FORSAKEN NEWSLETTER # 3

OK, OK, I know it’s been awhile. I'm going away on vacation tomorrow and wanted to give everyone the skinny before I'm off to the beach :) Sorry bout’ that. Forsaken just hit #9 on the top 20 PC games this month. COOL . Anyway, you guys need an update and I’m here to give it to you.

Dedicated Server mode

Server mode is going well, the date for release has been moved back towards the end of July. Not that we’re having problems, we have added a bunch of items to the list and we had to work on some other Forsaken stuff I’ll get to later.

· The Grouping system that will make games run faster over the Internet/Network is done.  This was explained in detail in Newsletter # 2.

· An option to reset the Frag count after every level is being implemented.

· God mode in multiplayer is fixed, sorry about this one. It was a very bad oversight.

· We are also devising a way to make sure cheating doesn’t happen during multiplayer games.

· Full menu for Joining Multiplayer games.  Just highlight a game in progress on the menu and it will give you all the info you need.

1.
It states the amount of players

2.
The type of multi player game i.e. CTF or flag chase etc.

3.
Current map being played on

4.
Ping 

5.
Time the game was started

6.
Options you should know that are either on/off i.e. from the join screen Lag tolerance 

7.   More options to be added as the Upgrade comes in for test

· The join list will now scroll down to display all games being played. 

· The 1024x768 voodoo 2 selection will be added to the resolution select screen

· We just received all the Gamespy support tech docs. This will be a major feature of the Forsaken upgrade.

· The Full screen rear view is in, you can check this out when we release an upgraded version of the Forsaken demo early July.

· Bike Headlights, already mentioned in Newsletter # 2

· We added a bit of code that now allows you to spawn multiple deathmatch games off of 1 copy of the CD.

· The weapons balance option is being implemented which will allow multiple types of the same weapon in multiplayer. 

· The Trojax now takes off less damage when multi shooting rapid fire. You can still kill someone w/ one shot if it is fully charged. 

· The Transpulse now only causes 25% of its normal damage when bouncing off the wall and hitting you. This was a suggestion by someone who played in the Uberfest challenge. Thanks  

· We are working on logitech Forcefeedback support

· We are working on Madcatz Panther excel support

FILE FORMATS

The Forsaken file formats have been on the discussion table since the game was completed. We have now come to the conclusion that they will be released. The Acclaim Marketing dept. is working on a day for the launch of these docs. It will be very soon, possibly within the next 2 weeks.  Not definite, so please don’t quote me.

Forsaken level editor

The Forsaken Level editor is still in the discussions phase. Will keep you posted, It is so close I can taste it.

New Forsaken demo

Forsaken will be one of the featured games on the new Windows 98 demo so we created a new demo w/ a bunch of upgraded features. The demo works on Win 95’ or 98’. It’s a 20-Mb download. Release is sometime early July, check out the Acclaim.net site for any new posts.

DEMO FEATURES

· This demo does not require a 3D-accelerator card to run, P200 Minimum w/out a 3D accelerator card. Minimum P133 w/ a D3D compatible 3D card.

· Full D3D compatibility w/ most 3D Accelerator cards

· Full Internet support up to 16 players, TCP-IP, IPX, Modem to Modem and serial cable

· 2  Single player levels and 1 Multiplayer level “Ship”

· Tons of great multiplayer options

· Lobby room, gives all info on status of multiplayer game being played/joining

· All of Forsaken’s cool projectiles, missiles and mines

· Dynamic saving/Loading, up to 16 slots to save progress

· 4 biker characters, out of 16 

· 1 On board bike computer out of 5 in the final version

· Full screen rearview, missile camera views and bomb camera views

MS The Zone

When playing Forsaken on The Zone, you must 1st play the game once on your machine to initialize the machine. Then you can go to The Zone to play. The Zone doesn’t support Dynamic Joining, you must meet players in the lobby area and start a game from the lobby.

Shawn Rosen - Producer

