PONTIFEX MANUAL





1.  Introduction





Pontifex puts you in the shoes of a bridge engineer.    It is your job to build a bridge across a river so that the people who cross it in the train can arrive safely.   However, your resources will be limited.  You will be given a budget that you must keep within.  As you successfully build bridges and gain notoriety, you will be given more difficult projects to work on with bigger budgets.  Your goal is to be the best Pontifex (builder of bridges) you can be and work towards the ultimate goal of being crowned Pontifex Maximus (Supreme builder of bridges).





2.  Installation





To install Pontifex, simply run the pfxsetup.exe setup program.  This will place Pontifex in your Start Menu.  





Make sure that you have the latest OpenGL drivers for your video card as well as DirectX 6 or better.  You can get updated OpenGL drivers from http://www.glsetup.com.  If you don't know if you have DirectX, or if you don't know what version you have, try going to Run on your start menu, and type in :





C:\Program Files\DirectX\Setup\DxDiag.lnk





If it cannot be found, then you most likely do not have DirectX.  If it works, your DirectX version will be listed in the information presented.  If you don't have DirectX, there are two ways you can go about getting it.  The first is that most games that come on CD come with a version of DirectX.  You can install it from one of these (just make sure it is version 6 or better).  The other way is to download it directly from Microsoft.  It is free to download and it can be found at http://www.microsoft.com/directx/ .  It is 11 megabytes, however, and it may be a long download for those of you with a slow internet connection.





You are now ready to configure Pontifex.





3.  Config





Run the Hardware Configuration program.  From here you can customize Pontifex.  You can set your desired screen resolution, color settings,  and whether or not you want to run it in Full Screen mode.    You can also disable sounds if you so desire.





4.  Starting the Game





When you start the game you will be taken to the main menu.  You will have these options:





Start Game - 	Takes you to the main game where you must work your way up through the levels





Load Bridge -	Lets you load an individual bridge from the bridge directory





Load Level -	Lets you load an individual level from the level directory





New Level -	Lets you design a new level from scratch





Options - 	Lets you enter your name for your bridge designs 


	You can also change the game difficulty, graphics detail, and switch off lighting





Exit -	Quits the game





Click on Start Game to take you to the level selection screen.  You will see the buttons [Back], [Normal], and [Complex] at the top of the screen.  [Back] takes you to the previous screen, [Normal] gives you the selection of standard levels and [Complex] gives you the selection of levels that can only be completed in Complex mode.  For now, lets keep it simple and choose the Normal Level 1.





You should now be seeing a rotating view of the level, along with level information.  You will notice that the [Edit] button at the top of the screen has a highlighted "E".  This indicates a hotkey which means that this button will also be activated by pressing the "E" key.  Click the [Edit] button or push the "E" key to continue to the Edit View.





5.  Manuvering  Around





You should now be in the Edit View.  We'll get to the specifics of this view in the next section, but right now, let's practice moving around the screen.  There are both mouse and keyboard versions of moving your point of view.  Wherever the arrow keys on the keyboard are referred to, one may also use the W, A, S, and D keys.





Scroll


Keyboard:  Use the arrow key corresponding to the direction you want to scroll


Mouse:  Move the cursor to the edge of the screen in the direction you want to scroll





Rotate


Keyboard:  Hold down SHIFT and use the arrow key corresponding to the direction you want to rotate


Mouse:  Hold the Right Mouse Button and move the cursor to the edge of the screen in the direction you 	want to rotate





Zoom


Keyboard:  Use the Q key to zoom in and the Z key to zoom out


Mouse:  Hold the Left Mouse Button and move the cursor to the top of the screen to zoom in and to the 	bottom of the screen to zoom out





Center


Keyboard Only:  Use the E key to center from a rotated state, and SHIFT E to center from a scrolled state





5.  Gameplay - Edit View





The place where you will spend the majority of your time is the Edit View, so it's best to become comfortable with it.  At the top of the screen you will notice the [Exit], [Normal], [Complex], and [Test] buttons.  The [Exit] button serves the same purpose as the previous [Back] buttons.  The [Normal] and [Complex] buttons will switch you between editing modes.  Let's stick with [Normal] for now;  we'll get to [Complex] in a later section.  The [Test] button takes you to the test view, and you won't push this button until you're ready to try your bridge out.





The top three buttons on the right: [Sun +], [Sun -], and [Colors] are purely cosmetic.   [Sun +] and [Sun -]


change the angle of the sun, so that you can view your bridge during different times of the day.  [Colors] lets you select personalized colors for each piece of your bridge.  Now you can make that hot pink and chartreuse bridge you've always wanted! 





The next three buttons down are [Undo], [Clear], and [Grid HD].  [Undo] will undo the last change you made to your bridge while [Clear] will get rid of anything you have built so far.  In the event that you accidentally clear your bridge, you can hit the [Undo] button to bring it back.  The [Grid HD] button brings up a high definition grid for when you want to edit your bridge with smaller increments between points.





Under "Materials" are the three different material types: Light Steel, Heavy Steel, and Cable.  These materials can also be accessed with their respective hot keys: "1", "2", and "3".  Each material has its own properties.  Light steel is cheap and lightweight.  Heavy steel is stronger but heavier and more expensive.  Cable must have a structure supporting it, but it is cheap and the links don't have a length limitation.





Below the materials are the [Autosave] and [Save As] buttons.  When the [Autosave] button is on, the bridge you build will automatically be saved for the next time you return to the level.  The [Save As] button lets you save your bridge at any point, so that you can load it with the Load Bridge option in the main menu later.





On the bottom of the screen are the total cost of your bridge so far, and your total budget.  You will have to keep an eye on how close the bridge's cost is coming to the budget, so that you don't end up running out of money before you finish the your design.  





Now that you're familiar with the buttons, its time to get to the grid where the magic happens.  The first thing you will notice is that on both sides of the river there is a white dot, and a yellow line that connects them both.  The white dots are your anchor points and these will be the points from which you start building your bridge.  The yellow line shows you where the roadway goes between the anchor points.  The first thing you should do when building a bridge in Normal Mode is to build the roadway.  Move your mouse over one of the anchor points and it will highlight green.  Click once on the anchor point to build one end of a link.  You should now be able to move the cursor around to different points on the grid  and see the different links you can make.  Whenever you build a link across the yellow line you automatically build part of the roadway.  Now make a roadway segment as long as you can and click on the graph.  You have just created a joint from which you can connect more links.  Build the longest links you can across the roadway.  It should take you two links with a joint in the center to get across the roadway on this level.  





You will notice that most materials have a maximum length that they can go before they need another joint and the cost of a link is relative to the length of it.  If you create a link or joint you know longer want, just highlight it by putting the mouse cursor over it, right click on it, it will disappear and the money will be returned to your budget.  





It's time to add a bridge to support this roadway!  Make sure you have Light Steel selected and build a triangle from each side point to the center point of your bridge.  The bridge above your roadway should now look like this:  /\/\ .  Now connect the two tips of the triangles together with another piece of Light Steel.  Congratulations, you've just made your first bridge!  You can come back and experiment with the other materials later.  Let's test your bridge!





6.  Gameplay - Test View





Let's quickly go over the buttons on this screen before we test your bridge.  On the top, there are the [Edit] and [Run Train] buttons.  The  [Edit] button will take you back to the Edit View and the [Run Train] button will run the train across the bridge in order to test it.  Hold off on pushing it for now.





Over on the right-hand side are the [Fast], [Slow], and [Pause] buttons.  The [Fast] button lets people whose computer can handle it, run Pontifex as fast as it will run on the computer.  The [Slow] button is useful when something happens too fast and you want to analyze it in more detail.  The [Pause] button can be used for various things from having to answer the phone to taking screenshots (which can be done with the F8 key).





Underneath those buttons are the View buttons.  Although you can only see the [External] one right now, as soon as you hit the  [Run Train] button, a [Train] button will appear.  The current view is external, while the train view will give you a first person perspective as your train goes for glory across the bridge.





At the bottom of the right side is the [Stress] button.  Click on it now to see the stress levels of your bridge.  Green is no stress, Red represents stress due to compression (pushing together), and Blue represents stress due to tension (pulling apart).  The more Red or Blue a link gets, the closer it is to breaking.  Notice that a [Max] button has appeared underneath the [Stress] button now.  When [Max] is selected, the links will show the maximum amount of stress that they have experienced thus far.  This is useful for figuring out what links were the most stressed after you have run your train (if the bridge didn't break, of course).





Turn the stress off for now and press the [Run Train] button.  Watch the train as it does its first pass with the External View.  On the bottom of the screen, you'll see the number of passes your train has made and the number it has to make to pass the level.  Also, you can see how many links have broken in your bridge.  Now switch to Train View and take a ride across your bridge.  





After the train passes 4 times, you pass the level.    Look at the Max Stress values after you have passed the level.  There is barely any color variation at all.  That is one sturdy bridge!  At this time you can run the train again and play with some of the other options, go back to the editor and try passing the level in different ways, with different materials, or go on to the next level!





7.  Gameplay - Complex Mode





In Complex Mode, you have full control of all three dimensions of your bridge.  First, notice that there is no longer a yellow line showing you where the roadway goes.  This is because, if you look to the right, there is a new material: Deck.  Now you have the freedom to build roadways anywhere you want them.  





There is also a [Symmetry] button on the right now.  If this is on and you build a link, just like in Normal Mode, a mirror image of the link will be built on the opposite plane of the bridge and links will be built across the planes.  With [Symmetry] off, when you build a link, it is the only link that will be built.  Note that whenever you build with the Deck material, [Symmetry] will be automatically activated, because it is required for Deck.





The last new feature of Complex Mode, is the ability to change your plane.  Use the R key to move the plane forward, and the F key to move the plane back.  You can make links between the planes by clicking on a joint in one plane and then moving to another plane and clicking the grid.  





Now that you have a grip on it, have at it!





8.  Hints and Tips





If you hold the Y key down while making a link, the original joint stays highlighted instead of moving to the new joint.  This is very useful for making a lot of links from one joint, especially with cables.





Use the [Stress] and [Max] buttons to find the weakest links in your bridge, and then work on those sections.





Build arch-like structures, they are very strong.





Use cables only where there will be tension (pulling) stress.





Longer links are usually better than shorter ones.





Visit the the Pontifex Member Site for more hints and tips.





9.  Level Editor





Level Editor documentation will be downloadable separately from the Pontifex Member Site.





10.  Technical Support





Before you e-mail us, make sure you check the FAQ on the website at http://www.chroniclogic.com/faq.html to see if your issue has already been addressed.  For support, please e-mail us at support@chroniclogic.com.  Please include a detailed description of your problem and hardware components.  
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