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Introduction

Not everyone knows Disney’s Science Fiction movie Tron. It is a movie from somewhere in the eighties, which has some great special effects for that time. It’s about a man, who by accident fragmentizes himself into a computer in which he has to play arcade games to survive. The most spectacular thing of this movie was the dexterity game, called Light Cycle. In this game the player has to ride some kind of futuristic motorcycle, which leaves behind a trail of light. This lightwall cannot be passed by any cycle. In this way he has to cut corners to trap other players.

Light Cycle (or Tron as some people call this game) has been remade as a game on the computer for several times, but almost always in 2D and without anything more to do than cycling around. Now you can enjoy this addicted game in 3D, with spectacular views and speeds. This game allows you to compete against a maximum of seven computers or against up to three of your friends. But if you just want to watch the computers slaughter each other, you can also enter a game as a spectator.

Light Cycle 3D has everything the movie has. Plus more! With other Light Cycle games I mostly erased it from my hard disk after having played it for several minutes, because there was not much to do except for trying to trap your enemies. So I decided to give this game a bit more variety. In Light Cycle 3D you now can give your cycle extra boost, teleport, get a shield and confuse, dizzy or blind your foes and so many more things.

Getting Started

You can start the game with Light Cycle 3D.exe and everything should go fine. If by some reason the game won’t start, be sure to have DirectX 8.0 or higher installed on your computer. Still nothing, then try to fix it by removing the file Light Cycle 3D.ini. Also check if all the required files are in all the correct directories that the .zip file indicates. If you still get errors, you can e-mail me at wishbone2003@hotmail.com.

The menu

When you start the game you find yourself in the main menu. Here you can see the following options:

Start Single Game: the game will start.

Multiplayer Game: play a multiplayer game on more than one computer.
Game Options: go to the options screen to make changes to the game or to the players.

FX Options: go to the options screen to change sound or graphics.

Quit: don’t even think about it!
Multiplayer Game.
Multiplayer games are games that are played on more than one computer. You can either create a new game, or join a game.

New Game: Host a new multiplayer game. Your IP number appears on your screen. If this number is 127.0.0.1, then you are not connected to the Internet. The other human players have to know this number if they want to join your game. The names of players that join your game appear on the screen. If you think that enough players have joined the game, you can choose to start the game by pressing the Enter key. Your game options will be used for the game.
Join Game: Join a game, created by a host. You need to know the host’s IP number if you want to join his/her game. The host decides when the game starts. Press Esc if you want to leave the game.
Game Options.

<Name>: <player type>: e.g. Fya-Wya: human. This shows all eight of the player’s color, name, and player type. Select them and you will be send to the Player Options.

Number of Players: the total number of players that will appear in the game. Observers also count as players, so if you choose to play with three players and one of them is an observer, then only two players will play the game and the third will only watch. There can be up to 8 players.
Playfield size: the size of the field. The standard playfield size is 150. This means that you will play in a field of 150x150 squares.
Number of Walls: these are the number of black walls that will appear randomly in the playfield.

Number of rays: the number of red and blue rays for you to collect that will be scattered around. This means for example that 10 rays will be 5 red and 5 blue rays.

Game type: you can change this to choose to win in three different ways:


Lives: stay more alive than the others to win.


Cut corners: get a point for each time another player hits your lightwall.


Longest lightwall: you get a point for each step you take till you crash.
Number of lives / points: the total number of lives each player starts with, or the number of points a player must get to win. The number of lives or points can also be infinite.

Maximum cycle speed: try to beat your foes with faster cycle speeds. The faster, the tougher, but the more spectacular it is. This is a good test for your reaction ability.
Cycle formation: there are three kinds of starting formations to try out. Edges: all cycles start at the four sides or the four corners. Middle: all cycles start in the centre of the field. Race: all cycles start at the same side of the field, facing the same direction.

Reset game options: reset all settings done on the Game Options and Player Options pages.
Player options.

<Player name>: select this to change this player’s name.
<Player type>: there are three different player types:

Observer: use this to passively watch the other players (just grab some beer and enjoy the show). Only the first four players can be an observer.
Human: the Homo sapiens behind the screen (that means you, human!).
Computer: our own artificial intelligence in a can.

Intelligence: this is only changeable for the computer. There are five types of A.I.:

Boring: this one never does something interesting. He only moves forward, and only when he encounters a wall right in front of him, then he moves either left of right. He only grabs very close rays.

Careful: this computer never grabs rays on purpose and he does not show much spontaneous turns.


Smart: this one knows and sees every trick another player has in his or her sleeves. He never gets confused, dizzy or blinded by their enemies. Also grabs nearby rays.

Normal: nothing special on this one. He turns now and then and grabs quite some rays.


Reckless: this one turns very often and grabs almost all rays in the neighborhood. This is really a nervous type.
Color red: changes the red value of this player’s cycle color.

Color green: changes the green value of this player’s cycle color.

Color blue: changes the blue value of this player’s cycle color.

Texture: changes the texture of the cycle. There are three different textures.
Body: changes the body of the cycle. You can choose between the Mauser 200, the Stingray IV, the Tony Maxx and the War-Head.

Key Turn Left: after selecting, press the key you wish to use to turn left.

Key Turn Right: after selecting, press the key you wish to use to turn right.

Key Afterburner: after selecting, press the key you wish to use for the afterburner.

Key Offense: after selecting, press the key you wish to use for activating your offensive powerup.

Key Defense: after selecting, press the key you wish to for activating your defensive powerup.

Key Camera View: after selecting, press the key you wish to use to change your camera view.

FX Options.

Sound Volume: changes the volume of all sound effects.

Music Volume: changes the volume of the music.

Graphic Details Options: here you can change some flags to set the quality of the game. The lower the graphics quality, the better the game play (unless your computer is fast enough to have both high quality and good game play). The flags are:

Cycle mesh density: the cycles are built up by small triangles. Here you can change the number of triangles the cycles have.

Texture quality: you can set the size of all textures to 50%, or turn all textures off.
Cycle speed blur: a new feature in version 1.04 is the white cycle speed blur. You can set the quality of it here.

Floor mirror: turn the mirror effect of the floor on or off.

Electric lines of floor: change the density of red electric effects on the floor.

View range: set the view range from very near to very far.
<Graphics resolutions>: these are all the possible graphic resolutions your card supports. On default, the resolution is 640 x 480 x 16. This means a resolution of 640x480 pixels and 16 bit colors (=65536 colors). If anyone out there has a video card that doesn’t support this specific resolution (I doubt that there are any), just let me know.

The Game

And they’re off!
If you have selected one of more human players, you will see one or several screens with a colored cycle moving away from the camera. This is you. You will also see that you leave behind a colored line. This is your weapon.

If you let your cycle move forward for a while, you can see several things on your path:

Other cycles:



these are your enemies that you have to defeat.

Colored horizontal walls:
these are the light walls from other cycles that are harmful to you.

High blue walls:
these are the edges of the playfield.

Black walls:
these can appear somewhere in the field. Never collide with these!
Colored vertical lines:
collect these! They may give you many advantages. These rays will give you extra powerups, like speed, shields and other stuff.
Now we want to move our little vehicle trough the field. You can move left and right with the keyboard keys (see The Keys section in this document to see how you can steer your cycle). As you move along, you can see that your light barrier shows you exactly what route you take. Notice that you can only move over the white lines on the floor.

Each player starts at a different place in the field. Three different formations can be selected for the cycles. These formations can be changed in the Game Options. The players can start in the following ways:

	Edges:

5 →

3

↓

← 8

1 →

← 2

7 →

↑

4

← 6


	Middle

    ↑  ↑
←8  1  5

←4     3→
6  2  7→
    ↓  ↓

	Race
3 →
7 →

1 →
5 →

6 →
2 →

8 →

4 →



Afterburner.

At the bottom right of your view screen you see a dark gray square with an arrow in it. When your cycle survives for 15 seconds, you’ll see that the square gets white. Now you can use the afterburner key to speed up your cycle for a few seconds. The longer you hold your after-burner key, you see that the white square slowly becomes gray again. This extra tool is very handy when you find yourself closely beside another player and you want to overtake him or her by being just that little bit faster.

Powerup Rays.

Try to take some of the red and blue vertical rays. You notice a red or blue square with a symbol in it at the bottom left of your screen as you ride through a ray. The blue and red symbols respectively indicate defensive and offensive actions. These powerups are very useful. The more rays of the same color you collect, the better the powerup is. There are 2x6 symbols:

Defensive Powerups.

[image: image1.bmp]
Stop. This will stop your cycle for a few seconds. It will give you some time to think what to do next.

[image: image2.bmp]
Speed. Gives your cycle some more speed to be just a fraction faster than other players. This is cumulative, so each speed powerup you take will make you faster. After you crash, you will lose halve of your extra speed.
[image: image3.bmp]
Force Field. Your cycle is wrapped up in a shield of force and makes it possible for you to cross a light barrier. However, you cannot cycle through multiple lines at once and you can never cross a black wall! Your Force Field is gone after cycling through a wall.

[image: image4.bmp]
Teleport. Your cycle will be de-fragmentized and rebuilt at a different location on the playfield. Very useful if you find yourself trapped. But be warned that it’s possible that you will find yourself placed near lines.
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TeleShield. This will activate a hexagonal portal in front of your cycle. This portal works as a shield whenever you hit a lightwall and it will teleport you to the edge of that lightwall. Your TeleShield is gone after it is used.
[image: image6.bmp]
Spider Cycle. Polarizes the magnetical forces of your cycle and teleports you to the ceiling for 20 seconds.
[image: image7.bmp]
The Master’s Shield. This is the ultimate defense. With this you can cycle though every player’s wall. You can even try to ride your vehicle through one of your enemy’s cycles. Black walls are still dangerous so don’t be too reckless. Duration is 15 seconds.
Offensive Powerups.
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T-shaped Lightwall. This one forms a lightwall that is placed vertical to your own wall. You can use this to surprise your enemies without taking any risky maneuvers.

[image: image9.bmp]
Night Cycle. Your cycle and your lightwalls will bend all light, so it seems that the cycle and all lines become almost invisble. Other players have to look a bit harder if they don’t want to crash. Look out that you will not crash into your own lines, as they are very hard to see. Duration: 10 seconds.
[image: image10.bmp]
Time Stop. For all players, except for you, time stops. All cycles stop moving for seven seconds. Now is your chance to trap those enemies of you without any resistance. Duration: 10 seconds.
[image: image11.bmp]
Upside-down. All other players will face a very unpleasant and dizzy surprise. Their view will spin around and around and makes it very hard for them to drive correctly. Duration: 10 seconds.
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Triple Lightwall. Let your foes know who is the biggest around here. With this offensive action you leave behind a trail of three lightwalls, except of one. Duration: 20 seconds.
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Defrag Mines. This will scatter a couple of mines throughout the playfield. The mines are hard to see and will destroy everyone who comes near. Your own mines cannot destroy you. The mines remain for as long as you have not crashed.
[image: image14.bmp]
The Light. Ouch, that light stings your eyes out! Your enemies are blinded by a very bright light, which will give them a very narrow view of only a few squares ahead. Duration: 15 seconds.
Every time you grab one of those red or blue vertical lines, you get a better offensive or defensive action. If you use the action, then you have to start from the top again. So, if you want to have The Master’s Shield, you have to collect 6 blue lines in a row, without using any of the other defensive actions that you encounter while collecting.

Green Power Ray.
The green power ray will directly activate a random offense or defense powerup, or it will recharge your afterburner.
Yellow Life/Point Ray.
The life ray (or point ray) is yellow. Grab it and you gain a life or a point depending on which game type you play. If you play longest lightwall, then you gain 100 points in this way.
Life and Death.

Whenever someone crashes, you can see a message about it at the top of your screen. You explode and your lightwall vanishes into the ground and you will be placed back at your starting point. At the top right of your view screen you can see the number of lives you still have left if you are playing for lives or you see the number of points you have earned. Under your own life or point total, you see the names and numbers of lives (or points) of the other players. If you play longest lightwall, then you see two numbers. Left of the slash is the number you have at this moment. Right of the slash is the highest number you have reached in this game.

If you are playing for lives and the number of your lives is zero, your lightwall will not disappear and you are out of the game. When you are the only player left in the game, you are the winner!

If you are playing for points, then you will immediately win when you have reached the number of points you must collect.

If you play with infinite lives or points, then there is no end to the game.
Camera View.

If you hold down the key for camera view, the camera will be fixed behind your cycle. If there are any enemy cycles nearby, the camera will focus on that cycle. This is very useful if you have any enemies on your tail.
Multiplayer Game.

When the game starts in multiplayer mode, the game options of the host will be used for the number of players, walls, points, and cycle speed, etcetera. The number of players that the host has set is the maximum number of players that can join the game. If this number is reached, the game starts automatically. If the host decides to let game start before this number is reached, all remaining players will be computer AI. During the game, if a player leaves the game, the computer AI will control his/her cycle. The first human player or observer that you have in your player list will be your player (or observer).

The keys

These are the standard keys for the first 4 players in the game. Of course, the keys for all 8 players can be redefined in the Player Options. The actions after the slash (/) are the actions that can be taken when this player is in observer mode.
	Action / observer
	Player 1
	Player 2
	Player 3
	Player 4

	Left / previous cycle
	Arrow left
	Z
	N
	Keypad 4

	Right / next cycle
	Arrow right
	C
	,
	Keypad 6

	Afterburn / random
	Arrow up
	S
	J
	Keypad 8

	Offense / rotate right
	Right Shift
	Left Shift
	L
	Keypad +

	Defense / rotate left
	Right Ctrl
	Left Ctrl
	.
	Keypad Enter

	Camera / view dist.
	Arrow down
	X
	M
	Keypad 5

	Pause
	F1

	Sound on/off
	F7

	Music on/off
	F8

	Take screenshot
	F9

	Exit
	Esc


Finally...

Online information.

My Homepage:
http://wishbone.is-root.com
My E-mail:

wishbone2003@hotmail.com
Other Important Information.

· This game is freeware. That means that I will not ask any money for it. That also means, that nobody else should get the silly idea of commercializing and selling this game to anyone either.

· If you have downloaded this game from any other site than the one mention above and you encounter some strange bugs or other features in this game, please don’t report anything about this to me directly, but first try to download it from my own page.

· This game was successfully tested on Windows 2000 with an AMD-K6/2 500MHz and on Windows XP with an AMD-Athlon 1900MHz computer. Let me know if by some reason this game doesn’t work on any operating system or computer type.

· This game does not work on Mac computers (Duh!).
· Any critics, compliments, bugs reports, suggestions or supports are welcome. Mail me about it!

Have fun!
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