INF_Underground








Author:- Zero





 


Time taken:- I don't have a clue, because I spent a lot of time thinking of parts for the level.  I just built it on and off.





Files included:- Doom2.utx, courtesy of Bill Spratt (not that I asked him or anything, but thnanks all the same), INF_RaekwoN Urban.utx (same story only with Raekwon instead of Bill) and of course INF_Underground.





***********************


IMPORTANT!!!


***********************





This map also needs urban.utx which I did not package this map with because it is simply too large.  But never fear you can find it at the Infil website (www.planetunreal.com\infiltration).It is 3or 4Mb.  It would have taken ages for me to submit my map on my 56k internal modem.





Put the .utx files in your textures directory, and the map file in the maps directory.





Map Info:- I only learned how to build in UnrealEd about a month ago, and I was using Millennium 2002's Basic construction tutorials.  I had two rooms joined together and i decided to network a few rooms together.  I read other tutorials and used them to add to my level e.g. with water and elevators, and I used the big hole in the wall idea from one of my favorite ever Unreal levels, DmDeck16.  As this is my first map it is probably open to lots of criticisms e.g bent lifts, starting off in the wrong place,being shite.  Starting off in the wrong place is a bug I just can't seem to be able to fix. I've even used the design notes at the Infiltration homepage.  If somebody can fix it send it back to the Infil guys and modify this readme  to feature your own name.  Please email me with responses at gerard14 at freenetname.co.uk. I recomment this map for classic only, simply because I dont have a fucking clue about Standoff, OK?!?!


                                     See ya!


                                                 Zero





                                           





