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Who Should Read this Document

The information contained within this document is intended for an experienced user who is comfortable working with Unreal Tournament, UnrealED, and Microsoft Operating Systems. Terms and acronyms used throughout will be treated as common knowledge. Those unfamiliar with said terms or products may refer to the Glossary located at the end of this document.
Summary Statement

The tweaking of Unreal Tournament allows the user to modify aspects of game whether it be visual, auditory or otherwise. It allows for better performance, customized appearances, and expandability in that the user may continue on thereafter and produce their own tweaks as they see fit. The limitations of tweaking are only bound to the game itself with every aspect being open to modification.
Description Overview 
When applying tweaks there are four components that must be met for it to be successfully implemented:

· The Set Function
· The Class Name
· The Variable Name

· The Desired Value

Detailed Description

The Set Function is the underlining aspect of tweaking. This command, issued on the Unreal Tournament console, set’s the new default value of a class’ variable to the supplied value. This function updates the Unreal.ini file to reflect the new default value. If any instances of objects belonging to the class name are in memory, all of those objects are updated.

The Class Name is the type of an object; an object's class defines how an object is implemented.

The Variable Name, often referred to as the property, is the individual item of an object's data that is defined by the object's class.


The Value is the desired new default property for the Variable Name. This is where you implement your changes to the property as you see fit.

Task Outline
Required Materials
· Installing Unreal Tournament
· Installing UnrealEd

Using UnrealEd
· Decompiling .u into .uc files
Using Unreal Code

· Opening/Reading .uc Files

· Identifying Properties for Tweaking
Implementation

· Applying Changes to Default Values
· Creating a tweaks.ini File

· Using a tweaks.ini File
Ordered Steps
Required Materials

Installing Unreal Tournament

1. Place the ‘Unreal Tournament’ CD into your CD-Rom drive.
2. Click on the Windows Start menu.

3. Select Run…

4. Type D:\Setup.exe (where “D” is your CD-Rom letter)
5. Follow on-screen instructions to install the game.

Installing UnrealEd



UnrealEd is automatically installed with Unreal Tournament.
Using UnrealEd

Decompiling .u into .uc files
1. Click the ‘Unreal Script Editor’ icon located at the top.
2. Click on the File menu.
3. Choose ‘Export All Scripts’ from the pull-down list.

4. Within your Unreal Tournament folder you will now have new sub-folders such as ‘Core’ and ‘Botpack’ which contain .uc files within them.

5. Close UnrealEd.
Using Unreal Code

Opening .uc Files
1. Browse to your Unreal Tournament directory.
2. Open any of the newly created folders, such as ‘Botpack’
3. Open the ‘Classes’ folder.

4. Select any of the files within the folder, such as ‘AlternatePath’
5. Right-Click the file.

6. Choose ‘Open With…’

7. Select ‘Notepad’ from the list.

8. Click OK.
Identifying Properties for Tweaking
1. Click on the search menu within notepad.
2. Choose ‘Find…’ from the pull-down list.

3. Type ‘defaultproperties’ and press enter.
4. Here you will find the Variable Names (SelectionWeight) of the Class (AlternatePath) and their default Value (1.000000).

Implementation


Applying Changes to the Default Values
1. Start Unreal Tournament.

2. Press the ‘~’ key to open the console.

3. On the command line you are now ready to enter the set command (set <classname> <variablename> <value>)

4. For the ‘AlternatePath’ file, looking at the ‘SelectionWeight’ Variable Name an example would be ‘set alternatepath selectionweight 10.000000’
5. Close the console.

6. Start a Practice Session.

7. Observe the change you have made.

8. Exit Unreal Tournament.

Creating a Tweaks.ini File
1. Browse to your Unreal Tournament directory.
2. Open the ‘System’ folder.

3. Create a new file called ‘Tweaks.ini’
4. Open ‘Tweaks.ini’ in Notepad.
5. Place all your desired set commands within this file.

6. Save and Close Notepad.

Using a Tweaks.ini File
1. Create a shortcut to ‘UnrealTournament.exe’ located in your Unreal Tournament System folder.
2. Right-Click the shortcut.

3. Choose ‘Properties’ from the list.

4. Click on the ‘Shortcut’ tab.

5. On the target line add ‘-exec=tweaks.ini’ to the end of it.

6. Click OK.

7. Use this shortcut to automatically load your desired tweaks every time you start Unreal Tournament.
Questions and Answers


Q:
Why can’t I find those buttons in UnrealEd? 

Q:
Why didn’t UnrealEd extract correctly?


A:
Make sure your game is patched to the latest version.

Q:
Why couldn’t I find ‘defaultproperties’ in the .uc file?

Q:
Why is nothing listed under ‘defaultproperties’ in the .uc file?

A:
Some Classes don’t have any Variable Names to modify.

Q:
Why didn’t I notice any changes when applying the example set command?

A:
Some Values don’t work at all or aren’t visually apparent. Also some Classes require being stored into memory beforehand. To do this, at the top of the tweaks.ini file add:

‘summon <classname>’

Q:
Why aren’t my tweaks loading automatically with my shortcut?

A:
Make sure you added it exactly as shown and the tweaks.ini matches what you called yours. Also see above.
Glossary

Unreal Tournament: A first-person shooter computer game released in 1999 by Epic Games Inc.

UnrealEd: A multipurpose tool shipped with Unreal Tournament used to create maps, compile/decompile, and view game properties.

Tweaks/Tweaking: A term used to describe modifying aspects of the game.

Set Function: Set’s the new default value of a class’ variable to the supplied value.
Class Name: The type of an object; an object's class defines how an object is implemented.
Variable Name: The individual item of an object's data that is defined by the object's class.
Value: The default property for a Variable Name.
Compile: Taking .uc files and joining them together to form a .u file.
Decompile: Taking a .u file and breaking it down into several .uc files.
.u File: Compiled Unreal Script. Place where all the game’s coding resides.
.uc File: Uncompiled Unreal Script. Contains game code in plain readable C++ form.
Tweaks.ini: A file used for housing all the user’s set commands into one simple place.
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