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NOTE: NOT ALL SKILL AND/OR WEAPONS LISTED ARE CURRENTLY IN GAME.
UTC Web Site
Installation


UTC is packaged at an easy to use UMOD file. Simply double-click it and it will execute an install program.  Follow the on screen instructions until UTC is usefully installed.

Controls


UTC currently is customizable through the controls menu in preferences.  There are only 3 settable functions, Use Skill 1, Use Skill 2, Use Skill 3, Open Class Selection Menu, and 2 settings currently only used for the Wraith’s expanded skill list. 

NOTE: IF YOU CHANGE CLASSES WHILE YOU ARE STILL ALIVE YOUR NEW CLASS SELECTION WILL NOT BE AVAILABLE UNTIL YOU DIE.

Usage


To play UTC you do not need any custom maps. Simply start a new game, go to mutators and select UT Classes Game as an active mutator.  Then choose you favorite map and start fragging.

Classes


Assassin

Health: 50

Armor: 75

Speed: Fast

Weapons: Dagger, Silenced Enforcer, Zoom Shock Rifle, Assault Rifle, and Sniper Rifle.

Skills: Camouflage

Starting Iridium: 10

Enforcer

Health: 100

Armor: 100

Speed: Moderate

Weapons: Impact Hammer, Magnum Enforcer, Shock Rifle, Pulse Gun, Mini Gun, Flak Cannon, and Rocket Launcher

Skills: None 

Starting Iridium: 0

Grenadier

Health: 100

Armor: 100

Speed: Moderate

Weapons: Impact Hammer, Enforcer, Bio Rifle, and Grenade Launcher

Skills: Lay Detonation Pack

Starting Iridium: 50

Infiltrator

Health: 50

Armor: 50

Speed: Fast

Weapons: Dagger, Silenced Enforcer, Bio Rifle, and Ripper

Skills: Invisibility

Starting Iridium: 20

Mech

Health: 90

Armor: 75

Speed: Moderate

Weapons: Impact Hammer, Enforcer, Pulse Gun, and Tri-Barrel Shotgun

Skills: Build Sentinel, Repair Sentinel and Detonate Sentinel

Starting Iridium: 75

Phalanx

Health: 150

Armor: 200

Speed: Very Slow

Weapons: Impact Hammer. Magnum Enforcer, Tri-Barrel Shotgun, Ultra Mini Gun, and Powitzer

Skills: None

Starting Iridium: 0

Physicker

Health: 75

Armor: 100

Speed: Fast

Weapons: MTI, Enforcer, Bio Rifle, and Tri-Barrel Shotgun

Skills: 4x Mega Health

Starting Iridium: 50

Pyrex

Health: 100

Armor: 100

Speed: Slow

Weapons: Impact Hammer, Enforcer, Flame Caster, Mini Gun, Pyrex Launcher

Skills: None

Starting Iridium: 0

Recon

Health: 60

Armor: 75

Speed: Very Fast

Weapons: Stun Baton, Enforcer, Bio Rifle

Skills: Buy Jump Boots

Starting Iridium: 30

Rocketeer

Health: 100

Armor: 25

Speed: Slow

Weapons: Impact Hammer, Enforcer, Pulse Gun, Flak Cannon, Saturation Launcher

Skills: None

Starting Iridium: 90

Spectre

Health: 75

Armor: 75

Speed: Moderate

Weapons: PCD, Enforcer, Shock Rifle, and Ripper

Skills: Remote Camera and Detonate Remote Camera, Buy Redeemer

Starting Iridium: 90

Wraith

Health: 100

Armor: 0

Speed: Moderate

Weapons: Dagger, Enhanced Shock Rifle

Skills: Teleport, Light Saber, Kinetic Throw, Psionic Blast, Meteor Storm

Starting Iridium: 150

Weapons


UTC has incorporated several new weapons into the game for you fragging pleasure.


Sunbeam Telco RPM-48 Enhanced Pulse Gun

Info: A refinement of the RP-45, the RPM-48 is used exclusively by the MECH class. Having the same primary fire mode as the RP-45, the RPM-48 excels with its unique ability to ‘bend’ its secondary fire mode beam. This weapon is very useful against ‘hard’ targets, like the Sentinel or RemCam.


Dragunov MK18-6 Advanced Shock Rifle

Info: Another workhorse in the arsenal, the Dragunov is a deadly weapon when used in the right hands. Featuring three modes of fire, The MK16-6 can inflict damage at extreme range without any particle degredation. The MK18-7 features a laser scope mount, used exclusively by the ASSASSIN class.


Starfire Industries PsiRifle

Info: With a license from Dragunov, Starfire Industires took the Shock Rifle chassis and modified it for use by the WRAITH. This weapon features several Neural Input channels to focus the Psionic abilities of the WRAITH. Primary fire mode will disrupt the targets nervous system, causing instaneous death. Secondary mode will also perform this, but in a more focused stream that is invisible to the human eye. Iridiium usage supplants normal ammunition expenditure with the PsiRifle.


Amstar Aerodyne “HellFire” Flamecaster

Info: This heavy weapon, used by the PYREX, can deliver great amounts of damage from its channeled flame projection tube. The fuel is supercharged by excited neutrinos, then poured down the barrel to spray the target in super heated flames. Secondary fire mode of the Hellfire will launch a huge napalm ‘gobbet’ that will adhere to anything it touches.


Narisska 13mm Magnum Enforcer

Info:
This heavy handed slug thrower sports a slower Rate of Fire than its lesser brethren, but has tremendous takedown power. Be wary when you hear its thunderous boom. The standard and silenced enforcer models were patterned after Narisska’s excellent sidearm.

HKH 10mm Silenced Enforcer

Info:
This heavy handed slug thrower sports a slower Rate of Fire than its lesser brethren, but has tremendous takedown power. Be wary when you hear its thunderous boom. The standard and silenced enforcer models were patterned after Narisska’s excellent sidearm.

Fusion Systems 6mm Assault Rifle

Info:
: Built in response to the need for heavier weapons for the Assassin, the Assault Rifle has a small slug, but has a tremendous rate of fire. The weapon is very light, and if used by unskilled match players, can jump around under sustained fire.

Narisska 15mm Tri-Barrel Shotgun

Info:
: Built in response to the need for heavier weapons for the Assassin, the Assault Rifle has a small slug, but has a tremendous rate of fire. The weapon is very light, and if used by unskilled match players, can jump around under sustained fire.

Narisska 14mm Ultra MiniGun

Info:
Used with permission from HKH, the Narisska version sports one extra barrel and a larger shell size. It is also a bit more accurate at longer ranges, due to the ballistic nature of the heavier projectile. Preferred weapon of Enforcer’s everywhere.

Amstar Aerodyne Powitzer

Info:
A further development of the Flak Cannon, the Powitzer is the ultimate in heavy duty assault weapons. Its primary fire mode is devastating and the secondary mode has to be seen to be appreciated. Only the PHALANX has the strength to wield this monster.

Amstar Aerodyne Grenade Launcher

Info:
This beast can throw swarms of grenades long distances,. It is rapidly fed by a bulk chute launcher which can lead to unpredictable results such as random numbers of grenades being thrown, or jams. Used by the GRENADIER, it is still a deadly weapon to face. The sound of its spread of green grenades strikes fear into even the most stalwart match players.

Amstar Aerodyne Pyrex Launcher

Info:
This weapon began development as the PYREX’s primary weapon. While many believe that the Pyrex Launcher's primary fire is not satisfactory, the secondary fire more than makes up for it. Launching devastating Napalm grenades, it has the ability to take out even the toughest groups of defenders.

Fusion Systems Saturation Launcher

Info:
Firing a burst of very small rockets, this is the weapon used by the ROCKETEER. Not only offensively, but for performing the dangerous rocket jump. Hand held, and having a high cyclic rate of fire, this weapon can be very intimidating when up against it. Low drag design for flight
Skills


Most classes have certain skills that he/she may use at the cost of Iridium, which is collected from the deceased and spawns in the place of powerups (I.E. Shield Belt and Armor).


Camouflage


Info: Become nearly invisible for 30 seconds



Cost: 50


Lay Detonation Pack

Info: Deploys a devastating bomb disguised as a Nail War Cow.  Moos 5 times them goes explodes. Stand back.



Cost: 150


Invisibility



Info: Become completely invisible.



Cost: 75


Deploy Sentinel


Info: Deploys a turret that will mow down opposition.



Cost: 100


4x Mega Health
Info: Deploys Team Mega Health. Can be used 4 times.  Adds 60 health, overflow restores armor level.



Cost: 200


Buy Jump Boots


Info: You get a pair of handy dandy jump boots.



Cost: 75


Deploy Remote Camera


Info: Deploys a remote camera.  Press Skill1 button to view from camera.



Cost: 150


Buy Redeemer
Info: Adds a petite nuclear missile launcher to you inventory. Nuke   Included.



Cost: 200


Teleport


Info: Lay an invisible beacon then you can teleport there anytime.



Cost: 30 to lay beacon and 70 to teleport there


Light Saber


Info: Melee type skill. Can rip your foes to pieces if used properly.



Cost: 10


Kinetic Throw
Info: Toss your foes around (similar to the impact hammer knockback effect, but you can do it from a distance), and inflict some damage.

Cost: 20

Psionic Blast



Info: Chuck a fireball at your enemies.



Cost: 30


Meteor Storm

Info: Use the power of Hades to summon a meteor storm from hell!

Cost: 100

Version Notes

Beta 1.10 –Many fixes implemented

1.2


-Updated for congruency with UTC .991


-Added Weapon Section
1.1


-Updated for congruency with UTC .80

1.0


-Initial Release
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