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

