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	System requirements:


1Mb		EMS Memory


1,5Mb 	XMS Memory


5Mb		Hard Disk Space 


Pentium 200 MHZ


VGA Video Adapter


		


	Keys:


		[ARROWS]	-	moving


		[RSHIFT]	-	run mode (while holding down)


		[<], [>]	-	strafe left, right relatively


		[RALT	]	-	strafe mode (while holding down)


		[RCTRL]	-	attack


		[ENTER]	-	drink a healing potion


[1], …, [4]	-	select the relative weapon


[SPACE] 	-	open door


[/]		-	rotate 180 degrees


[H]		-	hide weapon ([1],…, [4] to put weapon back on the screen)


[B]		-	hide/show the info bar	


[F]		-	hide/show the FPS counter


[ESC]		-	quit








Sorry guys, I quit. This project will newer be finished because I’m already fed up with programing in QB45. The source code of ATTE3_ALPHA has been attached to the ZIP so as that anyone of you could use it to make his own 3D game if he wishes to. Look for ATTE4 in the one of internet sites (maybe my own one) on DarkBasic.


Thanks to all of you who has been giving me good pieces of advice on the FC forum for the last several years.








ATTE3 Engine features:


		


Orthogonal walls with different height, floor and ceiling


Rotation, perspective transformation, back-face culling, Z – sorting


Perspective correct texture mapping with 128x128 texture size 


Dynamic and scrollable textures


Dynamic non – interactive and interactive sprites handling


Flat shading


Transparent textures








      Known bugs:





I can’t see any but this is just an alpha version and it’s highly probable that some may exist.


		


           	Disclaimer:





	I do not take responsibility for any damage that comes from using this program to you, your computer, or anything relating to your existence. I've checked and rechecked this stuff to make sure it is free of serious bugs, but there is always a possibility that some may exist. If you find any bugs in the program, please e-mail a detailed description of what happened, when it happened, and what error message (if any) was displayed on the screen to


trojan@mnc.pl


and I will promptly correct them.
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Everyone of You who writes tutorials for teaching me many useful programming techniques within the last several years.
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	Suggestions and comments:  trojan@mnc.pl





