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List of Features

v3.0
· In-game message and player list font is clearer and easier to read.  In fact, it’s the same font as this very document (Tahoma).

· New and improved lightsaber blades and motion trails to more closely reflect the style of the movie effects.  The flickering is optimized for a greater range of refresh rates, as well.

· Five lightsaber fighting stances for the single-bladed sabers and two for the Sith saber can be toggled at will.  The Ninja Kage stance and Sith lightsaber stances now feature more complete sets of animations, as well.  (New Ninja Kage stance run and new Force-using animations for the Sith saber stances).



Lightsabers
Sith Lightsaber
· SBX Stance
-
Darth Maul Stance

· Kyle Stance
-
Sariss Stance

· Ninja Kage Stance

· Jerec Stance

· Sariss Stance

· Lightsaber damage of all sabers can be turned on or off for the purposes of training.  Your lightsabers' hum will be lower in tone to denote when damage is off.  Note that slashable grates and certain windows can still be destroyed.

· Lightsaber color changes: orange and purple are a bit darker, dark purple has a more visible glow, dark blue is 16-bit to match Sariss's lightsaber in the JK cutscenes, light blue is 16-bit in order to match the movies, and green is slightly modified so it’s more vibrant.  Also, the cores of all lightsabers (except for dark red) are now pure white.

· New lightsaber hilts per saber color for the single-bladed lightsabers:

· Green

Qu Rahn

· Yellow

Yun

· Orange

Kyle Katarn (Mysteries of the Sith)
· Dark Red

Maw

· Dark Blue

Sariss

· Dark Purple

Boc

· Red


Jerec

· Light Blue

Obi-Wan Kenobi (Episode IV)
· Purple

Mara Jade (Mysteries of the Sith)
· Silver

Darth Vader

Note that they all correspond to their respective colors; however, Vader's hilt was used for silver instead of red because Jerec needs his correct hilt for SP.

· Lightsaber coding is improved in various ways.

· New single-bladed lightsaber moves and old double slash reassignment: 

· Overhead Chop:  Slow or Duck + Forward + Fire 1.  Can also be done while pressing Forward + Fire 1 in the air.

· Obi-Wan's Rear Stab:  Slow + Backward + Fire 1 while standing or jumping.

· Jerec's Horizontal Shred:  Fire 2 when standing still or strafing.  Can also be done in the air when not pressing forward or backwards.

· Qui-Gon's Double Slash:  Fire 2 when running forward.

· Kyle's Double Slash:  Fire 2 when running backwards or pressing backwards in the air.

· Blocking animation priority with the sabers is reduced to allow for less interruption of attacks, and they're flagged so that they transition back to your saber stance more smoothly.  Also, there's one new blocking animation and reconfiguration of the blocking order of each saber since one old animation didn't work very well for either of the new sabers.

· I've added and replaced many skins and have fixed many errors.  Also, they all have their correct right hands now—finally, no more Kyle hands on everyone!  Speaking of Kyle, his model is entirely new, 16-bit, and completely matches the cutscenes!  I also improved my Sekizen skins, Darth Vader, all the Dark Jedi from JK, and the mystery character (???).

· Several sound sets were tweaked and added, such as Boba Fett, Boc, Chewbacca, Maw, Vader, Dark Kyle (JK), and Yun.

· Lower-quality geometry sets of all SP and MP character models were removed in order to make character models always look their best.  The Imperial Officers (SP and MP) now wear smoke gray clothing and have clearer and correct insignias.  Additionally, the MP models were modified for use with an accurate Sith lightsaber.

· Force Saber Throw replaces Force Speed.  It is quasi-controllable and much more useful.  All lightsabers can be thrown and the path they travel in the air depends on which direction you're moving (if at all).  Since the lightsaber remains on the entire time (unless you switch it off or switch weapons), the amount of damage and range possible are more realistic.  Consequently, thrown sabers can also be blocked by other Jedi or Sith and can pass through people, walls, and objects.

· Force Push replaces Force Throw.  It has been made more stable and is able to push ANYTHING—actors, droids, debris, items, and projectiles.  Note that Force Absorb nullifies the effects of Push.

· Dark Jedi now have the same lightsaber effect as you (minus light motion trails) and have different saber hum sounds for variety.  Also, Gorc's and Maw’s Force Grip do the sound effect now and Yun's flip attack priority has been fixed so that the original animation actually shows him flipping.  Why they did all that work on the flip animation only to screw up the priority in the puppet file with two mere numbers is beyond me.  I also balanced their AI by taking out their inhuman resistance to non-saber damage and made their saber range the same as yours (although Pic has a bit less and Gorc has more due to their custom sabers).

· Repeater balls are now orange to match the original models.

· Concussion bullets are now magnetically sealed so they can be blocked by sabers or bounced off magsealed surfaces.

· Changed Bryar bolts back to red to match the cutscenes.  Let’s save the yellow ones for JK2.  Besides, client/server orientation (which was necessary for a different color) disables the ability to scare AI in SP when shooting the Bryar.

· Maw cannot kick since he doesn't have legs  :)

· Fixed most of my own bugs plus several LucasArts bugs.

· JK copyright info (when you first load the game) contains SBX copyright and version number corrected on 1-15-02
· Other little improvements here and there.

v2.0

· Added a custom Saber Battle X title screen so you know what mod you're playing =)
· Sith lightsaber featuring new moves, sounds, color change, and light motion trail replaces the Bowcaster.  Note that it is slightly weaker than the lightsaber, but allows for the most finesse in your attacks.  Everyone starts with a Sith lightsaber in MP games.  Kyle must find it in SP.  Some characters from the Star Wars universe who use Sith lightsabers: Exar Kun, Darth Maul, Bar Tender, Dragon, FORCELORD, Hal, Rai Khan, RST, Sekizen, and Wu Shu.

· Long lightsaber featuring color change and light motion trail capability replaces the Concussion Rifle weapon slot.  Since the energy is extended twice as long as a normal lightsaber, damage is the least and attacks are somewhat more limited in terms of finesse, but the incredible range more than makes up for that.  Everyone starts with a long lightsaber in MP games.  Kyle must find it in SP.  Some characters from the Star Wars universe who use a long lightsaber: Gantoris, as instructed to build it by Exar Kun's spirit; Kyp Durron, who took the lightsaber after Gantoris's gruesome death at the ethereal hands of Exar Kun; and one other of Luke's Jedi trainees who took the saber after that, but I forgot who.  It seemed to get passed around a lot :)  Also, it appears that Corran Horn made a long lightsaber around the same time.  Millennium, Robinton, RST, Sekizen, and Wu Shu brandish long lightsabers in current times.
· Lightsaber flesh hits don't have any sparks anymore to match the movies.

· Lightsaber clashes create a yellow flash along with yellow sparks and a bright yellow screen flash to be more dramatic.
· Kicks and punches are more balanced and accurate.

· Pressing Evasion/Kick in the air will perform a flying kick with added power.

· Flip animations are improved, new jumping animation, and a new pistol/small rifle shooting animation.
· Force Seeing, Persuasion, Absorb, and Deadly Sight can be turned on or off, draining mana as they're on.

· Force Absorb now transforms 50% dark damage per star rank into mana.  Therefore, four stars will absorb the damage times two.  Use it wisely, however; the act of maintaining Absorb is very draining when not being attacked by the Dark Side.

· Force Destruction now costs more mana since it's so powerful and overwhelming in MP games, and its animation is a better one yet with lessened priority as to not interfere with saber moves.

· Force Deadly Sight does the same screen tint for the external camera as it did for the internal camera previously and does not turn you into a dynamic light anymore.

· Force Halt and Flip (Force Jump in the air) now cost less mana and have more power.

· Mana restoration is now twice as fast, and as an added bonus, batteries recharge slowly over time.

· Falling damage is cut by 50% for real this time ;)
· Weapon autoselect priority is redone so that the sabers have highest priority.  Here's how it is now from lowest to highest: Fists, Bryar, Sequence Charges, Thermal Detonators, Stormtrooper Rifle, Repeater, Rail Detonator, Lightsaber, Sith Lightsaber, and Long Lightsaber.
· Bryar bolts are yellow to match JK2.
· Renamed Obi-Wan and Qui-Gon textures so they don't get overridden in the Duel of the Fates SE level.

· Reduced volume of the explosion sounds (they blew me away IRL when my volume was turned up).

· The skin select screen now displays the characters standing up straight and zoomed in so they're easier to see.
· For the proper effect, Darth Vader breathes as long as he's alive and not in water, and his chest panel lights blink.

v1.0
· Lightsabers are partially transparent with a flickering effect and light motion blur.  Looks much more like the movies!

· Ten lightsaber colors to choose from in-game: orange, purple, dark purple, dark blue, light blue, red, dark red, yellow, green, and silver.

· Lightsaber moves are quicker, damage is much more balanced, and length of damage possibility during attacks is maximized.

· Blocking now features light motion trails and saber movement sounds.

· You can block lightsabers more often while attacking with your lightsaber.

· Switch your lightsaber off quickly with the Lightsaber Switch, and then hold the lightsaber in your hand until you press the activation switch again, attack, throw the saber, or change weapons.

· Lightsaber ignites more quickly.

· Cool new lightsaber holding stance.

· Stab by pushing Forward or Backward + Fire 2 + Slow or Duck, or Forward + Fire 2 while jumping.

· Utilize fast circular swings by moving the mouse sharply left or right and pressing  Fire 1.

· Saber moves have higher priority, so don't worry about them messing up while jumping anymore.

· Choose from a ton of great Jedi, Sith, and misc. skins from various eras of Star Wars history.

· New lightsaber and character sound/voice effects.

· Evade in eight directions—perform a forward Jedi flip, back handspring, or roll to get yourself out of a bind.

· Knock enemies away by performing powerful hook kicks regardless of what weapon you have in your hand.

· Lasers hurt Single Player enemies MUCH more—instead of it taking like 2-10 shots to kill, it's now 1-3.

· All saber models feature a new, more-detailed saber handle.

· New saber powerup model (exactly the same handle as the one you see in your hand).

· Laser and lightning models also feature Star Wars movie-like glowing effects.

· Force Push now pushes everyone in sight—including droids.

· Force Jump now serves several functions: press Force Jump while rising and perform a flip that gives you an extra boost of velocity, and press Force Jump while falling to slow down and prevent damage.  Also, it no longer makes your right hand and weapon disappear, although there's no more sparkly thingies.

· Targeting force powers are modified so that targeting itself isn't delayed.  In other words, you can instantly pull guns from multiple enemies in rapid succession and instantly target someone to blind, grip, or fry with chain lightning.

· Force Grip costs more mana, since it's so powerful even in its otherwise unmodified state.

· Force Defense is now 25% damage protection per star set, and likelihood of defense against grip is 25% chance per star.

· Textures in levels don't blur until you're really far away.

· IR Goggles turn off appropriately after falling down a pit with them on and respawning.

· Force Destruction now displays an icon on the screen like the other force powers.  Just a nice, small touch  :>

Additional Credits

Jamontoast, Van Shourt, Deathbane27, and Darth Haun for creating Glowsaber 3.0—the foundation this mod is built upon.

Dark Shadow of Sithsaber Glow Edition for the crossbow bolt, repeater ball, and remote laser                                 models.

Kageboushi Gen for his many great Jedi skins!  His credits are as follows:

Shin's skin—all MATs taken and tweaked based on works by Al MacDonald

Rai's Skin—all MATs taken and tweaked based on works by Al MacDonald


Old Kageboushi and Bald Kage—Vorn MATs by Origins and LucasArts


Remaining MATs based on works by Al MacDonald


Sen skin is an added extra.  The MATs from the Jedi garb were taken from


the Guardians of the Galaxy Saber Mod—Mace Windu's garb.  The back MAT


is different and more Jedi-like, but those MATs are also based on works


by Al MacDonald.  Al is the master!

Al MacDonald for his many great skins as well, although I fixed many errors such as the glowing                              hair bug for the Adi Gallia and Young Obi-Wan models.  I also added long hair to Qui-Gon Jinn,                               fixed up his face, and fixed various other weird necks, hands, robes, and glitches.  I made my                               own natural-colored Caucasian hand textures that I used for many of his skins and others, as well.

Obi-Wan of the Jedi Order for the excellent new Kyle Katarn skin, which I improved a little bit.  I used his new Kyle head textures for the team color models as well.

Marc Sauve for several of the cool Tales of the Jedi era skins.

Millennium for his own skin with textures fixed by me.

OrBitR_Dragon for the original Medieros skin with textures fixed by me.

Author of the Thrawn skin from BFP2.

RS_Thrawn for his own skin (RST) based on the Admiral and Thrawn skins.

Obsidian{DBC} for his Crimson Guard skin which I completely changed into FORCELORD.

SavageX for his smoke grey Imperial Officer textures.  I made reversed chest and hip textures                                for the MP model and cleaned up the insignia so it all looks correct, however.

I made the normal Stormtrooper skin using existing LucasArts meshes and textures.

TIE for great Vader textures used with both Vader and Sekizen.  I tweaked some of the Vader texures and used Kageboushi’s Volfe Karkko chest, back, and hip textures as a basis for Sekizen’s new look.  For Maw, I used Kageboushi's K'Kruhk torso mesh, the original Maw arms, my own converted textures from JK, and my own hip mesh.  Also, I borrowed one of TIE’s nice jumping animations (which I tweaked slightly for use with the Sith lightsaber), Darth Maul skin (with different horn and chest textures), and his excellent Jedi Council skins.  Last but certainly not least, I utilized his Darth Vader skin mixed with someone else's Vader face texture and hip robe mesh along with several texture tweaks by me for the helmet, cape, and chest for movie accuracy.  I also made the cape bigger and got rid of the helmet bugs (invisible seam and invisible inner helmet surfaces).


Sandcrawler Productions (as approved by Blink, Public Relations, in accordance to their license)—I borrowed the flip sound, left and right rolls, Force Jump flip (although I used my own animations and changed the code a bit), and Force Heal Other (changed things here and there). For SBX3, I also utilized Darth Maul's Sith lightsaber hilt as well as the various saber handles (which I improved).

Ben Burtt for his great Sith saber swing sounds that TIE gathered.  I balanced out the volume and removed second copies of the sounds though.

RS_Dragon for the general basis of the SBX title screen.  Dragon created the original layout while I changed the colors in order for it to be compatible with Jedi Knight's limited 8-bit colormap system.

Thanks go to all the alpha and beta testers who helped me get SBX stable in MP =]

Also, thanks to the countless denizens of Nar Shaddaa, Baron’s Hed, Cloud City, Shadow Estate, and my Stress Reliever party who have given their lives time and time again in order to perfect SBX.  What dedication!

Play Information

JK Version Required: 
Dark Forces II: Jedi Knight (v1.0 or v1.01)

New COGs:

Yes
New MATs:

Yes

New BMs:

Yes
New 3DOs:

Yes

New KEYs:

Yes

New PUPs:

Yes

New AIs:

Yes

New SFTs:

Yes

New SNDs:

Yes

New WAVs:

Yes

New CMPs:

No

New PARs:

No

New SPRs:

No

New Briefings:
No

New Cutscenes:
No

Notes:
It doesn't matter what saber color you pick for your MP characters; you have to change the color in the game.  To do so, be sure to assign keys for the new functions in this mod in your Control Setup.  Also, don't use any characters that have alternate lightsabers set, like from BFP2—although using the black saber does create an interesting effect in the lightsaber core.  Feel free to experiment with things like that if you wish; however, select a normal saber color for movie accuracy.  Note that Change Saber Color works for the lightsaber, Sith lightsaber, and long saber individually.

Be sure to assign the new keys in the Control setup within Jedi Knight!

Unlike Ninja Kage, saber damage is accurate and activates as soon as you turn on the saber.  Damage won't extend past the tips of your sabers ever.

In multiplayer games, you start with all three lightsabers.  In single player missions, you must find the Sith lightsaber and long lightsaber.

Construction

Base: 
The original Glowsaber 3.0 for Jedi Knight as well as other things mentioned above in the Additional Credits.

Editors Used: 
JED, GOB Explorer, MATmaster, Mat16, Paint Shop Pro, WordPad, Puppet Jedi, BM Utility, JOKE, and Font Jedi

Known Bugs: 
Most 3D models and other transparent surfaces are invisible when seen through the transparent part of the lightsabers.

Kyle and some multiplayer characters use 16-bit MATs, so they look very odd in 3D preview.  They require 3D cards that can support 16-bit textures in-game; otherwise, they look just like the preview.  Likewise, the two blue sabers are 16-bit as well.  Also, some skins look odd in 8-bit mode.  If these are problems for you, I highly suggest you go buy a good 3D card since they’re cheap.  You don't have to buy an ultra-high-end one; a standard 32MB SDR GeForce is great!

Keep Lightsaber doesn't work for the new sabers, so if you have Auto-Pickup and/or Auto-Reload enabled, the new sabers will be switched when picking up weapons, ammo, or packs with guns in them.

If you have a saber on and save your SP game, loading it will result in holding it in the SBX stance.  Additionally, saving with any saber on will result in no active damage when loading.  Turn the saber off and on to fix this, or avoid it in the first place by only saving with the lightsabers off.

Throwing a saber results in your hand traveling with it, unfortunately.  Additionally, you are still able to block saber attacks even though your saber is away.  I was unable to disable blocking temporarily for the sake of this attack.

Toggling saber damage while a saber is on doesn’t work until you swing it or turn the blade off and on again.  If you toggle saber damage while the saber is off, it will be correct once you turn it on.

If the Sith lightsaber is poking through two walls simultaneously, only the first blade that entered will make sparks.  It's practically impossible to reproduce this with people though.

Saber blocking ability may stay on after turning a saber off in MP due to lag.  This is greatly reduced now, however—I’ve only seen it happen once while someone was configuring his controls in-game.

Sometimes deactivating the saber or blocking will put your character into the default pose.  It typically seems to happen when you’re falling down a pit.

The HUD displays power cell ammo for the Sith Lightsaber and Long Lightsaber.

The new font is white in 8-bit color mode.  Not so much a bug as an inconsistency.

Disclaimer/Copyright/Permissions

* I admit that * 

(as required by the LEC Licence Agreement about Addon Levels)

1. My mod works only with the retail version of the

   Software, and does not work with any demo or OEM versions

   of the Software.  

2. My mod does not modify any COM, EXE, DLL or other executable files.

3. My mod does not contain any illegal, scandalous, 

   illicit, defamatory, libelous, or objectionable material

   (as may be determined by LEC in its sole discretion), or

   any material that infringes any trademarks, copyrights,

   protected works, publicity, proprietary, or other rights

   of any third party or of LEC.  

4. My mod identifies in every description file, on-

   line description, read-me, and in comments in the mod

   code: (a) the name, address, and e-mail address of

   the level's creators, and (b) the following disclaimer:

   "THIS MOD IS NOT MADE, DISTRIBUTED, OR SUPPORTED BY

   LUCASARTS ENTERTAINMENT COMPANY.  ELEMENTS TM & (C) 

   LUCASARTS ENTERTAINMENT COMPANY."

5. My mod may not be sold, bartered, or distributed with

   any other product for which any charge is made (other than

   incidental charges for time spent online), but rather

   must be distributed free of charge. 

6. By distributing or permitting the distribution of any new

   mod, all creators or owners of any trademark, 

   copyright, or other right, title or interest therein grant

   to LEC an irrevocable, perpetual, royalty-free, sub-

   licensable right to distribute the mod by any means

   (whether now known or hereafter invented), and to create

   and distribute by any means (whether now known or here-

   after invented) derivative works thereof, and to charge

   for the distribution of such a mod or such derivative

   work, with no obligation to account to any creators or

   owners of the mod in any manner.

* Copyright / Permissions *

THIS MODIFICATION IS NOT MADE, DISTRIBUTED, OR SUPPORTED BY LUCASARTS ENTERTAINMENT 

COMPANY.  ELEMENTS TM & (C) LUCASARTS ENTERTAINMENT COMPANY.

You MAY distribute this mod, provided you include this file, with

no modifications.  You may distribute this file in any electronic

format (BBS, Diskette, CD, etc) as long as you include this file 

intact, with NO charge (other than incidental charges for time spent online).

You MAY use this mod as a base to make it even better or include its features in something with due credit given.

