON.

CONGRATULATIONS, YOUR NEW DOOR IS NOW COMPLETE.

a futorial.two

37



a ftutorial.three

38

TUTORIAL THREE: LIQUIDS AND LIGHTS

THIS PART OF THE TUTORIAL WILL INTRODUCE LIQUIDS AND LIGHTS. EACH LEVEL CAN ONLY
FEATURE ONE KIND OF LIQUID. FOR EXAMPLE, YOU CAN’T HAVE BOTH WATER AND LAVA IN A
LEVEL. YOU SET THE KIND OF LIQUID AVAILABLE FROM THE ENVIRONMENT POP-UP MENU IN
THE LEVEL PARAMETERS DIALOG.

BEGIN BY SELECTING ONE OF THE LARGE POLYGONS IN YOUR LEVEL. OHANGE THE FLOOR
HEIGHT TO -2 WUS.

NOw FROM THE VIEW MENU SELECT LIQUIDS. YOU’LL SEE THE FAMILIAR COLOR PALETTE ON
THE RIGHT. DOUBLE-CLICK ON AN EMPTY SQUARE TO CREATE A NEW LIQUID TYPE:

Liquid

THE FOLLOWING PARAMETERS CAN BE CHANGED IN THIS

winpaw:
Based l]n:

BASED ON

Tide Parameter : [Light)

Flow Strength:
Low Tide:
High Tide:[0.000 |

TO SAVE TIME IN SETTING UP ADDITIONAL LIQUID TYPES,
YOU CAN LOAD PREVIOUSLY DEFINED LIQUIDS USING THIS
POP-UP MENU.

TIDE PARAMETER

SINCE THE INTENSITY OF LIGHTS CAN VARY (DISCUSSED Flow Direction

LATER), YOU CAN USE THE SAME SET OF PARAMETERS TO

CONTROL HOW YOUR LIQUID’S TIDE VARIES. [ Liquid's sound sbstructed by floor

FLow DIRECTION

THIS DICTATES THE DIRECTION THE LIQUID FLOWS.

FLOW STRENGTH

THIS CONTROLS THE SPEED OF THE FLOW. PICK A NUMBER BETWEEN O AND 1...WE SUGGEST
VALUES <0O.1 FOR MOST LIQUIDS.

LOow TIDE
THE LOWEST POINT TO WHICH THE LIQUID RECEDES (IN WU).

HIGH TIDE
THE LiIQuID's TOPMOST LEVEL (IN WU).

LIQUID’S SOUND OBSTRUCTED BY FLOOR

IF TWO POLYGONS OVERLAP AND THE LOWER POLYGON IS FILLED WITH A LIQUID, THE SOUND
OF THE LIQUID WILL BE HEARD IN THE POLYGON ABOVE IF THIS IS UNCHECKED.

IN THE HIGH TIDE BOX TYPE IN -0.1. FOR LOwW TIDE, TYPE IN -2.0. THIS MEANS THE LIQUID
CAN REACH A MAXIMUM HEIGHT OF -0.1 AND MINIMUM OF -2.0. ONCE THE LIQUID HAS BEEN
CREATED IT CAN BE SELECTED AND PLACED ON ANY POLYGON. SELECT YOUR LIQUID TYPE
AND CLICK ON THE POLYGON. THE GRAY BOX IN THE LIQUID PALETTE IS USED TO REMOVE A
LIQUID AFTER IT HAS BEEN PLACED. ENTER VISUAL MODE TO SEE THE LIQUID. IT SHOULD



APPEAR TO COME UP TO ALMOST THE TOP LEVEL OF THE SURROUNDING POLYGON FLOORS, IE. a tutorial.three
A FLOOR HEIGHT OF -0.1 WUs OoRrR sO.

TO MAKE THE LIQUID MORE DYNAMIC, IT WOULD BE NICE IF IT NOT ONLY HAD A CURRENT (AS IT
DOES) BUT ALSO A PHASE OR TIDE. TO CREATE THIS EFFECT, WE NEED TO PROVIDE OUR
LIQUID WITH A TIDE PARAMETER. SINGE THE TIDE PARAMETER USES THE SAME VARIABLES AS
LIGHTS, LET’'S CREATE A NEW “LIGHT” TO CONTROL THE TIDE.

TO CREATE A NEW TIDE GO TO THE VIEW MENU AND SELECT LIGHTS - LIQUIDS. YOU’LL SEE
THAT YOU ALREADY HAVE 21 PREDEFINED LIGHTS (NUMBERED O THROUGH 20) WHICH RANGE
FROM 0% INTENSITY TO 100% INTENSITY. DOUBLE-CLICK ON THE WHITE SQUARE TO CREATE A
NEW LIGHT.

ACTIVE AND INAGCTIVE Light Parameters

:[_pefaurt ]

LIGHTS IN MARATHON CAN DO STRANGE AND Preset: [ Detaur 7] gs“’“‘“s

B 40 :m Initially Active
AMAZING THINGS LIKE FLICKER, PULSE, OR ased 0n:[2_71]

Phase:lCl Tag:

FADE. TO MAKE THESE SPECIAL EFFECTS WE

— Becoming Active — — Primary Active — — Secondary Active —
NEED TO SET CERTAIN PARAMETERS TO Function: 5] Furstion: [ Eomz~ ] Funotion: [_Eazi~]
CONTROL THE ACTIVE AND INACTIVE STAGES. peros: [T ] periot: i Periot: [ ]
WHEN A SWITCH IS ASSIGNED TO A LIGHT AND & Periad: (0 & Period: |0 & Period: [0
THE SWITCH IS ACTIVATED, THE LIGHT WILL Intensity (%) [100 Intensity (%8): 100 Intensity (%8): |1 00
FIRST GO THROUGH THE BECOMING ACTIVE & Intensity (%):]0 & Intensity (%):[g & Intensity (%):[g
STAGE. THIS PERIOD DICTATES HOW LONG, IN — Becoming Inactive — r— Primary Inactive — — Secondary Inactive
1/30TH SECS (ALSO CALLED TICKS), IT Function: |_Sneoth 7] Function: [_Corst. 7] Functon: |_Corst.. 7]

’ Period: (20 Feriod: (20 Period: [Z0

REMAINS IN THIS STATE. FOR EXAMPLE, IN sreriotilp ] sPeriotip ] speritilo ]
THE DIALOG TO THE RIGHT, WHEN THE LIGHT Intensity (%): o Intensity (%) (g Intensity (%): (o
IS TURNED ON, IT SHINES AT 100% FOR 30 & Intensity (%): (g & Intensity (%): (g & Intensity (%) : (g
TICKS, OR 1 SECOND. YOU CAN USE THIS [ ox || [cancen]
STAGE TO MAKE A LIGHT FLICKER (LIKE A

FLUORESCENT LIGHT DOES WHEN IT IS FIRST TURNED ON), BEFORE IT BECOMES FULLY ACTIVE.

AFTER IT FINISHES BECOMING ACTIVE IT SWITCHES TO THE PRIMARY ACTIVE STATE. HERE IT
WILL GO THROUGH ITS PERIOD AND THEN SWITCH OVER TO SECONDARY ACTIVE. FROM THEN
ON IT WILL GO BAGCK AND FORTH FROM PRIMARY ACTIVE TO SECONDARY ACTIVE UNTIL IT IS
TURNED OFF. THIS IS USEFUL TO CREATE A LIGHT THAT, FOR EXAMPLE, SLOWLY FADES FROM
DARK TO BRIGHT.

IF THE SWITCH IS TURNED OFF, THE LIGHT WILL IMMEDIATELY GO TO THE BECOMING INACTIVE
STAGE. THEN TO PRIMARY INACTIVE AND SECONDARY INACTIVE STAGES. AT THIS STAGE IT
WILL GO BACK AND FORTH BETWEEN PRIMARY INACTIVE AND SECONDARY INACTIVE (UNTIL THE
SWITCH IS TURNED ON). REMEMBER THAT IF THE PRIMARY AND SECONDARY ACTIVE STAGES
HAVE THE SAME VALUES, THE LIGHT WILL BE CONSTANT ONCE IT IS TURNED ON.

BECOMING PRIMARY SECONDARY
ACTIVE ACTIVE ACTIVE
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YOU CAN CONNECT A SWITCH TO A LIGHT USING THE TAGS POP-UP MENU. KEEP IN MIND THAT
ANYTHING WHICH EXECUTES A TAG CAN BE USED TO ACTIVATE OR DEACTIVATE A LIGHT.

THE FOLLOWING PARAMETERS CAN BE CHANGED IN THE LIGHT PARAMETERS WINDOW:

PRESET
STANDARD PRESET LIGHTS.

BASED ON
GIVES THE NEW LIGHT THE SAME SETTINGS AS A PREVIOUSLY DEFINED LIGHT.

PHASE

MARATHON’S STANDARD MEASURE OF TIME IS 1/30TH OF A SECOND. FOR EVERY TICK OF
MARATHON’S CLOCK, IT CHECKS TO SEE HOW A LIGHT MUST BE CHANGED. A LIGHT’S PHASE
IS A DELAY BETWEEN THAT POINT AND WHEN IT ACTUALLY ACTIVATES. THE PHASE OF A LIGHT
BEGINS AT ZERO BUT THIS OPTION LETS YOU CHANGE THAT. ENTERING 15, FOR EXAMPLE,
WILL SHIFT THE LIGHT’S PHASE BY HALF A SECOND.

FUNCTION

THE LIGHT IS GIVEN A FUNCTION FOR HOW IT CHANGES STATE. A CONSTANT LIGHT EITHER
DOESN'T CHANGE AT ALL OR DOES SO INSTANTANEOUSLY. A LINEAR LIGHT WILL CHANGE
INTENSITY AS IF IT WAS CONTROLLED BY A RHEOSTAT. A SMOOTH LIGHT CHANGES INTENSITY
FOLLOWING AN EXPONENTIAL SCALE. A FLICKERING LIGHT WILL CHANGE INTENSITY BY
RANDOMLY FLICKERING BETWEEN VALUES CONVERGING ON THE FINAL INTENSITY.

PERIOD
A LIGHT’S PERIOD IS THE LENGTH OF TIME ITS ACTIVE PHASE IS ON. THIS NUMBER IS BASED
ON 30TH'S OF A SECOND. THUS A VALUE OF 60 IS THE SAME AS 2 SECONDS.

D PerioD
THIS INDICATES THE MAXIMUM RANDOM AMOUNT OF TIME ADDED TO OR SUBTRACTED FROM
THE STANDARD PERIOD OF THE LIGHT.

INTENSITY
A PERCENTAGE VALUE INDICATING THE STRENGTH OF THE LIGHT (OR THE HEIGHT OF THE
LIQUID’S TIDE). 100% INTENSITY IS THE MAXIMUM INTENSITY.

D INTENSITY
DOES FOR INTENSITY WHAT D PERIOD DOES FOR PERIOD.

STATELESS

A STATELESS LIGHT WILL CYCLE NON-STOP THROUGH ALL THE STAGES IN THE FOLLOWING
ORDER: BECOMING ACTIVE, PRIMARY ACTIVE, SECONDARY ACTIVE, BECOMING INACTIVE,
PRIMARY INACTIVE, SECONDARY INACTIVE.

INITIALLY ACTIVE
THE LIGHT IS INITIALLY IN THE PRIMARY ACTIVE STATE.

TAG
THE LIGHT OR LIQUID IS TURNED ON AND OFF BY THE TAG INDICATED.




SINCE WE'RE CREATING A TIDE FOR OUR LIQUID, SELECT LIQUID TIDE FROM THE PRESETS
MENU. SET THE SECONDARY ACTIVE INTENSITY TO 50% AND SET THE TAG IN THE TAGS POP-
UP MENU TO NONE.

NOwW GO BACK TO LIQUID MODE, SELECT THE NEWLY CREATED LIQUID AND ASSIGN IT A TIDE
PARAMETER OF 21, IE. THE LIGHT JUST CREATED. ENTER VISUAL MODE AND TEST THAT THE
LIGHT IS WORKING PROPERLY BY APPLYING IT TO A WALL TEXTURE (SELECT THE TEXTURE,
CHANGE ITS LIGHT TO NUMBER 21 AND PASTE IT ONTO THE WALL). THE WALL SHOULD NOW
SLOWLY CHANGE FROM BRIGHT TO FAIRLY DARK. COHECK THE LIQUID, IT SHOULD NOW BE
UNDULATING AS WELL, FROM 50% OF ITS HEIGHT TO 100% OVER THE SPAN OF TEN
SECONDS.

TUTORIAL THREE HAS NOW BEEN COMPLETED — BE SURE TO SAVE THE MAP.

TUTORIAL FOUR: SOUNDS

ADDING AMBIENT AND RANDOM SOUNDS TO YOUR MAP FILE CAN MAKE YOUR LEVELS RICHER
AND MORE LIFE-LIKE.

AMBIENT AND RANDOM SOUNDS

AMBIENT SOUNDS ARE USED TO GIVE A LEVEL ATMOSPHERIC SOUNDS. FOR EXAMPLE, WIND,
AND WATER SOUNDS CAN BE PLACED THROUGHOUT A LEVEL TO GIVE IT AN OUTDOOR FEEL.
THESE SOUNDS ARE PLACED MUCH THE SAME WAY AS LIQUIDS AND LIGHTS.

SELECT SOUNDS - AMBIENT SOUNDS FROM THE VIEW MENU. YOU’LL SEE AN OVERHEAD VIEW
OF YOUR MAP WITH THE FAMILIAR PALETTE ON THE RIGHT. DOUBLE CLICK ON THE EMPTY BOX
IN THE SOUNDS PALETTE TO CREATE A SOUND TYPE. HERE YOU CAN SELECT A SOUND AND
ADUST THE SOUND VOLUME (RANGING FROM O To 100%). AFTER YOU’VE CREATED IT, YOU
CAN PLACE SOUNDS ON POLYGONS MUCH LIKE LIGHTS AND LIQUIDS.

RANDOM SOUNDS (IE., DRIPPING WATER, THUNDER, ETC) ARE CREATED AND PLACED THE
SAME WAY AS AMBIENT SOUNDS AND BOTH TYPES CAN BE PLACED ON THE SAME POLYGON.

RANDOM SOUNDS, HOWEVER, HAVE ADDITIONAL VARIABLES YOU CAN ADJUST SO YOU CAN
MAKE THEM, WELL, MORE RANDOM. HERE YOU CAN CHANGE THEIR VOLUME, DIRECTION,
PERIOD, AND PITCH.

VoLUME AND D VoLuME

Random Sounds

VOLUME CAN BE ANY INTEGER BETWEEN O AND 100 WHERE 100 1S Tupe: [ Drppmwata =

MAXIMUM VOLUME. THE D VOLUME 1S USED TO VARY THE VOLUME v.,]..m,; [ Mon-Directional

RANDOMLY. A Yolume :
Period m .)

O
o]

PEriob anD D PErRIOD ] Direotion
[loo ]

THE PERIOD OF A SOUND IS THE LENGTH OF TIME THAT SOUND CAN

BE HEARD. IN TERMS OF UNITS, A SECOND IS EQUAL TO 30 TICKS. Piteh:[1.00 | ._)
THUS, A TWO SECOND SOUND WITH A TWO SECOND DELAY WOULD apitoh:looo |

& Direction

& Period:

HAVE A PERIOD OF 60. THE D PERIOD IS THE TIME IN TICKS (30 PER

SECOND) THAT IS ADDED OR SUBTRACTED FROM THE BASE PERIOD.
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THIS PROVIDES A RANDOM ELEMENT TO THE SOUND EACH TIME IT IS GENERATED.

PitcH anD D PiTcH

THE DEFAULT PITCH OF A SOUND IS 1. TO INCREASE OR DECREASE THE PITCH, RAISE OR
LOWER THIS NUMBER. THE D PITEH ADDS A RANDOM ELEMENT TO THE PITCH. FOR EXAMPLE,
TO MAKE THUNDER SOUND CLOSE AND/OR FARTHER AWAY.

SOuND OBJECTS

SOUNDS, LIKE WEAPONS, SCENERY, AND MONSTERS, CAN ALSO BE DROPPED AS OBJECTS.
THIS IS MAINLY USED TO PLAGE SOUNDS LIKE SIRENS, FANS, AND ELECTRIC HUMS IN A
PARTICULAR ROOM. USE THE OBJECT TOOL TO PLACE A SOUND OBJECT ON A POLYGON. THE
FOLLOWING OPTIONS WILL BE AVAILABLE:

TYPE
A LIST OF ALL SOUND TYPES CURRENTLY AVAILABLE.

VOLUME
SELECT A RANGE OF BETWEEN 100% VvVOLUME (MAX.) AND 1% (MIN.). BETWEEN 50-75% IS
GOOD FOR MOST LEVELS.

D HEIGHT
A SOUND IS GENERATED ON THE FLOOR OF A POLYGON BY DEFAULT. HOWEVER, THIS SLIDER

ALLOWS THE SOUND TO BE PLACED ANYWHERE WITHIN A -9 TO +9 W.U. SPAN.

IS ON PLATFORM

A SOUND PLACED ON A PLATFORM POLYGON AND HAS THIS CHECK BOX SELECTED WILL ONLY
SOUND WHILE THE PLATFORM IS IN MOTION.

FROM CEILING
THE SOUND IS BY DEFAULT PLACED ON THE CEILING RATHER THAN ON THE FLOOR

FLOATS
IF PLACED ON A LIQUID THE SOUND WILL FLOAT ON TOP OF THAT LIQUID.

USE LIGHT FOR VOLUME

INSTEAD OF SETTING A FIXED VOLUME LEVEL FOR THE SOUND THIS ALLOWS A LIGHT SOURCGE
TO BE USED AS A VOLUME CONTROLLER. |F THAT LIGHT SOURCE CHANGES INTENSITY
(BRIGHTNESS) THEN THE SOUND WILL CHANGE ITS VOLUME THE SAME WAY.

TUTORIAL FIVE: SWITCHES AND TERMINALS

THE MOST INTERESTING MAPS USE SWITCHES TO CONTROL LIGHTS, PLATFORMS AND LIQUIDS.
THEY ALSO HAVE TERMINALS AND PATTERN BUFFERS FOR USE IN SINGLE-PLAYER LEVELS.
THIS SECTION WILL INTRODUCE THE VARIOUS TYPES OF SWITCHES AVAILABLE, AND SHOW HOW
TERMINALS ARE CREATED AND THEIR TEXT GENERATED.

OPEN THE MAP FROM THE PREVIOUS TUTORIAL. SWITCHES, TERMINALS AND BUFFERS NEED TO
BE PLACED FROM WITHIN THEIR OWN POLYGONS TO GIVE THEM A 3D QUALITY. MOST



SWITCHES ARE 1/2 WU WIDE AND 1/2 WU IN HEIGHT. TERMINALS AND PATTERN BUFFERS
ARE 1 WU IN WIDTH AND 1/2 WU OR 1/4 WU IN HEIGHT.

TO PLAGCE A TERMINAL OR BUFFER YOU NEED TO CREATE A POLYGON SOMEWHERE ALONG A
WALL THAT’S AT LEAST 1 WU LONG. COREATE A POLYGON 1 WU WIDE AND 1/8 WU DEEP.
SET THE FLOOR HEIGHT TO 0.4 AND THE CEILING HEIGHT TO 0.9.

FILL THE NEW POLYGON, THEN ENTER INTO VISUAL MODE AND TEXTURE EVERYTHING. NOTIGE
HOW YOUR ADDITION FORMS AN ALCOVE. SELECT THE FIFTH TEXTURE IN THE TEXTURE
PALETTE (THE TEXTURE WITH BOTH A TERMINAL AND A PATTERN BUFFER ON IT). PASTING THIS
TEXTURE WILL PROBABLY REQUIRE SOME DRAGGING TO GET IT ALIGNED JUST RIGHT. BuUuT
FIRST SET ITS PARAMETERS USING THE DIALOG WHICH APPEARS AS SOON AS THE TEXTURE IS
PLACED.

SELECT THE PATTERN BUFFER (SAVE TERMINAL) AND HOLD DOWN THE

Control Panel Type

COMMAND KEY WHILE DRAGGING THE TEXTURE TO ADJUST IT WITHOUT Type: [ Comprter 7.7
BRINGING UP THE PARAMETERS DIALOG AGAIN. THE PATTERN BUFFER IS Seript:[__¥]
NOW COMPLETE. A TERMINAL IS PLACED MUCH THE SAME WAY. THE ] ntially Active
ONLY DIFFERENCE IS THAT THE TERMINAL HAS AN ADDITIONAL VARIABLE ERGPa‘rSW"“h

Can Be Destroyed
CALLED SCRIPT. THIS POP-UP MENU SELECTS THE TERMINAL TEXT ] Light Bependant Suwitch
RESOURCE USED WHEN THE PLAYER ACTIVATES THE TERMINAL. GIVE [ ory Taggled by Weapons
THE TERMINAL A SCRIPT NUMBER OF ZERO AND HIT OK. NOTE THAT

TERMINALS AND PATTERN BUFFERS ARE ONLY ACTIVE WITHIN THE GAME
ITSELF. TO USE THEM, A LEVEL HAS TO BE MERGED INTO A MAP. THIS MERGING PROCESS
WILL TAKE THE INDIVIDUAL LEVELS, LEVEL PHYSICS, CHAPTER SCREENS, TERMINAL TEXT AND
MERGE THEM INTO ONE BIG MAP FILE.

TERMINAL EDITING
WHEN TERMINALS ARE PLAGCED, YOU USE THE SCRIPT POP-UP MENU TO INDICATE THE

TERMINAL’S |ID NUMBER. THIS NUMBER CORRESPONDS TO A SPECIFIC PIECE OF TEXT
CONTAINED WITHIN A TEXT FILE. WHEN MERGED, THIS TEXT FILE IS PLACED WITHIN THE MAP
FILE AND THE TERMINAL BECOMES USABLE. SEE TUTORIAL 8 FOR MORE ON MERGING MAPS.

THE TEXT FILE CAN BE GENERATED USING ANY TEXT EDITOR — SIMPLETEXT WILL DO NIGELY —
AND SHOULD CONTAIN THE FOLLOWING FORMATTING COMMANDS!:

EXAMPLE: ;LOO.WATERLOOWATERPARK

THE ‘;’ PAUSES AND CLEARS THE SCREEN.
LODO IDENTIFIES THE LEVEL SO THIS IS 00, IE. THE FIRST LEVEL.

$B STARTS BOLD TEXT AND $B ENDS IT

$| STARTS ITALICIZED TEXT AND $1 ENDS IT

$U STARTS UNDERLINED TEXT AND $U ENDS IT

$CN SELECTS THE COLOR OF THE TEXT TO BE DISPLAYED WHERE N IS A NUMBER BETWEEN O
AND 7.

#PICT TELLS THE TERMINAL TO DISPLAY THE PICT WITH THE CORRESPONDING PIGT
RESOURCE ID IN THE MAP FILE.

#INTERLEVEL TELEPORT N SETS THE NEXT LEVEL DESTINATION, SETTING THIS TO 255 IS
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THE SAME AS ENDING THE GAME AND RETURNS THE PLAYER TO MARATHON’S OPTIONS
SCREEN.

#END INDICATES THE END OF THE LEVEL.
#ENDTERMINAL O MARKS THE END OF THIS TERMINAL’S SCRIPT.
#TERMINAL N INDICATES WHICH TERMINAL THIS IS, WHERE N IS THE TERMINAL’S ID NUMBER.

#LOGON MARKS THE SECTION OF THE SCRIPT DEVOTED TO THE TERMINAL’S LOGON SCREEN.
THIS DISPLAYS A PICT LOGO, WITH ADDITIONAL TEXT CENTERED UNDERNEATH IT.

#INFORMATION INDICATES THE START OF THE TERMINAL’S MAIN BODY TEXT.

#CHECKPOINT N CENTERS THE MAP ON A GOAL OBJECT PLAGED ON THE MAP WITH ID
NUMBER N. IT DISPLAYS A VERTICALLY SPLIT SCREEN WITH THE MAP ON THE LEFT AND ANY
FOLLOWING TEXT ON THE RIGHT.

#UNFINISHED INDICATES THE START OF THE TEXT TO BE DISPLAYED IF THE GOAL FOR THE
LEVEL HASN’T BEEN COMPLETED.

#BRIEFING N INDICATES THE START OF A BRIEFING ON THE NEXT LEVEL, IF ID NUMBER N,
THAT THE PLAYER WILL BE TRANSPORTING TO THAT LEVEL.

#LOGOFF MARKS THE SECTION OF THE SCRIPT DEVOTED TO THE TERMINAL’S LOGOFF PIGT
SCREEN.

TERMINAL EXAMPLE:

#TERMINAL 6

;LOO.ARRIVAL’'S 6TH TERMINAL

#UNFINISHED

#LOGON 1600

$C2EHHG.431.4122//<PFGR ZNE6 $C6&49c2%$C2>%$C0
#PICT 10004

$C4/-/$C7$SBPFHOR ACTIVESBFC4/-/

THIS IS WHERE THE MAIN TERMINAL TEXT IS PLACED...
#LOGOFF 1600

#END

#ENDTERMINAL 6

SWITCHES

SWITCHES ARE CREATED IN MUCH THE SAME WAY AS A TERMINAL OR PATTERN BUFFER. THE
MAIN DIFFERENCE IS THAT A SWITCH TEXTURE HAS FOUR DIFFERENT TEXTURE AREAS. AS A
TEXTURE IS 1 WU SQUARE THIS MEANS THAT TO PLACE A TEXTURE ITS RECEIVING POLYGON
SHOULD HAVE A HEIGHT OF 0.5 AND A WIDTH OF 0O.5.

CREATE AN APPROPRIATE POLYGON. WHEN TEXTURING THIS POLYGON THERE ARE TwO
OPTIONS. THE SWITCH CAN BE EITHER ACTIVE OR INACTIVE. THE FIRST TEXTURE IN THE
TEXTURE PALETTE IS FOR ACTIVE SWITCHES; THE SECOND TEXTURE FOR INACTIVE SWITCHES.
THE SAME IS TRUE FOR SHIELD RECHARGERS: THE THIRD TEXTURE CONTAINS ACTIVE
RECHARGERS WHILE THE FOURTH TEXTURE SHOWS INACTIVE RECHARGERS. WHEN A SWITGH



TEXTURE IS PLACED THE FOLLOWING DIALOG APPEARS!: i tutorial.five

Control Panel Type

Type: [_Chip Inserti..7 |

FOR THIS EXERCISE CHANGE THE SWITCH TYPE TO A PLATFORM SWITCH Tag:[0_7]
AND GIVE IT THE NUMBER OF THE DOOR POLYGON THAT WAS CREATED [ nitially Active

D Repair Switch
EARLIER IN THIS TUTORIAL. ENTER DRAW MODE AND SELECT THE DOOR ] Can Be Destroyed
PLATFORM AND CHANGE ITS ACTIVATED BY OPTIONS SO THAT THE PLAYER L Light Dependant Switch

D Only Toggled by Weapons

, -

OR MONSTERS CAN’T OPEN THE DOOR (DE-SELECT THE TWO APPROPRIATE
CHECK BOXES). THIS DOOR IS NOW ONLY CONTROLLED BY THIS SWITCH.

ENTER VISUAL MODE AND TRY OUT THE SWITCH.

SWITCH PARAMETERS

THERE ARE FIVE SWITGCH TYPES WHICH SHARE FIVE COMMON PARAMETERS. THEY ARE:

CHIP INSERTION
IF THE PLAYER IS CARRYING THE UPLINK CHIP THEN THIS SWITCH CAN BE AGCTIVATED. IT ALSO
HAS A POP-UP MENU FOR A TAG WHICH WILL BE ACTIVATED AS THE CHIP IS INSERTED.

LIGHT SWITCH
THIS TYPE HAS A POP-UP MENU THAT CONTAINS ALL AVAILABLE LIGHT TYPES. THIS SWITCH
WILL TOGGLE THE SELECTED LIGHT’S STATUS.

PLATFORM SWITCH
A POP-UP MENU INDICATES WHICH PLATFORM IT CONTROLS.

TAG SWITCH
THE SWITCH CONTROLS A TAG AS SET BY THE POP-UP MENU.

WIRES
MARKS THE SWITCH AS A PANEL OF WIRES AND CIRCUITRY THAT CAN EITHER LOOK INTACT
(ACTIVE) OR DESTROYED (INACTIVE).

OTHER OPTIONS

INITIALLY ACTIVE
THE SWITCH STARTS OFF ACTIVE; ALL OTHER SWITCHES START OFF INACTIVE.

REPAIR
IF THE MAP PARAMETERS INDICATE THAT THE LEVEL IS A REPAIR MISSION, THIS SWITCH HAS
TO BE ACTIVATED BEFORE THE PLAYER CAN EXIT THE LEVEL.

CAN BE DESTROYED
THIS SWITCH CAN BE DESTROYED (CHANGE STATE) BY HEAVY ORDNANCE (GRENADE, ROCKET,
CHARGED FUSION BOLT, SHOTGUN BLAST) OR PUNCH.

LIGHT DEPENDENT SWITCH
THE SWITCH IS ACTIVE IF ITS CORRESPONDING LIGHT IS ON AND THE SWITCGH IS INACTIVE IF
THE LIGHT IS OFF.

ONLY TOGGLED BY WEAPONS
THIS SWITCH CAN ONLY CHANGE STATE IF IT IS HIT BY A HEAVY WEAPON OR BY PUNCH. 45
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TUTORIAL SIX: OBJECTS AND POLYGON TYPES

THIS TUTORIAL WILL INTRODUCE THE OBJECT PLACEMENT TOOL (THE SKULL SHAPE IN THE
TOOL PALETTE). THIS TOOL IS USED TO PLACE ALL ITEMS ONTO THE MAP. FOR CONVENIENCE,
ALL SCENERY OBJECTS (LIGHTS, FANS ETC.) ARE VISIBLE IN VISUAL MODE.

OPEN THE CURRENT MAP OR USE TUTORIAL FIVE’'S MAP AS A STARTING POINT. ADD A FEW
MORE INTERESTING POLYGONS AND THEN SELECT THE OBJECT PLACEMENT TOOL AND CLICK IN
A FILLED POLYGON. THIS BRINGS UP THE EDIT OBJECT FLOATING WINDOW.

THE DEFAULT OBJECT IS THE PLAYER, AS INDICATED BY THE GROUP POP-UP MENU. THE
GROUP TYPES ARE: MONSTER, SCENERY, OBJECT, PLAYER, GOAL AND SOUND. BELOW THIS IS
THE TYPE MENU, WHICH PROVIDES TYPES OF OBJECTS IN THE GROUP CURRENTLY SELECTED.
LAST IS THE ACTIVATED BY MENU. THIS IS ONLY RELEVANT TO THE MONSTER GROUP AND
GOVERNS HOW MONSTERS ARE ACTIVATED TO LIFE. THEY CAN BE ACTIVATED BY THE PLAYER’S
PRESENCE, IN A RANDOM FASHION, BY A GOAL, OR BY ANY HOSTILE CREATURE.

DIRECTLY BELOW THESE MENUS THERE IS A CONTROL TO SET THE DIRECTION IN WHICH THE
OBJECT IS FACING. THIS IS ONLY AVAILABLE FOR MONSTERS AND PLAYERS; FOR SOUNDS,
YOU’'LL SEE A VOLUME SLIDER THERE INSTEAD. THERE IS ALSO A HORIZONTAL SLIDER
GOVERNING THE HEIGHT FROM THE FLOOR (OR CEILING) AT WHICH THE OBJECT APPEARS. THIS
OPTION WORKS IN CONJUNCTION WITH ONE OF THE CHECK BOXES BELOW. |IF THE FROM
CEILING CHECK BOX IS SELECTED, THE HEIGHT IS FROM THE CEILING OF THE CURRENT
POLYGON; IF IT IS DE-SELECTED, THE HEIGHT IS FROM THE FLOOR. DON’T SET THIS NUMBER
TO BE BELOW THE FLOOR FOR ANY OBJECT OR ABOVE THE CEILING AS STRANGE RESULTS
OCCUR.

MONSTER AND SCENERY CHECK BOXES

0 Edit Object
TELEPORTS IN Group: [ Thenster_+ |
WHEN IT ACTIVATES, THE MONSTER TELEPORTS TO THIS LOCATION. Type: Tick Energ h
FROM CEILING
THE MONSTER’S PLACEMENT HEIGHT IS DETERMINED RELATIVE TO THE
CEILING OF THE OBJECT’S POLYGON. THIS IS USEFUL IF THE OBJECT’S Faci
acing
POLYGON IS VERY HIGH AND THE MONSTER IS TELEPORTING INTO THE & Height: 0.00
AIR SO THAT IT CAN FALL TO THE FLOOR BELOW. E
[ invisible [ eting
DFromCeih’ng DDeaf
Is BLIND
A BLIND MONSTER WILL NOT ACTIVATE EVEN IF IT CAN SEE A PLAYER OR
HOSTILE.
Is DEAF

A DEAF MONSTER WILL NOT ACTIVATE EVEN IF IT IS WITHIN EARSHOT OF A WEAPON BEING
FIRED.

TELEPORTS OuUT
THE MONSTER TELEPORTS OUT WHEN THE JOB IS DONE.



OBJECTS (WEAPONS) CHECK BOXES

TELEPORTS IN

OBJECTS ARE TELEPORTED IN RATHER THAN FOUND LYING AROUND ON
THE FLOOR. THESE ITEMS ARE ACTIVATED BY AN ITEM TRIGGER
POLYGON (COVERED LATER) TO MAKE IT APPEAR AS IF DURANDAL OR
SOME OTHER ENTITY IS SENDING THE PLAYER WEAPONS AND
AMMUNITION.

NETWORK ONLY

THIS OBJECT ONLY APPEARS IN NETWORK GAMES. THIS IS USED IN CO-
OPERATIVE AND SINGLE-PLAYER MAPS TO MAKE SURE THERE ARE
ENOUGH WEAPONS TO GO ROUND.

i Edit Object

Group:
Type: Magnurn Pistol -

A Height: 0.00

[ Invisible
D Floating D Metwark Only

FOR PLAYERS THE CHECK BOX AVAILABLE IS FROM CEILING AND WORKS AS ABOVE. THE GOAL

GROUP HAS NO OPTIONS.

SOUNDS CHECK BOXES

IS oN PLATFORM
CHECK THIS IF THE SOUND IS ON A PLATFORM.

FROM CEILING

THE souND’s D HEIGHT IS MADE RELATIVE TO THE CEILING RATHER
THAN THE FLOOR. THIS IS USEFUL WHEN THERE ARE HIGH CEILINGS
WHERE SOUNDS APPEAR TO ORIGINATE FROM FAR ABOVE.

FLOATING
THE SOUND’S HEIGHT WILL MOVE ALONG WITH THE PLATFORM OR
LIQUID’S HEIGHT.

UsE LIGHT FOR VOLUME
THIS BRINGS UP A POP-UP MENU WHICH ALLOWS A LIGHT TO BE
INDICATED AS THE VOLUME CONTROLLER FOR THE SOUND’S VOLUME.

i Edit Object

oo
g D
Yolume
A Height: 0.00
D Use Light For Yolurne

THIS WORKS IN THE SAME WAY AS A LIGHT CONTROLLING THE UNDULATION OF A LIQUID. THIS

ALSO ALLOWS A SWITCH THAT CONTROLS A LIGHT TO ALSO CONTROL A SOUND.

TO MAKE MONSTERS AND OBJECTS TRULY EFFECTIVE THEY HAVE TO BE USED IN CONJUNGTION

WITH CERTAIN POLYGON TYPES. SELECT POLYGON TYPE FROM THE VIEW MENU TO SEE A

LONG PALETTE OF VARIOUS POLYGON OPTIONS.

a tutorial.six
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a tutorial.six POLYGON TYPES

NORMAL
A NORMAL POLYGON.

ITEM IMPASSABLE
WILL NOT ALLOW RANDOM ITEMS (IE. WEAPONS) TO APPEAR ON IT.

MONSTER & ITEM IMPASSABLE
WILL NOT ALLOW RANDOM MONSTERS OR ITEMS TO APPEAR ON IT. IN Light On Trigger
ADDITION, MONSTERS WILL NOT CROSS A POLYGON MARKED MONSTER

Platform On Trigger

IMPASSABLE.
Light Off Trigger

HiLL
SETS THE HILL LOGCATION FOR THE KING OF THE KILL NETWORK GAME.

PLATFORM
CREATES A BASIC PLATFORM WITH DEFAULT SETTINGS.

LIGHT ON TRIGGER
SWITCHES ON A LIGHT, SPECIFIED BY ITS NUMBER, WHEN A PLAYER STEPS ON THE POLYGON.

PLATFORM ON TRIGGER
SAME AS ABOVE BUT FOR PLATFORMS.

LIGHT OFF TRIGGER
TURNS THE SPECIFIED LIGHT OFF.

PLATFORM OFF TRIGGER
DEACTIVATES THE SPECIFIED PLATFORM.

TELEPORTER

ALLOWS A DESTINATION POLYGON TO BE SET AND WILL TELEPORT THE PLAYER TO THAT
LOCATION IF HE COMES TO A COMPLETE HALT WITHIN THE POLYGON. THE PLAYER WILL ALWAYS
APPEAR IN THE EXACT CENTER OF THE DESTINATION POLYGON. TELEPORTERS FUNCTION IN
VISUAL MODE.

ZONE BORDER
SEE BELOW.

GoAL
MAKES THE POLYGON A GOAL. SEE BELOW.

VISIBLE MONSTER TRIGGER
SEE BELOW.

INVISIBLE MONSTER TRIGGER
SEE BELOW.

DuUAL MONSTER TRIGGER

48 SEE BELOW.



ITEM TRIGGER
SEE BELOW.

MusT BE EXPLORED
IF THE LEVEL IS AN EXPLORATION MISSION (SET IN THE MAP PARAMETERS DIALOG) THEN THE
PLAYER MUST WALK ON THESE POLYGONS TO FINISH THE LEVEL.

AUuTO EXIT
WORKS LIKE A TELEPORTER BUT WILL CAUSE THE PLAYER TO EXIT THE LEVEL AS IF FROM A

TERMINAL.

A SPECIAL NOTE ON TRIGGERS, BORDERS AND ZONES

THESE POLYGON TYPES DESERVE SPECIAL MENTION, NOT BECAUSE THEY'RE ESPECIALLY
DIFFICULT BUT BECAUSE WE KNOW THAT WE’LL GET ENDLESS E-MAILS ABOUT THEM. S50 HERE
GOES. IMAGINE THAT THE MAP IS A POND. A STONE IS THROWN INTO THE MIDDLE OF THAT
POND AND CONCENTRIC CIRCLES OF RIPPLES APPEAR, EXPANDING OUTWARDS FROM THE POINT
OF IMPACT.

NOw, IMAGINE THAT THE STONE IS ACTUALLY A TRIGGER POLYGON AND THE RIPPLES ARE THE
SIGNALS SENT OUT TO WAKE UP MONSTERS. TO BLOCK THESE SIGNALS ALL POLYGONS IN THE
SIGNALS’ PATH HAVE TO BE DEFINED AS ZONE BORDER POLYGONS - IE. A ZONE BORDER
WORKS AS A BUFFER ZONE BETWEEN TWO TRIGGER AREAS.

IN MOST CASES THERE’S A LEDGE OR A DOOR OR EVEN A WINDOW CAUSING THE SIGNAL TO
LEAK OUT OF ITS ZONE. USE A ZONE BORDER TO BLOCK THIS. REMEMBER THAT THE SIGNAL
WILL ONLY TRAVEL BETWEEN ADJACENT POLYGONS.

THE EASIEST WAY TO KEEP TRACK OF INTRICATE ZONES IS TO MAKE FAIRLY FLAT MAPS THAT
DON’T OVERLAP TOO MUGCH.

IN THE SAVED SAMPLE MAP FOR THIS TUTORIAL THERE ARE FOUR MONSTERS. FROM LEFT TO
RIGHT THEY ARE NORMAL, BLIND, DEAF, AND DEAF, BLIND AND INVISIBLE. PLAY THIS MAP
USING INFINITY AND GET A FEEL FOR THE WAY IN WHICH THE MONSTERS ACTIVATE.

REFER TO THE TUTORIAL 6 MAP TO VIEW A SAMPLE OF HOW POLYGON TYPES AND OBJECTS
CAN BE PLACED.

TUTORIAL SEVEN: NETWORK LEVELS

THIS SECTION EXPLORES THE DIFFERENCES BETWEEN NETWORK LEVELS AND SINGLE-PLAYER
LEVELS. A NETWORK LEVEL DIFFERS FROM ANY OTHER IN TWO DISTINCT WAYS. FIRST, IT
SHOULD NOT HAVE TERMINALS OR PATTERN BUFFERS. SECOND, IT HAS TO COPE WITH THE
CONTINUAL REGENERATION OF PLAYERS AS THEY ARE KILLED AND RE-ENTER THE LEVEL. THE
FIRST ISSUE IS A SIMPLE MAP-MAKING CONSTRAINT. THE SECOND, HOWEVER, DEPENDS ON
MAKING WEAPONS AND AMMUNITION APPEAR CONTINUALLY. THIS PROCESS IS GOVERNED BY
THE SET ITEM PARAMETERS AND SET MONSTER PARAMETER DIALOGS. SINCE BOTH OF THESE
USE THE SAME DIALOGS THEY WILL BE DISCUSSED SIMULTANEOUSLY.

a futorial.seven
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THIS IS THE ITEM PARAMETER DIALOG OBTAINED FROM THE SPECIAL MENU:

Item Parameters

TYPE Type: 0 starting locations for this itern on thiz lewel
A POP-UP MENU OF ALL AVAILABLE OBJECTS. Initial Count:[g 5 0 Available
Hin Count |5 Appearance (%):-E [%] Randomn Location
Max Count (g
INITIAL, MIN, MAX COUNT
Initial Min/ Total Appearance Random
THE INITIAL COUNT IS THE NUMBER OF THESE Iem Name Count Max  Available (%) Location
Magnum Pistal =3 (8 /2 ©o a5 -
OBJECTS THAT APPEAR WHEN THE LEVEL IS Magnum Magazine 12 o/ e 0 .
Plasma Pistol 2 (2 /5 ©a z5 .
FIRST STARTED. THE MIN. AND MAX. FIELDS Flasma Enerqu Cell z e oo e N
DETERMINE HOW MANY OBJECTS OF THIS TYPE ||| #ssatRine 8 (6 A100 o =0 .
&R Magazine ] [ 1] 5] 75 -
CAN EXIST ON THE LEVEL AT ANY ONE TIME. AR Grenade Magazine L] S o &3 .
PMissile Launcher Z (143 w2 50 .
THE MINIMUM NUMBER IS THE MINIMUM Missile 2-Fack 4 (3 /7)) oo 40 .
Invisibility Powerup 1 042 o0 15 .
AMOUNT OF OBJECTS THAT EXIST AND THE Invineibility Powerup il (o400 i} i}
Infi-awision Pawerup 1] (0 40 o u]
MAXIMUM NUMBER DEFINES THE UPPER LIMIT
OF THIS RANGE. REMEMBER THAT FOR

WEAPONS AND UNLOADED AMMUNITION, A
WEAPON CARRIED BY A PLAYER COUNTS TOWARDS THIS MAXIMUM.

TOTAL AVAILABLE
THIS IS THE TOTAL NUMBER OF OBJECTS THAT WILL APPEAR DURING THE DURATION OF THE
LEVEL OR NETWORK GAME.

¥ AVAILABLE
WHEN CHECKED, THE LEVEL WILL NEVER STOP PRODUCING THE SELECTED OBJECT.

APPEARANCE
THIS PERCENTAGE DETERMINES THE PROBABILITY OF AN OBJEGCT APPEARING EACH SECOND.

RANDOM LOCATION

OBJECTS WILL APPEAR IN ANY VALID POLYGON EXCEPT FOR MONSTER IMPASSABLE, ITEM
IMPASSABLE AND ZONE BORDER POLYGONS. |IF THIS SETTING CHECKED, DON’T BOTHER
USING THE OBJECT TOOL TO DEFINE LOCATIONS FOR THIS OBJECT.

THE EASIEST WAY TO HAVE WEAPONS APPEAR PROPERLY IS TO FOLLOW THESE SIMPLE RULES:

1) MARK ALL SMALL POLYGONS, SUCH AS WINDOW LEDGES, SWITCHES AND RECHARGERS AS

MONSTER AND ITEM IMPASSABLE. THIS ENSURES THAT WEAPONS AND MONSTERS WILL NEVER

APPEAR THERE. THIS IS A GOOD RULE OF THUMB FOR REGULAR LEVELS TOO.

2) PLAY THE LEVEL AS A SINGLE PLAYER TO TEST IT. FIRE ALL WEAPONS AND USE UP ALL
AMMUNITION TO SEE IF IT INDEED DOES REGENERATE PROPERLY.




TUTORIAL EIGHT: BUILDING MAP FILES

THE MERGING PROCESS TURNS A COLLECTION OF SINGLE LEVELS INTO A PLAYABLE MAP. THE
MERGING GETS RID OF THAT ANNOYING MESSAGE; “THIS MAP WAS NOT CREATED WITH
BUNGIE’S TOOLS.” THE MERGING PROCESS ALSO LETS YOU ADD CHAPTER SCREENS,
TERMINAL TEXTS, TERMINAL SCREENS, AND EMBEDDED PHYSICS MODELS INTO YOUR MAP

KEEP IN MIND, THOUGH, THAT YOU CANNOT EDIT A MERGED MAP FILE. YOU SHOULD ALWAYS
EDIT UNMERGED MAP FILES.

1) TO BEGIN THE MERGING PROCESS FIRST CREATE A FOLDER FOR MERGING.

2) PLACE ALL OF YOUR LEVELS INTO THE FOLDER. USE THE FOLLOWING NAMING
CONVENTIONS:

SCENARIO LEVELS L#.LEVEL NAME (WHERE # |s THE LEVEL NUMBER)
NET MAPS ARE NAMED AS: N#.LEVEL NAME

PHYSICS MODELS: P#.LEVEL NAME

TERMINAL TEXT FILES: T#.LEVEL NAME

THE LEVEL NAME, TERMINAL TEXT FILE NAME AND THE PHYSICS MODEL NAME HAVE TO BE
EXACTLY IDENTICAL EXCEPT FOR THEIR PREFIXES. THE MERGING PROCESS WILL SKIP ANY FILES
THAT DO NOT EXACTLY MATCH THEIR COUNTERPARTS.

3) PLACE ALL PICTURES, SOUNDS AND CLUT’S INTO THEIR RESPECTIVE POSITIONS IN THE
TERMINAL PICT.RSRC FILE.

4) UsSING FORGE, SELECT MERGE MAPS FROM THE FILE MENU. SELECT THE MERGE FOLDER
AND OPEN THE FIRST MAP. THE MERGING PROCESS WILL BEGIN AFTER YOU HAVE SELECTED A
LOCATION TO SAVE THE MERGED MAP FILE. DO NOT SAVE THIS FILE INTO THE BUILD FOLDER.

5) PLAY YOUR NEW MAP.

6) IF ANYTHING HAS GONE WRONG WITH THE MERGING PROCESS, OPEN THE FILE CALLED
“MERGE LOG”, LOCATED IN THE SAME FOLDER AS THE FORGE APPLICATION.

How To PLACE CHAPTER SCREENS, CHAPTER SOUNDS AND CLUT’S.

TO CREATE A CHAPTER SCREEN IT HAS TO BE PLACED INTO THE TERMINAL PICT.RSRC FILE BY
USING RESEDIT. CHAPTER SCREENS ARE PLACED INTO THE PICT RESOURCE AND FOR THEM
TO WORK HAVE TO USE THE FOLLOWING CONVENTION: RESOURCE ID = 15XX WHERE XX IS
THE LEVEL NUMBER OF WHERE THE CHAPTER SCREEN SHOULD APPEAR. IN OTHER WORDS, A
CHAPTER SCREEN APPEARING BEFORE THE FIRST LEVEL HAS AN ID OF 1500 AND A SCREEN
APPEARING BEFORE THE SECOND LEVEL, LEVEL O1, HAS A RESOURCE ID OF 1501. THE
SAME IS TRUE FOR SOUNDS AND THE CHAPTER SCREEN CLUT’S.

TERMINAL PICTURES

TERMINAL PICTURES ALSO HAVE TO BE PLACED INTO THE PICT RESOURCE. HOWEVER, THEIR
RESOURCE ID’S CAN BE ANYTHING AS LONG AS YOU REMEMBER WHAT NUMBERS THEY HAVE
WHEN THEY ARE CALLED IN THE TERMINAL TEXT.

4 tutorial.eight
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TUTORIAL NINE: ADVANGCED FEATURES

THESE ADVANCED FEATURES DISCUSS TRIVIAL AND NOT-SO-TRIVIAL METHODS OF ADDING
SPICE TO A LEVEL.

OVERLAPPING POLYGONS

AS ANY PLAYER OF MARATHON’S “5D SPACE” LEVEL KNOWS, THERE ARE WAYS TO TRICK THE
ENGINE INTO CREATING IMPOSSIBLE SITUATIONS. ONE METHOD IS TO CREATE OVERLAPPING
POLYGONS. IT’S POSSIBLE TO CREATE TWO POLYGONS THAT SHARE THE SAME SPACE IN X, Y,
AND Z CO-ORDINATES WHILE STILL MAKING THEM SEPARATE REGIONS. SEE THE TUTORIAL FILE
CALLED TRICKS TO SEE THIS EFFECT IN ACTION.

OVERLAP

TAGS

TAGS CAN BE ASSIGNED TO ANY NUMBER OF PLATFORMS, DOORS, SOUNDS AND LIGHTS. ALL
TAGGED DEVIGCES ‘LISTEN’ TO THAT TAG AND WILL CHANGE THEIR STATE WHEN THAT TAG IS
ACTIVATED. THUS A SINGLE SWITCH CAN OPEN A DOOR TO A ROOM, RAISE THE LEVEL OF
WATER, TURN OFF A LIGHT, OR TURN OFF A SOUND. ALL AT ONCE! THERE ARE 15 AVAILABLE
TAGS, MORE THAN ENOUGH FOR ANY MAP.

GoAL POINTS
A GOAL OBJECT IS USED WITH THE TERMINAL TEXT. IF THE #GOALPOINT N COMMAND IS

USED THE MAP WILL CENTER ON THAT LOCATION AND DISPLAY IT ALONGSIDE THE TERMINAL
TEXT.

GOAL POLYGONS ARE ALSO USED WITH MONSTERS. |F YOU SET THE MONSTER TO ACTIVATE
ON A GOAL, THEY WILL MAKE THEIR WAY TO THAT POLYGON AND TELEPORT OUT, IE. EXIT THE
LEVEL.



NEGATIVE SPACGE 4 tutorial.nine
IT IS FASTER AND CLEANER TO CREATE A PILLAR OR OTHER SOLID OBJECT OUT OF NEGATIVE

SPACE RATHER THAN OUT OF A POLYGON. NEGATIVE SPACE IS A PART OF THE MAP WHERE

THERE AREN’T ANY POLYGONS. SURROUNDING AN AREA OF NEGATIVE SPAGCE WILL MAKE THAT

AREA LOOK AS IF IT’S A SOLID PILLAR OR OTHER OBJECT. TO CREATE NEGATIVE SPACE, DON'T

FILL THE POLYGON YOU WANT TO USE AS A PILLAR. THIS METHOD CAN ALSO BE USED TO

BREAK UP ROOMS THAT ARE EXTREMELY LARGE.

|, UNFILLED POLYGON

MULTIPLE LEVEL ROooMS
WITH FORGE YOU CAN CREATE COOL AND UNIQUE “BASEMENT” ROOMS. TO DO THIS yOUu
SHOULD FIRST CREATE THE BASEMENT, FILL ALL THE POLYGONS, THEN SET YOUR HEIGHTS.

AFTER THAT YOU CAN CREATE YOUR UPSTAIRS AREA BY CREATING A ROOM THAT ENGULFS THE
OUTER EDGE OF THE BASEMENT ROOM. THEN FILL YOUR OUTER ROOM AND SET ITS HEIGHT
ABOVE THE BASEMENT. |F YOU NEED TO CREATE THE UPPER ROOM FIRST, USE THE VIEW
HEIGHT WINDOW TO HIDE THE UPPER ROOM WHEN YOU ARE READY TO CREATE YOUR
BASEMENT.

WHEN YOU BUILD THESE TYPES OF ROOM KEEP IN MIND THAT YOU SHOULD NOT ALLOW YOUR
BASEMENT VERTICES TO TOUCH OR BE ON THE VERTICES THAT MAKE UP THE UPPER ROOM. IN
THE EXAMPLE BELOW THE BASEMENT IS INSIDE THE LARGER UPPER ROOM AND NONE OF THE
VERTICES FOR EACH FLOOR TOUCH EACH OTHER.

BASEMENT

UPPER FLOOR \ /

&0 39
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4 troubleshooting TROUBLESHOOTING

MANY ASPECTS OF LEVEL AND MAP CREATION ARE CONFUSING AT BEST AND DOWNRIGHT
ILLOGICAL AT WORST. WHAT FOLLOWS IS A SECTION OF COMMON RQUESTIONS AND THEIR
ANSWERS.

Q@ CAN | IMPORT MAPS FROM MARATHON 1 OR PFHORTE?
A YES, BUT ALWAYS NUKE & PAVE THESE MAPS BEFORE YOU START WORKING WITH THEM.
Q@ IN VISUAL MODE | SOMETIMES GET STUCK ON AN INVISIBLE WALL OR CAN’T MOVE.

A THIS USUALLY HAPPENS IF MULTIPLE POLYGONS SHARE THE SAME LINE. TWEAK THE LINES
IN DIFFERENT DIRECTIONS UNTIL THE PROBLEM GOES AWAY.

IN A RELATED ISSUE, TRY TO AVOID HAVING A LONG STRAIGHT LINE WITHIN THE SAME
POLYGON THAT HAS BOTH SOLID WALL SECTIONS AND OPENINGS TO OTHER POLYGONS.

FURTHERMORE, SOMETIMES A PLAYER WILL RUN THROUGH WHAT APPEARS AS OPEN SPACE
AND SUDDENLY END UP IN ANOTHER PART OF THE MAP (SEE DIAGRAM BELOW). WHAT OCCURS
IS THAT THE PLAYER IS UNABLE TO PASS INTO THE ADJOINING POLYGON AND IS PLACED INTO
THE DEFAULT LOCATION OF THE CURRENT POLYGON, IE. ITS CENTER. THIS CAN EASILY BE
FIXED BY CHANGING THE ANGLE OF THE OFFENDING LINE A COUPLE OF DEGREES.

LI

IN THIS DIAGRAM THE PLAYER TO FIX THE PROBLEM, BREAK UP
ENTERS ONE HALL, AND THE THREE SOLID LINES BY
MAGICALLY ENDS UP IN THE CHANGING THE ANGLES OF THE
OTHER HALL. THIS HAPPENS WALLS

WHEN MARATHON GETS
CONFUSED ABOUT A LOT OF
LINES FOLLOWING THE SAME
DIRECTION.

Q) | NEED MORE HELP MAKING MAPS! WHERE CAN | GO FOR HELP?
A VISIT OUR WEB SITE AT WWW.BUNGIE.COM. WE’VE SET UP A SPECIAL SECTION JUST FOR

FORGE. HERE YOU CAN GET ANSWERS TO FREQUENTLY ASKED RUESTIONS. YOU CAN ALSO E-
MAIL SPECIFIC QUESTIONS ABOUT HOW TO USE FORGE TO FDREE@EUNEIE.CDM.
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ERROR MESSAGES 4 error.messages

FORGE WILL PRESENT YOU WITH HELPFUL ERROR MESSAGES IF SOMETHING GOES WRONG.

SPLIT LINE ERROR

IF YOU TRY TO SPLIT A LINE (USING THE LINE TOOL) You can't split a line that has polygons

THAT IS ALREADY PART OF A VALID (FILLED) attached to it. Try deleting the polygons
first.

POLYGON, YOU WILL GET A “CAN’T SPLIT A LINE”
ERROR MESSAGE. TO AvOID THIS YOU SHOULD 1)

CREATE LINES ONLY AT VERTICES OR 2) DELETE THE

FILLED POLYGON BY SELECTING IT AND THEN
PRESSING THE “DELETE” KEY. YOU’LL NOW BE ABLE TO CONNECT LINES TO THE INTENDED
LINE.

VIEWING DISTANGCE ERROR

WHEN BUILDING MAPS YOU’LL NEED TO BE CAREFUL The viewing distance is too large. Please
ABOUT VIEWING DISTANCES. |F THE VIEWING make it shorter.

DISTANCE IS TOO LARGE, YOU’'LL BE PRESENTED
WITH THE “VIEWING DISTANCE” ERROR MESSAGE.
SO HOW FAR IS TOO FAR? YOU’RE SAFE UP TO

ABOUT 30 WORLD UNITS. IF YOU START SEEING
TEXTURE WIGGING OUT, THEN YOU KNOW YOU’'VE JUST ABOUT REACHED THAT LIMIT.

Too MANY POLYGONS ERROR

IF YOU BUILD A FLIGHT OF STAIRS THAT IS Your line of sight crosses too many

EXTREMELY LONG OR YOU BUILD A ROOM WITH MANY, transparent polygon edges. Please
remove some.

MANY POLYGONS, YOU WILL GET A WARNING THAT
YOU HAVE TOO MANY TRANSPARENT EDGES. THIS

MEANS YOU HAVE TO CUT BACK ON THE NUMBER OF

POLYGONS YOU ARE LOOKING AT FROM ONE POINT TO
THE OTHER. YOU CAN SOLVE THIS PROBLEM BY EITHER 1) REMOVING POLYGONS, OR 2)
CREATING SOLID WALLS sO THAT YOU NEVER LOOK THROUGH TOO MANY POLYGONS AT ONCE.
FOR EXAMPLE, IF YOU HAVE A 40 POLYGON ROOM, BUILD SOLID WALLS IN THE MIDDLE THAT
REDUCE THE NUMBER OF POLYGONS YOU ARE LOOKING AT ONCE.

NOT CONVEX ERROR

IF A POLYGON BECOMES CONCAVE DURING YOUR MAP The selected polygon (id listed below) is
BUILDING PROCESS, FORGE WILL PRESENT YOU WITH not convex. Please fix it.

A WARNING THAT A POLYGON IS NOT VALID WHEN
YOU TRY TO GO SWITCH MODES OR SAVE. THE “ID”
PORTION OF THE DIALOG BOX WILL GIVE YOU THE

NUMBER OF THE POLYGON. FORGE WILL
AUTOMATICALLY SELECT THE POLYGON FOR YOU SO YOU CAN MAKE CHANGES T0O IT.

ZERO-LENGTH LINE ERROR

IF YOU ACCIDENTLY CREATE A LINE THAT HAS NO The selected line (id listed below) has a

LENGTH, FORGE WILL GIVE YOU THE FOLLOWING length of zero. Please delete it and fix
any affected polygons.

ERROR WHEN YOU TRY TO SAVE YOUR MAP. FORGE
WILL AUTOMATICALLY SELECT THE LINE FOR YOU,
SIMPLY HIT THE DELETE KEY TO GET RID OF THE LINE.
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TRICKS OF THE TRADE

THE INVISIBLE POLYGON LINE BARRIER OF ILLOGICAL INFINITY

TRY TO AVOID HAVING A STRAIGHT LINE BETWEEN MULTIPLE POLYGONS. SOMETIMES WHEN A
PLAYER CROSSES A POLYGON HE APPEARS TO BOUNCE BACK TO THE CENTER OF THAT
POLYGON. THIS OCCURS WHEN MANY POLYGONS SHARE THE SAME LINE INTO ANOTHER
POLYGON. JUST CHANGE THE LINE SLIGHTLY SO THAT THEY NO LONGER LINE UP PERFECTLY.

UNTOUCHABLE OBJECTS

AKA WHEN A SHELF IS NOT A SHELF. OBJECTS ARE PICKED UP AS A PLAYER CROSSES OVER
THEM. PLACING OBJECTS ON A SHELF LIKE POLYGON MAY PREVENT THE PLAYER FROM PICKING
THEM UP PROPERLY.

TELEPORTER DIRECTIONS

A PLAYER WILL FACE IN THE SAME DIRECTION AFTER TELEPORTING AS HE DID WHEN ARRIVING
ON THE LEVEL.

LIMITATIONS
THERE ARE LIMITS TO THE NUMBER OF POLYGONS, LINES AND OTHER ELEMENTS THAT CAN BE
PART OF A LEVEL. FORGE WILL BRING UP A DIALOG IF YOU ATTEMPT TO EXCEED THESE LIMITS.

MAX. NUMBER OF POLYGONS: 1024
MAX. NUMBER OF LIGHTS: 64

MAX. NUMBER OF SIDES: 4096

MAX. NUMBER OF VERTICES: 8192
MAX. NUMBER OF LINES: 4096

MAX. NUMBER OF OBJECTS: 384

MAX. NUMBER OF LIQUIDS: 16

MAX. NUMBER OF PLATFORMS: 64

MAX. NUMBER OF ANNOTATIONS: 20
MAX. NUMBER OF AMBIENT SOUNDS: 64
MAX. NUMBER OF RANDOM SOUNDS: 64
MAX. NUMBER OF TAGS: 16






ANVIL



ANVIL IS AN EDITOR THAT LETS YOU CREATE AND MODIFY PHYSICS, SHAPES, AND SOUNDS
FILES FROM THE MARATHON ENVIRONMENT. IT CAN CREATE AND EDIT PHYSICS MODELS AND
DUPLICATE, MODIFY, OR REPLAGE SHAPES AND SOUNDS. USING ANVIL, YOU CAN CREATE NEW
WEAPONS AND MONSTERS, CHANGE WALL TEXTURES, ADD NEW SOUNDS, AND MUCH MORE.
USING ADVANGCED FEATURES, LIKE CREATING A NEW MONSTER FROM SCRATCH, WILL TAKE
SOME EFFORT AND ARTISTIC TALENT, BUT ANVIL INCLUDES QUICK-START FEATURES THAT GET
YOU GOING AS SOON AS POSSIBLE.

ANVIL CAN EDIT FILES FOR BOTH MARATHON INFINITY AND MARATHON 2: DURANDAL. THE
PROGRAM WILL AUTOMATICALLY TRANSLATE AS NECESSARY, SO THAT YOU CAN
CUT-AND-PASTE RECORDS BETWEEN THE DIFFERENT GENERATIONS OF FILES. YOU GCAN ALSO
OPEN MARATHON 1 SOUND FILES TO IMPORT SOUNDS DIRECTLY INTO MARATHON 2 AND
MARATHON INFINITY SOUND FILES.

BEFORE WE BEGIN, A FEW WORDS OF CAUTION ARE NECESSARY. ANVIL IS A POWERFUL YET
COMPLICATED TOOL. YOU SHOULD ONLY USE SOME OF THE ADVANCED FEATURES LIKE
CREATING NEW SOUNDS, ALIENS, AND TEXTURES IF YOU HAVE EXTENSIVE EXPERIENCE WITH
USING EDITING TOOLS AND GRAPHICS PROGRAMS LIKE PHOTOSHOP. EXPERIMENTATION IS
ABSOLUTELY NECESSARY!

IMPORTANT NOTE

DO NOT EDIT YOUR ORIGINAL COPIES OF THE SHAPE AND SOUND FILES! ALWAYS KEEP A
COPY IN A SAFE LOCATION SO THAT IF YOU DAMAGE A FILE YOU CAN RESTORE IT.

LJUICKSTART

FOR ALL THOSE WHO NEVER READ DOCUMENTATION, HERE’S A FEW SUGGESTIONS:
- ALWAYS WORK WITH COPIES OF YOUR ORIGINAL FILES.
- IF YOU HAVE QUESTIONS ABOUT A FIELD, ACTIVATE BALLOON HELP OR CLICK ON THE

RUESTION MARK ICON TO POP UP THE ANVIL HELP PALETTE. THEN POINT AT WHATEVER
YOU’'RE WONDERING ABOUT.

ABOUT THE FILES

THE NAMES GIVEN TO EACH OF THE MARATHON ENVIRONMENT FILES CAN BE A LITTLE
MISLEADING, SO WE’'LL START HERE WITH A QUICK GLOSSARY.

PHYSICS MODELS

THEY CONTAIN A LOT MORE THAN JUST PHYSICS. A PHYSICS MODEL DESCRIBES A WIDE
RANGE OF VARIABLES THAT ARE SUBJECT TO YOUR MANIPULATION, INCLUDING:

ALIENS

EVERY CHARACTER THAT MOVES AROUND ON THE MARATHON MAP, INCLUDING
PLAYERS AND CIVILIANS. YOU CAN EDIT THEIR APPEARANCE, BEHAVIOR, AND VITAL
STATISTICS.

P
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EFFECTS
THE SMALL ANIMATIONS USED BY THE MARATHON ENVIRONMENT TO ENLIVEN YOUR

EXPERIENCE.

SHOTS

CREATED BY MONSTERS AND WEAPONS, AND REPRESENT THE MAIN TYPE OF
INTERACTION BETWEEN THE ALIENS AND NEANDERTHAL DEATHMONGERS LIKE
YOURSELF.

PHYSICS
STORES THE RAW PHYSICAL CONSTANTS OF THE SIMULATION LIKE GRAVITY AND
ACCELERATION.

WEAPONS
THE APPEARANCE AND BEHAVIOR OF EVERY WEAPON USABLE BY THE PLAYER.

SHAPES

SHAPE FILES ARE ORGANIZED INTO COLLECTIONS, EACH OF WHICH CONTAIN UP TO FOUR
USER-EDITABLE TYPES OF DATA (NOT ALL OF WHICH ARE ABOUT SHAPES, SO STAY ALERT!) A
SINGLE COLLECTION MIGHT DESCRIBE “TROOPERS”, OR “S’PHT”, OR “SCENERY”, AND WILL
CONTAIN SOME OR ALL OF THE FOLLOWING:

BITMAPS

THE SIMPLE GRAPHICS THAT ARE DRAWN ON THE SCREEN DURING THE GAME. EVERY
SHAPES FILE CONTAINS HUNDREDS OF BITMAPS AND EACH COLLECTION MAY HAVE
OVER A HUNDRED BITMAPS ITSELF. YOU CAN COPY AND PASTE THESE BITMAPS INTO A
GRAPHICS PROGRAM LIKE MAGCPAINT OR PHOTOSHOP FOR EDITING, OR SAVE THEM IN
SIMPLETEXT PICTURE FORMAT.

CoOLOR TABLES

USED TO COLORIZE THE BITMAPS IN A COLLECTION. THE PFHOR, FIGHTER COLLECTION,
FOR EXAMPLE, MIGHT HAVE A GREEN, PURPLE, ORANGE, AND BLUE COLOR TABLE FOR
EACH OF THE FOUR TYPES OF FIGHTER.

FRAMES

REPRESENTS A SINGLE STEP IN AN ANIMATION. EACH FRAME SPECIFIES A SINGLE
BITMAP AND PROVIDES INFORMATION ABOUT THE DRAWING RECTANGLE, X- AND Y-
COORDINATES OF THE ORIGIN, MINIMUM LIGHT LEVEL REQUIRED TO SEE THE GRAPHIC,
AND CAN BE FLIPPED VERTICALLY OR HORIZONTALLY TO REDUCE THE NUMBER OF
BITMAPS REQUIRED FOR ALL VIEWPOINTS.

SEQUENCES

GATHERS FRAMES INTO A LOGICAL ORDER. EACH SEQUENCE MAY ACTUALLY CONTAIN
upP TO 8 VIEWS, WHICH DESCRIBE A SINGLE ACTION FROM A SINGLE PERSPECTIVE. THE
“RUNNING” SEQUENCE OF THE PFHOR FIGHTER VIEW, FOR EXAMPLE, STRINGS
TOGETHER THE FOUR RUNNING FRAMES OF THE PFHOR FIGHTER FROM THE FRONT,
SIDES, AND BACK. SERUENCES ARE THE ONLY PART OF THE SHAPES FILE THAT ARE
REFERENCED BY OTHER MARATHON FILES: THE PHYSICS MODEL WILL OFTEN
REFERENCE A SINGLE SEQUENCE, AND EACH SEQUENCE MAY REFER TO SOUNDS WHIGCH
ARE PLAYED DURING THE ANIMATION. OF COURSE, NOT ALL COLLECTIONS WILL USE
ALL OF THESE DATA TYPES. A WALL COLLECTION, FOR EXAMPLE, HAS NO ANIMATION



AND THEREFORE DOES NOT CONTAIN ANY SEQUENCES.

SOUNDS

SOUND FILES ARE THE SIMPLEST FILES. THEY SIMPLY CONTAIN SEVERAL HUNDRED SOUNDS
THAT ARE PLAYED DURING THE GAME. EACcH SOUND RECORD MAY ACTUALLY CONTAIN UP
TO 5 SOUNDS WHICH WILL BE CHOSEN FROM AT RANDOM IF THE “MORE SOUNDS”
CHECKBOX IS CHECKED IN MARATHON. |IF THE “MORE SOUNDS” BOX IS NOT CHEGCKED, ONLY
THE FIRST SOUND WILL BE USED. A SOUND FILE MAY CONTAIN SEPARATE RECORDS FOR THE
8-BIT AND 16-BIT VERSIONS OF EACH SOUND. |F YOU WANT TO REPLACE A SOUND WITH BOTH
AN B-BIT AND 16-BIT VERSION, YOU MUST REPLACE THE SOUND IN BOTH RECORDS.

USING ANVIL

IF YOU HAVE QUESTIONS ABOUT A FIELD, ACTIVATE BALLOON HELP OR CLICK ON THE
RQUESTION MARK ICON TO POP UP THE ANVIL HELP PALETTE. THEN POINT AT WHATEVER
YOU’RE WONDERING ABOUT TO GET HELP. SOUND FAMILIAR?

EDITING PHYSICS MODELS

Untitled Physics-1

ANVIL CAN CREATE A NEW PHYSICS
Marine_ View: &
MODEL WHICH WILL DUPLICATE THE e
Kamikaze Tiek Easy Edit
STANDARD MODEL PROVIDED WITH Minar Spht For more options, choose from the pop-up menu abeve.
Major 5'pht
- M L ible S'pht
MARATHON, OR OPEN A PRE-EXISTING e ot ittt T [l s aien
M Ph
MODEL. TO CREATE A NEW MODEL, Fior Pinar Speed: O Floats
Minor Projectile Pfh [ Fries
SELECT EITHER “NEW M2 PHYSICS o Eeptectile P Mieles Attack Type: O nvisivle
Blue Bob Ranged Attack Type: [ substy nevisibte
MODEL” OR “NEW INFINITY PHYSICS Seeurty B wtask Fresueney B [ aerssrker
MODEL” FROM THE FILE MENU. TO OPEN o rone .
jor Drane Carrying lem Type
Big Minor Drone
AN EXISTING MODEL, SELECT “OPEN...” v ngry Drone
Possessed Drone
FROM THE FILE MENU TO OPEN IT. Trnor Cdbore
jor Cyborg
Minar Flarne Cyborg
Major Flame Cyborg
Minor Enforcer
YOuU MAY SELECT WHICH OF THE FIVE Trador Enfarver
M Hunite
SECTIONS OF THE MODEL TO EDIT BY For Trooper
Major Trooper
CLICKING ON THE BUTTONS LOCATED AT Prner of A Cubora
et FTickt.
THE LEFT SIDE OF THE WINDOW. TO ater Fukts
LEARN MORE ABOUT EACH OF THE EDIT FIELDS DISPLAYED IN THE WINDOW, ACTIVATE
BALLOON HELP OR CLICK ON THE QUESTION MARK ICON AT THE TOP-RIGHT OF THE WINDOW,
AND THEN POINT THE MOUSE AT THE FIELD YOU WANT TO KNOW MORE ABOUT.
NOTE THAT THE MONSTER AND WEAPON SECTIONS ARE PARTICULARLY LARGE AND COMPLEX,
SO THEY HAVE A POP-UP MENU OF EDITING OPTIONS. THEY ALSO INCLUDE AN “EASY EDIT”
SETTING, WHICH PROVIDES ONE-SCREEN ACCESS TO THE MOST FREQUENTLY MODIFIED
VARIABLES.
WHEN YOU HAVE FINISHED EDITING THE MODEL, SELECT “SAVE” OR “SAVE AS...” FROM THE

FILE MENU TO SAVE YOUR CHANGES. REMEMBER THAT TO USE YOUR CHANGES IN MARATHON,
YOU WILL NEED TO SELECT PREFERENCES, AND THEN SELECT “ENVIRONMENT” FROM THE
MENU TO OBTAIN A LIST OF AVAILABLE MODELS.
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EDITING SHAPES FILES

YOU SHOULD NEVER EDIT YOUR ORIGINAL Shapes

Collection : _Interface hl
SHAPES FILE. INSTEAD, MAKE A COPY IN P o =]
THE FINDER BY CLICKING ON THE SHAPES %
L =
FILE AND SELECT “DUPLICATE” FROM THE L I
FILE MENU. THEN, OPEN THE SHAPES
FILE BY SELECTING “0OPEN...” FROM P s - L [
ANVIL’S FILE MENU. A
| | | | ] & | | u
THE SHAPE EDITOR PROVIDES TwO BASIC
SCREENS: THE BITMAP SCREEN (INCLUDING
| u | | | ]
COLOR TABLES), AND THE SEQUENCE
SCREEN (INCLUDING FRAMES). IN BOTH .
" w [ T | oo | —
SCREENS, YOU CAN USE THE COLLECTION
POP-UP MENU LOCATED AT THE TOP OF

THE SCREEN TO SELECT WHICH
COLLECTION YOU WISH TO WORK WITH.

SOME COLLECTIONS MAY BE UNUSED BY THE SHAPES FILE AND THEREFORE GCONTAIN NO
DATA. YOU CAN COPY AN EXISTING COLLECTION INTO THESE SLOTS FOR SUBSEQRUENT EDITING
BY CHOOSING THE “CLONE COLLECTION...” COMMAND FROM THE SHAPES MENU WHILE
VIEWING AN EMPTY COLLECTION.

EDITING BITMAPS
THE BITMAP SGCREEN ALLOWS YOU TO EXPORT AND IMPORT BITMAPS FROM THE SHAPE FILE,
AND CHANGE THE COLOR TABLES OF THE EXISTING GRAPHIC COLLECTIONS. WHEN DISPLAYING

BITMAPS, YOU CAN ZOOM THE VIEW OF THE BITMAPS IN AND OUT BY CLICKING ON THE “SMALL
MOUNTAINS” (ZzOOM 0OUT) AND “LARGE MOUNTAINS” (ZzOOM IN) BUTTONS, OR DOUBLE-CLICK A
SINGLE BITMAP TO CREATE A ZOOMABLE, SCALABLE PREVIEW WINDOW.

MARATHON USES A MEDIUM BLUE COLOR TO MARK TRANSPARENT REGIONS OF THE BITMAP. |IF
YOU WANT YOUR GRAPHICS TO HAVE TRANSPARENT REGIONS, MAKE CERTAIN YOU USE THIS
EXACT SAME SHADE OF BLUE. |F YOU USE A GRAPHICS PROGRAM THAT ALLOWS YOU TO
MANIPULATE YOUR COLOR TABLE SUCH AS ADOBE PHOTOSHOP, MAKE SURE THAT THIS
TRANSPARENT COLOR IS THE FIRST COLOR IN THE COLOR TABLE. TO MAKE IT EASIER FOR YOU
TO KEEP YOUR COLOR TABLE CORRECTLY ALIGNED IN PHOTOSHOP, ANVIL PROVIDES AN
“EXPORT COLOR TABLE TO PHOTOSHOP” COMMAND IN THE SHAPES MENU.

TO EXPORT A SINGLE BITMAP TO A SIMPLETEXT-READABLE PICTURE FILE, CLICK ON IT AND
SELECT “EXPORT SELECTED ITEM TO PICT” FROM THE SHAPES MENU. TO EXPORT THE ENTIRE
COLLECTION INTO A HORIZONTAL STRIP OF BITMAPS (USEFUL FOR EDITING IN GRAPHICS
PROGRAMS), SELECT “EXPORT COLLECTION TO PICT” FROM THE SHAPES MENU. YOU CAN
ALSO USE THE COPY COMMAND FROM THE EDIT MENU, OR PRESS COMMAND-C, TO COPY A
SINGLE BITMAP INTO THE CLIPBOARD.

TO IMPORT A NEW BITMAP, CLICK ON THE BITMAP YOU WANT TO REPLAGCE AND SELECT “IMPORT
BiITMAP FROM PICT” FROM THE SHAPES MENU. YOU CAN ALS0O USE THE PASTE COMMAND
FROM THE EDIT MENU, OR PRESS COMMAND-V, TO PASTE IN A SINGLE BITMAP FROM THE
CLIPBOARD. |F YOU PREVIOUSLY EXPORTED AN ENTIRE COLLECTION, YOU CAN IMPORT IT BY
SELECTING THE “IMPORT COLLECTION FROM PICT” cOMMAND. NOTE THAT THE DIMENSIONS



OF THE IMPORTED PICTURE MUST BE EXACTLY IDENTICAL TO THOSE OF THE EXPORTED PICTURE
FOR ANVIL TO SUCCESSFULLY COMPLETE THIS COMMAND.

THE BEST WAY TO PREPARE IMAGES FOR IMPORTING IS TO START WITH AN EXISTING BITMAP TO
GET THE BACKGROUND BLUE RIGHT AND USE A GRAPHIC PROGRAM TO CONVERT IT TO RGB
MopDE (IN PHOTOSHOP) OR THOUSANDS-OF-COLORS MODE FOR EDITING.

ONCE COMPLETE, CONVERT THE IMAGE BACK TO INDEXED (IN PHOTOSHOP) OR 256-COLORS
MODE FOR SAVING OR PASTING. |F POSSIBLE, THE GRAPHIC PROGRAM SHOULD BE MADE TO
USE THE CUSTOM MARATHON COLOR TABLE (IN PHOTOSHOP, SELECT “CUSTOM” FROM THE
INDEXED COLOR DIALOG BOX, THEN USE THE “LOAD...” BUTTON TO LOAD A STORED COLOR
TABLE). |IF YOU DO NOT FOLLOW THIS PROCEDURE, YOU MAY NOT GET THE EXACT COLORS
THAT YOUR ORIGINAL FILE CONTAINED, BECAUSE THE MACINTOSH GRAPHICS SYSTEM WILL
NEED TO MAKE A “BEST GUESS” APPROXIMATION.

MARATHON RESTRICTS THE COLORS AVAILABLE TO ALL COLLECTIONS TO THOSE WITHIN A SET
OF 256 “STANDARD” COLORS. WHEN MARATHON RUNS IN THOUSANDS-OF-COLORS MODE, IT
WILL CHECK THE SHAPES FILE FOR “CUSTOM COLORS” COLLECTIONS. ONLY THE “WEAPONS
IN HAND” AND LANDSCAPE COLLECTIONS HAVE CUSTOM COLORS DATA. |IF YOU CHANGE THE
WEAPONS IN HAND OR LANDSCAPE GRAPHICS, YOU MUST ALSO CHANGE THEIR “CusTOM
COLORS” COLLECTION FOR THE RESULTS TO BE VISIBLE WHEN MARATHON RUNS IN
THOUSANDS-OF-COLORS MODE.

NOTE ALSO THAT WHEN YOU IMPORT AN IMAGE INTO A WALLS GCOLLECTION, ANVIL WILL
AUTOMATICALLY SCALE IT TO 128 BY 128 PIXELS. YOU ARE ADVISED TO PERFORM THIS
SCALING YOURSELF, SINCE YOU PROBABLY HAVE A BETTER IDEA OF WHAT YOUR TEXTURE IS
SUPPOSED TO LOOK LIKE.

EDITING COLOR TABLES

YOU CAN CHANGE ANY ENTRY IN THE COLOR TABLE OF ANY BUT THE FIRST 3 COLORS OF EACH
TABLE (WHICH ARE RESERVED FOR USE BY MARATHON). TO CHANGE A COLOR, SIMPLY CLICK
ON IT AND SELECT A COLOR FROM THE STANDARD COLOR PICKER.

YOU CAN CREATE A SMOOTH BLEND BETWEEN TWO COLORS BY OPTION-CLICKING ON THE FIRST
AND THEN OPTION-CLICKING ON THE SECOND.

EDITING SEQUENCES AND FRAMES

SEQUENCES ARE USED BY MARATHON AND ALL OF THE OTHER DATA FILES TO BRING SEVERAL
BITMAPS TOGETHER INTO AN ANIMATION. WHEN A COLLECTION IS SELECTED IN THE SEQUENCE
EDITOR, A LIST OF ALL THE SEQUENCES CONTAINED IN THAT COLLECTION IS DISPLAYED IN THE
SEQUENCES LIST BOX.

ONE VARIABLE, THE SCALE FACTOR, IS SHARED BY THE ENTIRE COLLECTION AND IS VISIBLE
ABOVE THE SERQUENCES EDITOR. THE VALUE ENTERED HERE WILL BE USED TO SGCALE UP THE
FRAMES OF EVERY SEQQUENCE IN THE COLLECTION, UNLESS A SEQUENCE SPECIFIES A NON-
ZERO VALUE FOR ITSELF IN ITS OWN SCALE FACTOR BOX.

THE TIMING, SCALING, AND SOUND VARIABLES CONTROLLED BY THE MIDDLE GROUP OF EDIT
FIELDS AND MENUS AFFECT THE ENTIRE SEQUENCE. BELOW THEM, THE VIEWS LIST BOX
ALLOWS ACCESS TO THE LIST OF FRAMES STORED FOR EACH VIEW.
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ANY SEQUENCE THAT IS TO BE USED FOR AN ATTACK MUST HAVE A KEY FRAME, WHICH IS SET
BY THE EDIT FIELD AT THE BOTTOM OF THE WINDOW. THE ATTAGCK WILL BE LAUNCHED WHEN
THE KEY FRAME IS REACHED. THE LOOP FRAME, WHICH IS ALSO SET BY AN EDIT FIELD AT THE
BOTTOM OF THE WINDOW, MUST BE SET IF THE SEQUENCE IS TO BE USED FOR A LOOPING
EFFECT OR PROJECTILE.

YOU CAN INCREASE THE NUMBER OF FRAMES PER VIEW BY CHANGING THE VALUE OF THE
“FRAMES/ VIEW” BOX AT THE BOTTOM OF THE WINDOW. |IF YOU CHANGE THIS VALUE, ANVIL
WILL AUTOMATICALLY CREATE NEW FRAMES OR DESTROY OLD FRAMES TO COMPENSATE, BUT
YOU WILL NEED TO ASSIGN BITMAP NUMBERS TO THE NEW FRAMES MANUALLY.

THE FRAMES EDITOR OCCUPIES THE RIGHT SIDE OF THE WINDOW AND ALLOWS CHANGES TO
INDIVIDUAL FRAMES OF A SEQUENCE. ALL OF THE EDITABLE PARTS OF THE FRAME WINDOW
HAVE ON-LINE HELP AVAILABLE. WHEN YOU HAVE FINISHED EDITING THE SHAPES FILE, SELECT
“SAVE” OR “SAVE AS...” FROM THE FILE MENU TO SAVE YOUR CHANGES.

REMEMBER THAT TO USE YOUR CHANGES IN MARATHON, YOU WILL NEED TO SELECT

PREFERENGCES, AND THEN SELECT “ENVIRONMENT” FROM THE MENU TO OBTAIN A LIST OF
AVAILABLE SHAPES.

EDITING SOUNDS

MAKING CHANGES TO THE SOUNDS FILE IS EASY. YOU CAN Sounds
REVIEW THE CONTENTS OF ANY SOUND CLASS RECORD BY Sound:  [_Startup -]
SELECTING THE SOUND CLASS FROM THE POP-UP MENU AND | ®s&sit (16t

&

CLICKING ON THE LIST OF SOUNDS (WHICH WILL PLAY [ cannet be restarted

@ Resists pitch changes
AUTOMATICALLY WHEN CLICKED). |F YOU WISH, YOU CAN ! )

D Can't change pitch
SAVE ANY SOUND AS A DOUBLE-CLICKABLE SYSTEM 7 [ Can't be obstructed
SOUND BY SELECTING “SAVE SOUND AS SYSTEM 7 Wariations : [ can't be media obstrusted

[ 15 Ambient
SOUND” FROM THE SOUND MENU. YOU CAN ALSO COPY Volume:

THE SOUND TO THE CLIPBOARD BY CHOOSING “COPY” FROM
THE EDIT MENU, OR BY PRESSING COMMAND-C.

YOuU CAN IMPORT A NEW SOUND BY SELECTING “IMPORT FROM SOUND FILE” FROM THE
SHAPES MENU AND THEN SELECTING ANY SYSTEM 7 SOUND OR MARATHON 1 SOUNDS FILE.
IF YOU WISH TO PERFORM A MORE GENERAL IMPORT, SELECT “IMPORT FROM ANY FILE,” WHICH
WILL ALLOW YOU TO SELECT ANY FILE YOU WISH (INCLUDING OTHER APPLICATIONS OR THE
SYSTEM FILE). |IF THE FILE YOU SELECT CONTAINS MORE THAN ONE SOUND, ANVIL WILL
PROVIDE A PREVIEW DIALOG BOX TO LET YOU THE ONE YOU WANT. YOU CAN ALSO PASTE IN
NEW SOUNDS FROM THE CLIPBOARD BY SELECTING PASTE FROM THE EDIT MENU OR BY
PRESSING COMMAND-V.

TO REPLACE AN EXISTING SOUND, CLICK TO HIGHLIGHT IT, AND THEN CHOOSE IMPORT OR
PASTE. TO CREATE A NEW SOUND, CLICK BELOW THE EXISTING SOUNDS (SO THAT NONE ARE
HIGHLIGHTED) AND THEN CHOOSE IMPORT OR PASTE. WHEN YOU HAVE FINISHED EDITING THE
SOUNDS FILE, SELECT “SAVE” OR “SAVE AS...” FROM THE FILE MENU TO SAVE YOUR
CHANGES.

TO USE YOUR CHANGES IN MARATHON, YOU WILL NEED TO SELECT PREFERENCES, THEN
“ENVIRONMENT” FROM THE MENU, AND FINALLY SELECT YOUR NEW SOUNDS FILE.



LEGAL: SELLING MAPS AND SCENARIOS

S0 YOU’VE BUILT THIS GREAT SCENARIO USING FORGE AND ANVIL. WHAT NOw? CAN YOU
CHARGE MONEY FOR IT? CAN YOU DISTRIBUTE THE SHAPES, MAPS, SOUNDS, AND IMAGES
FILE? THESE ARE TOUGH RUESTIONS. WHILE WE HOPE MANY SCENARIOS AND MAPS WILL BE
CREATED USING FORGE AND ANVIL (AND SENT UP TO THE NET FOR EVERYONE TO ENJOY), WE
WANT TO DISCOURAGE ANYONE FROM BREAKING THE LAW.

HERE ARE ANWERS TO SOME FREQUENTLY ASKED QUESTIONS.

Q CAN | MODIFY AND DISTRIBUTE THE MARATHON INFINITY APPLICATION ALONG WITH A
SCENARIO I'’VE BUILT?

A NO. UNDER NO CIRCUMSTANTES ARE YOU ALLOWED TO MODIFY OR DISTRIBUTE THE
MARATHON INFINITY APPLICATION.

Q@ I'’VE ADDED A NEW MONSTER AND A NEW SOUND TO THE MARATHON INFINITY SHAPES AND
SOUNDS FILES. CAN | DISTRIBUTE THE MODIFIED SHAPES AND SOUNDS FILE?

A FILES THAT CONTAIN ANY BUNGIE ARTWORK, SOUNDS, OR IMAGES CANNOT BE
DISTRIBUTED. YOU MAY DISTRIBUTE ONLY ORIGINAL WORK YOU CREATE. HOWEVER, YOU MAY
NOT CHARGE MONEY FOR THEM.

@ I'’VE CREATED A NEW MONSTER AND BUILT A PATCHER THAT WILL PATCH THE INFINITY
SHAPES FILE. CAN | DISTRIBUTE THIS?

A YES, AS LONG AS YOUR PATCHER DOES NOT CONTAIN ANY BUNGIE COPYRIGHTED ARTWORK,

SOUNDS, OR IMAGES.
@ | MODIFIED A NET LEVEL IN MARATHON INFINITY, CAN | DISTRIBUTE IT?

A YOU MAY NOT PUBLICLY DISTRIBUTE ANY MODIFIED OR ORIGINAL LEVELS FROM ANY
MARATHON GAME CREATED BY BUNGIE SOFTWARE. HOWEVER, YOU MAY FREELY RELEASE MAPS
TO THE PUBLIC THAT ARE YOUR CREATIONS.

@ CAN | CHARGE MONEY FOR A SCENARIO I’VE BUILT USING FORGE AND ANVIL?

A NO. EVEN IF YOU HAVE CREATED A SCENARIO FROM SCRATCH (USING ALL NEW MONSTERS,
SOUNDS, AND GRAPHICS), THE FILE FORMATS CONTAIN SPECIFIC DATA THAT WE MAINTAIN THE
COPYRIGHT ON.

@ IF | RELEASE A SCENARIO TO THE NET, FREE OF CHARGE, WHO OWNS THE COPYRIGHT?

A YOU OWN COPYRIGHT ON ANY ORIGINAL ARTWORK AND SOUNDS THAT YOU CREATE FROM
SCRATCH. HOWEVER, THE FILE FORMATS (IE, SHAPES, SOUNDS) CONTAIN SPECIFIC DATA THAT

WE MAINTAIN THE COPYRIGHT ON.

IF YOU HAVE ANY MORE QUESTIONS ABOUT MODIFYING OR DISTRIBUTING MARATHON RELATED
FILES CREATED FOR USE WITH MARATHON, PLEASE GET IN TOUCH WITH US.
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TwO USER LICENSE

BUNGIE SOFTWARE PRODUCTS CORPORATION ('"BUNGIE") IS THE OWNER OF THE SOFTWARE CONTAINED ON THE DISKETTE(S) OR
CD-ROM. YOU HAVE BEEN GIVEN TwWO SERIAL NUMBERS FOR THE PURPOSE OF USING THE SOFTWARE IN A NETWORK SETTING. AS
THE PURCHASER, YOU HAVE THE RIGHT TO SERIALIZE TWO COPIES OF THE SOFTWARE. ONE COPY MAY BE SERIALIZED WITH THE
FULL VERSION SERIAL NUMBER AND ONE COPY WITH THE NETWORK SERIAL NUMBER. YOU ARE EXPLICITLY FORBIDDEN BY LAW
FROM SERIALIZING ANY COPY OF THE SOFTWARE WITH A SERIAL NUMBER THAT YOU DID NOT PURCHASE. YOU ARE BEING GRANTED
A NON-EXCLUSIVE RIGHT TO USE THE PROGRAM WITHIN THE DISKETTE(S) orR CD-ROM UNDER THE TERMS SET OUT BELOW. THE
PERMITTED USES, PROHIBITED USES, AND TERM APPLY TO EACH SERIALIZED COPY OF THE SOFTWARE.

PERMITTED USES: YOU MAY USE THE SOFTWARE ON A SINGLE COMPUTER AT ANY ONE TIME. YOU MAY PHYSICALLY TRANSFER
THE PROGRAM FROM ONE COMPUTER TO ANOTHER, PROVIDED THAT THE SOFTWARE IS USED ONLY AT ONE COMPUTER AT A TIME.
YOU MAY SELL OR GIVE THE SOFTWARE TO ANOTHER PARTY, PROVIDED THAT THE OTHER PARTY AGREES TO BE BOUND BY THE
TERMS OF THIS LICENSE AGREEMENT. YOU MAY MAKE ONE COPY OF THE PROGRAM SOLELY FOR BACKUP PURPOSES. THE
COPYRIGHT AND OTHER NOTICES ON THE DISKETTE(S) OR CD-ROM MUST BE REPRODUCED AND PLACED ON THE BACKUP COPY.

PROHIBITED USES: YOU MAY NOT MAKE MORE THAN ONE BACKUP COPY AS PERMITTED ABOVE. |F YOU SHOULD WISH TO COPY
OR USE THE SOFTWARE ON MORE THAN ONE COMPUTER AT THE SAME TIME, CONTACT BUNGIE. YOuU MAY NOT DISTRIBUTE,
LEASE, RENT, SUBLICENSE OR LOAN THE SOFTWARE OR DOCUMENTATION TO ANY OTHER PERSON. YOU MAY NOT ELECTRONICALLY
TRANSFER THE SOFTWARE FROM ONE COMPUTER TO ANOTHER COMPUTER OR PROVIDE USE OF THE SOFTWARE IN A COMPUTER
SERVICE BUSINESS, NETWORK, TIME-SHARING, OR MULTIPLE-USE AGREEMENT. YOU MAY NOT MODIFY, TRANSLATE, OR REVERSE
ENGINEER THE SOFTWARE.

TERM: YOU MAY TERMINATE THIS LICENSE AGREEMENT BY DESTROYING THE SOFTWARE AND DOCUMENTATION AND ANY COPIES.
THIS LICENSE WILL ALSO TERMINATE IF YOU FAIL TO COMPLY WITH ANY TERM OR CONDITION OF THIS AGREEMENT. UPON
TERMINATION, YOU AGREE TO DESTROY ALL COPIES OF THE PROGRAM AND DOCUMENTATION.

LIMITED WARRANTY ON SOFTWARE MATERIALS AND MEDIA

BUNGIE WARRANTS THAT THE MANUAL AND THE SOFTWARE MEDIA ARE FREE FROM DEFECTS IN MATERIALS AND FAULTY
WORKMANSHIP UNDER NORMAL USE FOR A PERIOD OF NINETY DAYS FROM THE DATE OF ORIGINAL PURCHASE. IN THE EVENT OF
ANY PHYSICAL DEFECTS IN THE SOFTWARE MEDIA DURING THE NINETY DAYS AFTER PURCHASE, BUNGIE WILL REPLACE THE
SOFTWARE MEDIA AT NO CHARGE TO THE ORIGINAL PURCHASER AFTER PROOF OF PURCHASE. |F THE FAILURE OF THE SOFTWARE
MEDIA, IN THE JUDGEMENT OF BUNGIE RESULTS FROM ACCIDENT, ABUSE OR MISAPPLICATION OF THE MEDIA, BUNGIE wiLL
HAVE NO RESPONSIBILITY TO REPLACE THE MEDIA UNDER THIS WARRANTY. ALL IMPLIED WARRANTIES ON THE SOFTWARE
MEDIA, INCLUDING IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE
LIMITED IN DURATION TO NINETY (90) DAYS FROM THE DATE OF ORIGINAL RETAIL PURCHASE. THE MANUAL AND
THE SOFTWARE ARE SOLD "AS IS". THE PURCHASER ASSUMES ALL RISK AS TO ITS QUALITY AND
PERFORMANCE. IN NO EVENT WILL BUNGIE BE HELD LIABLE FOR DIRECT, INDIRECT, SPECIAL, INCIDENTAL, OR
CONSEQUENTIAL DAMAGES RESULTING FROM ANY DEFECT IN THE SOFTWARE, THE MEDIA, OR ITS
DOCUMENTATION. YOUR SOLE AND EXCLUSIVE REMEDY IN THE EVENT OF DEFECT IN THE MEDIA IS REPLACEMENT AS PROVIDED
ABOVE. THE ABOVE WARRANTY AND REMEDIES ARE EXCLUSIVE AND IN LIEU OF ALL OTHERS, WHETHER ORAL,
WRITTEN, EXPRESS OR IMPLIED. NO EMPLOYEE, DEALER, OR AGENT IS AUTHORIZED TO MAKE ANY MODIFICATION,
EXTENSION, OR ADDITION TO THIS WARRANTY. CERTAIN STATES DO NOT ALLOW THE EXCLUSION OR LIMITATION OF INCIDENTAL OR
CONSERUENTIAL DAMAGES, SO THE ABOVE LIMITATION MAY NOT APPLY TO YOU. BUNGIE RETAINS ALL RIGHTS NOT EXPRESSLY
GRANTED. NOTHING UNDER THIS AGREEMENT CONSTITUTES A WAIVER OF BUNGIE’S RIGHTS UNDER THE U.S. COPYRIGHT LAWS
OR ANY OTHER STATE OR FEDERAL LAW.
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TUNCER DENIZ

DEVELOPMENT MANAGER
ERIC KLEIN

"BLoOD TIDES OF LH'OWON" BY DOUBLE AUGHT
CHRIS GEISEL
GREG KIRKPATRICK
RANDY REDDIG

INFINITY GRAPHICS
RANDY REDDIG
DAvID LONGO
CoLIN KAWAKAMI
BETH ULMAN

PROGRAMMING
ALEX ROSENBERG
JASON JONES
RYAN MARTELL
ALAIN ROY

INFINITY INTERFACE & ICONS
CHRIS MCVEIGH

ORIGINAL MARATHON ART & GRAPHICS
MARK BERNAL
ROBERT MGCLEES

PRODUCT ASSISTANCE
JAY BARRY
JONAS ENEROTH

SOUND DESIGN
ALEXANDER SEROPIAN

CHAPTER SCREENS
CRAIG MULLINS

TITLE THEME
POWER OF SEVEN

DAMAGE & SPIN
ALEXANDER SEROPIAN
Douc ZARTMAN
MATT SOELL

THE VOICE OF BoB
DoOuG ZARTMAN

DOCUMENTATION
TUNCER DENIZ
ALEXANDER SEROPIAN

PACKAGING
13TH FLOOR
ALEXANDER SEROPIAN

NETWORK MAPS
RANDY REDDING
GREG KIRKPATRICK
DAvVID LONGOD
TUNCER DENIZ
JONAS ENEROTH
DoOuUG ZARTMAN
RANDALL SHAW
BiLL RAMSEY

FORGE PROGRAMMING
JASON REGIER

ADDITIONAL PROGRAMMING
RYAN MARTELL
ALEX ROSENBERG
JASON JONES

QUALITY ASSURANCE
JAY BARRY
JONAS ENEROTH

FORGE DOCUMENTATION
JONAS ENEROTH
TUNCER DENIZ
JASON REGIER

FORGE TUTORIAL MOVIES
CHRIS MCVEIGH

ANVIL PROGRAMMING
MICHAEL HANSON

ANVIL DOCUMENTATION
MICHAEL HANSON

TESTING
JEREMY HENRICKSON

CRUISE DIRECTOR
PAM KLIER

SPECIAL THANKS
BETA TESTERS
APPLE TESTING GROUP
BART FARKAS
KEVIN WILLIAMS
HAMISH SINCLAIR
CHRIS JENSEN

STUFF THAT REALLY RULES
EVEN FASTER POWERMACS
PHOTOSHOP
CLARIS EMAILER
IDMEGA JAZ
BBEDIT
POWER COMPUTING
EHTERWAVES
T1 LINES
MULLINS’ ART

STUFF THAT DOESN’T RULE
JUNK E-MAIL
CENSORSHIP
LAME SUMMER MOVIES
MOUSE LINT
RICH LEVINE

FINAL THOUGHTS
BLAM
YOUrR MoOM
DINK

a credits
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SERIAL NUMBERS

BELOW ARE YOUR MARATHON INFINITY SERIAL NUMBERS. MARATHON INFINITY WILL ASK YOU FOR A SERIAL
NUMBER THE VERY FIRST TIME YOU LAUNCH IT. TYPE IN THE FULL SERIAL NUMBER.

FOR NETWORK PLAY,
INSTALL THE GAME ON A NETWORKED COMPUTER AND USE THE NETWORK SERIAL NUMBER.

DO NOT LOSE THESE SERIAL NUMBERS, WE CANNOT REPLACE THEM FOR YOLUl.

THE FULL SERIAL NUMBERS WILL NOT WORK WITH MARATHON 1 OR 2. CONVERSELY, MARATHON 1 OR 2 FULL
SERIAL NUMBERS DO NOT WORK WITH MARATHON INFINITY. HOWEVER, MARATHON 2 NET SERIAL NUMBERS AND
MARATHON INFINITY NET SERIAL NUMBERS ARE THE SAME. |IF YOU BOUGHT MARATHON 2 NET SERIAL

NUMBERS, YOU CAN USE THEM FOR INFINITY NET PLAY.

FULL SERIAL NUMBER

NET SERIAL NUMBER

TYPE THIS NUMBER IN IF YOU WANT TO
PLAY THE FULL VERSION OF THE GAME
AND NETWORK PLAY.

THIS NUMBER IS ONLY FOR NETWORK

GAMES.
IF YOU BOUGHT THE

COPIES OF MARATHON INFINITY,
GAME YOURSELF ENTER THIS NUMBER.

YOUR FRIEND BOUGHT THE GAME AND YOU

ARE JUST PLAYING NET, THEN USE THE
NETWORK NUMBER. |F NEITHER OF YOU
BOUGHT IT, THEN GO BUY A COPY BEFORE

WE CATCH YOU. (WE CATCH EVERYONE,

EVENTUALLY)

SERIALIZED WITH THIS NUMBER CANNOT
IF

PLAY THE SINGLE PLAYER LEVELS.

IF
YOU INSTALL MARATHON INFINITY WITH

THIS NUMBER BY ACCIDENT, YOU NEED

TO DELETE THE MARATHON INFINITY
PREFERENCES FILE FROM YOUR SYSTEM

FOLDER’S PREFERENCES FOLDER.

IF
YOU WANT MORE THAN TWO PLAYERS

IN
YOUR NET GAMES (HIGHLY
RECOMMENDED) CALL US WITH YOUR

CREDIT CARD NUMBER.




