“SG_Preview”
This level demonstrates key elements that will be used in construction of a Stargate-themed series of levels for Trespasser.  This is the first level to take place outside of the Jurassic Park canon.  Developed originally as a technology exhibition, this level continued to grow until something of a storyline emerged.  

DISCLAIMER: Attempting to complete storyline-based objects may cause the level to crash.  This specifically occurs while entering/leaving buildings, most often on the Island.  Apparently this is a render-issue, which seems to be alleviated by lowering the draw-distance slider.  Mine was set about one-quarter of the way to the right, and this still caused sporadic crashes at the Island trailer. You should not, however, find any problems with the remainder of the objects within the level.  

Installation:
This level requires the use of ATX2 to operate.  Don’t even think about attempting to play it without ATX; I’m not sure how it’ll respond.

Drop “sg_prvw.scn”, “sg_prvw.grf”, “sg_prvw.wtd”, “sg_prvw-130.pid”, “sg_prvw-130.swp” into your “tres cd\data” directory.  Place “anim_MeteorStrike.ASA”, “anim_SGPrvRings.ASA”, “anim_SGPrvRings2.ASA” in the “tres cd\data\anim” directory.  Place the additive TPA files (sg_prvw.ini, SGStream.tpa, SGEffects.tpa, SGambient.tpa) in “Program Files\DreamWorks\Trespasser\Maps\LVL”.

Background:

The substitute DHD devices were developed as a means to operate the gate prior to Draco’s delivery of the DHD model.  As such, I thought they were pretty cool, and left them in the level.  Here is where the plot began to develop.  After rescuing the Stargates stolen by Ba’al during Season 9, Stargate Command has begun to develop an alternative to the DHD technology, realizing that it could benefit teams whose access to a DHD has been cut off.  

Missing their scheduled check-in, the researchers on P4X-1187 report that their Mobile Dialing Devices (MDD) have all been broken, and that their substitute-DHD has been jammed.  Samantha Carter (voiced by Minnie Driver ;-) ) is dispatched to deliver a replacement MDD.  Arriving on P7X-688 in the middle of a snow storm, she must locate the spare MDD in the shed, gate to 1187, and deposit the MDD on a desk in the trailer.  Two possibilities from here: she can attempt to fix the substitute-DHD in order to dial Earth, or can gate back 688 and dial Earth from there.  A surprise awaits her if she returns to 688 after successfully completing her mission.  If you can play the level the whole way through without a crash, well, you’ll experience something you haven’t experienced before in Trespasser….
Useage:
The substitute-DHDs are the console that stand on two poles, with three buttons represents each of the different planets.  In order to dial a planet, simply push one of the buttons on the substitute-DHD.  You’ll either hear a confirmation or denial sound.  You can’t dial a planet that you are currently on; pressing the 688 button while on the snow planet will cause the substitute-DHD to emit a denial sound.  Selecting Earth from either location, then proceeding to cross the event horizon, will end the level.  After inputting your destination, simply “use” (by holding in your hand and pressing [spacebar]) the MDD (resembles a computer-monitor).  Both MDDs, the one found by the substitute-DHD or the one in the shed, will operate the gate.

Alternatively, you can use the traditional tried-and-true method of dialing the gate: the DHD.  Enter the six-symbols pictured in “DHD sequence.jpg” (there is a reference in-game), and then press the big center dome.  Stay put in front of the DHD until the unstable kawoosh (the blue mass ejected out from the Stargate) subsides, or else you’ll be struck by it and killed.  If you mess up, you can clear the DHD by pushing the center dome (after entering the six glyphs), and starting over.  
Features:
· Stargate & DHD operate just like in the show

· Enter six symbols, push the center dome, and the gate activates

· Symbols under each chevron match symbols inputted into DHD

· Kawoosh & event horizon animations
· Chevrons light up

· Ring transporter system

· Transports to destination ring platform, independent of which rings you enter.

Credits:

All scripting conceived and coded by me.  I’m claiming the gate as the most complicated thing ever attempted in Tres before :-P.

Thanks goes to Draco for modeling the awesome Stargate, DHD, and rings!  He also found some sound files, and for offering his suggestions on how to proceed. 

Thanks to machf for locating the zat_gun model, converting it to work in Tres, and doing some primary scripting.
Thanks to Rebel for beta-testing the level, answering my numerous questions, and general all-purpose support.

Thanks to BigRed, whose ATX patch (total awesome) made this project even more feasible.  

