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I. Introduction





Welcome to AI: the Next Wave.  This is a mod of the popular, advanced shoot-'em-up game by Jason Ho.  This mod has almost the same gameplay as the original, but a few more extras, including the shop.  If you liked AI, you'll LOVE this!!!  Thanks, and have fun...








II. Gameplay





Controls:


	2nd: shoot


	[down arrow]: transport


	[up arrow]: activate shields


	[left arrow]: move left


	[right arrow]: move right


            [diamond]: turbo, with the scout ship and the x- class


            alpha: toggle item bars


	F1: fire/detonate cluster bomb


	F2: fire heat seeker


	F3: fire lazer


	F4: Disruption field


	F5: check special weapons levels


	Home: Save & Exit


	Esc: Menu


Mission:�You are part of an elite military force of the future that was trained for 'miscellaneous' combat. Now, the quotes on 'miscellaneous' are for reason.  the earth is under attack by an alien race that wants our lush planet for themselves.  Our force is the only one equiped and trained for this type of fighting.  You will be given a standard issue TY-99 type spacecraft, armed with the only weapons that can penetrate the shields of the enemy.  With the craft are three specialized weapons, designed specifically for our outfit.  You will be using cluster bombs, heat seekers, and lazers.  These weapons should enable you to defeat the alien forces.  Also, our base managed to get their hands on some disruption fields.  Although they remain a bit untested, they should work to stop the engines of the enemy.  Be careful when you use this on the biological enemies, it can only affect the electronic ones.  One more thing... collect the leftover energy of the aliens.  This is also unproved, but you should see results.  Good Luck.





Training:


You must collect the crystalized energy masses in order to receive credits for defeating a level.  if you collect the energy, you will receive Universal credits.  You get to use these credits at the Shop, which you get to visit every five waves.  the number of credits you get is equal to the number of times you fired (not how many bullets you shot) from all five waves, times total number of energy crystals that you collect over the five waves in between shop visits, times fifteen.  this equals the number of credits you will receive at the shop.  You must also buy  shields.  your ship comes with full shields, capacity 200.  if you run out of shields, you must buy more at the shop.  You must also buy more energy for your transporter.  The transporter comes with the energy for 30 transports, with a full capacity of 50.  The capacity and amount of energy transports can be augmented at the shop.








III. the Shop





The shop will accept the Universal Credits that you earn during gameplay.  You get to visit the shop every five waves.  There are two parts to this shop.  The first part is the Landing Bay.  Here, they install the parts that you buy.  They also move parts from ship to ship (for a fee of five credits per part), and let you choose which ship you would like to use (if you have more than one).  





The Shop's Catalog: (note: these are normal shop products and prices.)





10 Shields.......................10 credits


10 Transport...................10 credits


20 Shield upgrade............40 credits


10 Transport upgrade......30 credits


Cluster Bomb upgrade.....20 credits


Heat Seaker Ugrade........13 credits


Lazer upgrade..................16 credits


Triple Fire........................80 credits


Spreader Fire...................200 credits


Extra Lives......................300 credts


Ship: Attack Craft............300 credits


Ship: Scout Craft..............375 credits


Ship: Class X...................450 credits





note* (sorry, with this release of AINW, the shop is not included.  It may never be included depending on my time and how much skill i can program with.  All of these items can be acquired through upgrades.  Also, when (and if) the shop is released, the only thing upgrades will get you is more credits.  Parts are also automatically switched now.)





Here is a brief description of what every thing in the shop does:





Fire bullets


=========


Fires the typical gun installed on all ally ships. These guns can be upgraded to triple fire, and spreader fire. You will start finding spreader fire upgrades after level 20. You can never run out of these bullets. Press 2nd to fire these bullets.





Cluster Bomb


===========


Sends out a powerful bomb that must be manually detonated. Press F1 to send it out, and F1 again to detonated it. The blast radius may get very large, but your ship will not be harmed by the blast. The maximum level for Cluster Bombs is level 20.





Heat Seeker


=========


This special type of bullet detects heat emitted from other enemies. It then targets the enemy, follows its prey, and detonates upon impact. To use it press F2. Heat seakers can only be upgraded to level 8.





Lasers


======


Shoots a very powerful laser that would easily burn through any ship. To use the lasers, press F3. The maximum level for lasers is level 20.





Disruption Field


=============


Sends out powerful waves that temporarily disables enemy thrusters. Note that because this only works for electronical enemies, the biological enemies will not be affected by this skill. Disable time will vary. Press F4 to use this skill.





Shields


======


Activates the magnetic protection shields that will shield you from any type of damage. In times of trouble, these shields are vital to your survival. Because of the large amount of energy required to maintain the shield, it must be recharged. Weapons cannot be fired when the shields are active. Your shield bar is indicated at the bottom right hand corner of the screen. To use the shields hold down the UP button.





Teleport


=======


Using advanced technology, teleporting breaks you down into little particles, sends your particles through a laser to the other side, and then reassembles the particles. Teleporting in and out of trouble is a vital strategy for survival. To teleport, press the DOWN button.  You have a limited amount of energy for this function, but more is acquired after almost every wave, if you can get the energy crystals.  You transport bar is right above your shield bar.





Temporary Invincibility


===================


Temporary Invincibility is cast whenever you die and come back in, or when you teleport from one end to the other. This is to prevent the possibility of uncontrollable death.





Attack Craft


==========


The Attack Craft is made with more armor than the TY-99.  It can also be hit once with out completely disintegrating.  Every time you go to the Landing bay, the damage will be repaired.





Scout Craft


=========


The Scout Craft is made to be much more agile than the attack craft or the TY-99.  However, because of the small size of the ship and the power of the engines, shields are consumed twice as fast in this ship as in the TY-99 or the Attack Craft.  Armor is too heavy for this ship, so only one hit amy be taken before full disintegration.  This ship can also use turbo by pressing the DIAMOND button.  





Class-X


=======


The Class-X was designed by a top secret department of the Air Force specially for our outfit.  It has the agility of a Scout Craft, but the ability to take fire like the Attack Craft.  The only downside to the Class-X is that the design of the ship is extremely complex and advanced and is thus very expensive.  This ship can also use trubo by pressing the diamond button.





IV. Credits


Thanks to:


- Jason Ho for the source code and for letting me make this


- Louis Tovar for the Attack craft sprite and multiple cannon coding (even though i didn't ask his permission)


- Thomas Nussbaumer for TIGCC


- Chris Marinos's site for sprite lessons


- My dad for being the only one that cared that i was actually makng a progam (and Adam)


- A special applause to Markus Gasser for being the first (and only) one to report the high score bug, writing all the way from Switzerland!





V. History


v1.4  - Fixed WARNING flasher


         -Fixed bug in damaged ships where the ships were invincible


v1.3  - Added WARNING flasher


         - Added this history.


         - Added targeter for heat seeker


         - Press ALPHA to toggle shield and transport bars and item bars


         - Added damaged ship sprites for the Attack Craft and X-Class


         - Fixed Intro so that it says what version it is, forgot to do this in previous releases.


v1.2  Fixed bug where if you used the main menu to quit you couldn't get a high score


v1.1  Fixed bug where if you accessed the high scores during the game, you got one. - thanks to Markus Gasser for pointing that out.


v1.0  First AINW release.


NOTE:  I released versions 1.1 and 1.2 on the same day because i found a bug literally five minutes after i sent the upload form to ticalc.org.  do not be surprised because of this.  I asked the staffers not to post version 1.1, just 1.2, and now neither will probably be released.


NOTE #2: I still have not made the shop, sorry.





VI. Contacting Me


if you would like to make a mod of this, i would like you to include me in the credits.  also include Jason Ho, Louis Tovar and Thomas Nussbaumer.  i will include the source code to Eye-Candy Edition (RAI), the original AI (AI), and the code to this program (AINW).


also, i will include all three of these actual programs in a separate release with this actual program, with, of course all three read-me's.  it might be a while before this comes out, and it will be titled AIsuite.  i will try to release it to TiCalc.org and Calc.org.


You can contact me at NathanOg@aol.com OR JuniorDrmr@aol.com.


Jason Ho's email is Dakron15@geocities.com.  that is also in his read-me, which you can get with the original AI, and will be included in the AIsuite.  Louis Tovar's email is Deadlock32@hotmail.com.  you can write any of us and we will do our best to write back. (at least i will.) :-)





VII.  In the Future...


- The shop (hopefully)


- bug fixes


- Whatever the public wants me to do (if i can figure out how)


- Any other whimsical stuff i can come up with.


NOTE: Despite what i said earlier, i have not given up on the shop, i am still figuring out how to do it, but it looks good.  however, the landing bay does not.  It will still be there, to switch ships.  





VIII. About Me


I am a 13 year old guy that lives in Florida.  I loved AI, and had some ideas of  my own about how to make it even more fun.  I can be reached at NathanOg@aol.com OR JuniorDrmr@aol.com, like it says above. I love to drum, hence the screen name.  I love Drum Corps, Especially the Cadets.  Maybe Cavies, but Cadets are definitely better.  Besides, who'd want to play in a all male Corps with no ladies?  Have fun, and remember, send me bug fixes!!  A trivial piece of Information:  My all-time favorite programer is Patrick Davidson, despite the fact that i hate 68K programming (its too complicated).  His game Phoenix has set the standard for all calculator games.  Any way, his site is www.ocf.berkeley.edu/~pad/  Check it out!


