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Another Month, another newsletter!

Well, the site has hit an all time high with over 20, 000 visitors since I opened it back in December last year.  Thanks to all of you for visiting my site and helping me make it a success.

The future beckons…

The NEW site (entitled: the Art of the Long-Range Gun 2) is coming your way soon.  It is a browser 4 and 5 enhanced site with some quite nifty JavaScript running the front end.

As with all my web design: speed is the essence.  Therefore, I have devised a way to cutting down on the amount of graphics displayed at any one time while also fitting more into the first page.  This should load much quicker and look better.

The reason I am telling you all now, is that I would like you to beta test it for me: The beta test address will be emailed to you ASAP.  Please take a look and let me know of any problems.

The new site will feature a downloads section which has all the customization that I discuss in the text in zip format along with detailed instructions on how to install and configure.

ALSO THIS MONTH

Hands up those of you who read EDGE magazine?

All of you!? Good!

I got a letter published in this month’s issue in reply to a Fat Cat Publisher who claimed that we all want games to be between 5 and 10 hours gameplay MAX. A game that is that quick to master and complete is worthless on a home system

This is an insult to those of us playing Halflife for over a year now.  Not to mention Opposing force, TFC, Deathmatch, counterstrike, Action HL, Jumbot, etc, etc.

There follows a transcript of what I got printed.  If you feel strongly about this please feel free to email about it, and ill kick off a discussion for next months letter.

In reply to: Bruno Bonnell’s statement (reported in Edge 83) that games should be shortened down to 5 – 10 hours of gameplay:

Sir, you have completely lost the plot on this one.  

You only have to look at the history of gaming to see that longevity and replay is one of the greatest assets of the all-time-great game.  It seems to me a disturbing suggestion that games should be getting shorter, one that was probably driven by the marketing monkeys who have no urge to develop great software. 

Were Elite, Carrier Command and Monkey Island short? Zelda 64 anyone?  20+ hours easy.  

However, if you are having trouble releasing finished games, let me suggest that with the explosion of the Internet, there is a modern alternative.  Ship a game at around 20 hours of solid gameplay, and then commit to developing the replay value with multiplayer and add-ons.  

Consider Halflife, and then consider the add-ons like Opposing Force, Counter Strike and Team Fortress Classic.  They all add significantly to the longevity and status of their title and developer.  They also energize the fans.  For example, I run a successful web site with over 14000 words of advice and guidance on just one character from TFC.  If Halflife had only had 5 – 10 hours of gameplay would anyone be excited enough to create these add-ons?  Would I have been bothered to write my site?  I doubt it.  

No more pathetically short games like Driver, House of the Dead 2, or EA Stars.  Leave them in the arcade please Mr. Bonnell.  I want longer lasting home games (roll on TF2), leaving the candy floss (such as Crisis Zone) as they are: short, sweet, and a pound a go.

Yours in gaming,

James Bell.

Incidentally, you can check my website claims at: http://www.halflife.net/longrangegun

In other news... 

In reply to those of you who have the (misfortune?) to play against me regularly and have asking where the hell I‘ve been…

I’ve been to the land of COUNTER STRIKE!

This was with the view of creating a sister site to the ART, which would include some non-sniper advice.  However, I’m not very good at it!  I’ve been attempting to play all the time to increase my skills, and this has been at the sacrifice of TFC.  Nevertheless, fear not. This Sunday ill be on the XXX’s for all maps or maybe the Demon CZ2.  

See you there and remember to duck!

INSTRUCTIONS FOR SPEEDUP AND CROSSHAIR 

Description and Instructions for Speedup.cfg

Many things in Halflife slow down gameplay.  The main thing is the latency settings of your computer.  This is the setting which tells the computer how much it is allowed to “guess” what is happening.  It does this by looking at where people were moving / falling / shooting and so on.  It then decides what things it can be sure about and, should the connection get slow, be able to draw with accuracy on its own.  Obviously this setting should be neither to high or too low.

I set it at half the ping.  

The ping is the time it takes to send and receive a message to the server running the game.  Location and dialup speed effect this.  If you get these two settings correct you can still make shots on a 33.3K modem connection and be sure that the animation will play out relatively smoothly. 

The other thing that slows gameplay is the graphical settings of your system.  If you have a great 3D card but a slow processor, for example, then you will have to play with your settings to balance these two out.  Its worth noting that renowned Quake 2 player (and braggart) THRESH, had his ninja speed death machine operating at minimum graphics to keep frame rate up when things got close.  As a Sniper, it is important that should a grenade go off or soldier jump out on you the game still shifts along nicely. 

To this end, my speedup script cuts down on those non-essential 3D settings in gameplay.  One of the most obvious ones is your gun.  The animation takes around five frames to play and removing it from the game gives you back upto 10 points of ping.  This IS noticeable.  Other 3D effects are the wall texture quality and the number of polygons in a structure.

My script disables the advanced sounds in the game, and reverts to the lower quality ones.  This frees up system memory to go into frame rate.   However, should you have a good hardware dependant card then use it by all means, because audio cues are important.

In addition, I've disabled “in game downloads” which stops you from having to download graphical customisations while playing.

Finally, I've cut down on spay paint.  The game engine should only show upto 20 decals before removing the first one.  

Oh, and this applies to bullet holes and grenade marks too.

PROBLEMS: FAQ

How do I know what weapon I’m using?

A. Try shooting it.

A2.
If you have also installed my cross hair then this should change to reflect your weapon choice.

A3.
Use just the two (S.Rifle and A.Rifle) You should be able to remember.

Q. How do I turn it off?

A. Bring down the Console ( ` ) and type:  EXEC AUTOEXEC.CFG  <RETURN>  and also EXEC CONFIG.CFG  <RETURN>

A2.
I’m working on a disable script now, expect it to be available in this download soon.

Q. Can you modify this script for me?

A. What do I look like?  Your mother?  I had to learn myself!  (This is a Monday answer)

A2.
Sure what do you want but ill only do it once?   (This is an: I have recently been laid answer). 

As you can see, it depends when you catch me as to how much extra help ill give out.  

If for some reason I am laid on a Monday then ill do my best but no promises.

INSTALLATION

Save the file to the following directory:

<DRIVE LETTER>\<DIRECTORY>\Half life\TFC

To execute bring down the console ( ` ) and type:

EXEC SPEEDUP.CFG   <RETURN>

If you gun disappears you know that it has worked.

Best of luck! 
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Check out my site at:

Http://www.Halflife.net/longrangegun
