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FAN REVIEW

Overview

I’ve been waiting for this game for some time now and with it being Westwood Studios first 3D RTS game I had high hopes for it, not only for playing pleasure, but to shut those WW critics up about how WW has gone down hill. Thankfully, the game is real good, of cause it has its down bits but we will go into that later.

First time I loaded up the game I saw a very good introduction sequence which sets the mood for the game, even though it loads up for the first time in 800x600 resolution which seemed to have quarter of the screen of the side of the monitor (don’t know why they don’t let you set your resolution before the game loads up for the first time), straight away I noticed the quality of the FMV sequences even though there was some noticeable cheesy acting (Worf were looking at u here, hehehe u must now defend your honour.). After that finished the menu system appeared, the menus had been done with little transparent effects and the layout was clear and precise, it looks like WW put some decent thought into making the menus which is surprising as not many game companies bother much with the menu system. Once I had set my settings up, easily done using the options tab (decided to go for 1024x768 32bit) and other functions such as game speed I started a single player campaign with the Atreides. 

After some frantic CD1 removal and then insertion of the Atreides CD I got started with another nice movie sequence where u are introduced to the Atreides mentat played by everyone’s favourite communist Alexander Wurz. Really at this point even though I loved the sequence I desperately wanted the first mission to start so I could see if it had been worth the wait. Once the mission load screen had been completed the first mission started. This is a real gentle mission where even the worst of C&C and RTS gamers should have very little problem. At first I was disappointed by the graphics, especially the textures, I thought they would be much more detailed and sharper, the infantry were especially poor. As for the vehicles and structures they appeared well done and the landscapes are brilliant, you can even see the civilian buildings with marks all over them and tornadoes churning the ground up, very well done here WW. As you would expect the game was easy to control since it is a Westwood game after all, the control bar was easy to use, simple point and clicking, even if your new to RTS games, it shouldn’t take long to figure it out. The sound also was good, very atmospheric; Frank Klepacki has once again done a good job with the music, which ranges from some techno beats to some softer paced sounds.

Pretty much straight from the start of the mission Harkonnen Buzzsaws and light infantry came at me; my snipers handled the infantry while my Missile Turrets and Mongooses saw to the ‘Buzzers’. After I fended that off I quickly built some more Mongoose’s and light infantry to go after the Harkonnen base, which was after a HUGE worm gobbled down some pesky Harkonnen’s for me. When I was on the assault I noticed some barrels near the Harkonnen Flame turrets, boom they went and my conquest of the Harkonnen base was just a formality.

After another quality FMV sequence which lays out the story for the alliances with either the Saudauker or the Fremen. A map screen appeared with multiple options for an assault on enemy territory, this was a very important decision as each mission would have been different as I had a choice to aid the Fremen or the Saudauker. With me being the Atreides and not liking the Saudauker commander’s nose job I decided to rescue the Fremen from their misery. I don’t want to go into any more detail on the campaign as this will turn into a strategy guide but one very important detail I must mention is that on the map screen it plays out like a chess game, each side has a chance to attack or defend a territory depending on whose go it is, or so the course of action you take will determine your allies and your foes. Take very careful consideration here as it could determine the course of the war!

I then tried a few skirmishes with all three sides just to get a feel of how different they are. The wide range of units in this game is great, very few are similar and all have a worthy cause. The options in skirmish gave you a chance to choose your side and sub houses as well as the enemy. The other options available where map selection, cash, game speed, pre built base, living world and others I cant remember off the top of my head. The skirmish adds a nice practice for humans to train up before hitting WOL. 

As for the multiplayer action, Westwood Online (WOL) and Local Area Network are supported. Since I have the game a bit earlier than most people I have not had a chance to experience the co-op campaign or other multiplayer modes. With that in mind I have to end my comments on multiplayer there. I hope however that WOL will be able to take the mass influx of gamers wanting to play the game.

Ok, with that description of my experience done, onto the ratings of the various parts of the game.

Graphics

Well this is in my opinion the only bit I think Emperor has any real weaknesses. The graphics are right up they’re with Ground Control, but the infantry (except for some like the Kindjal and Saboteur) textures are not good at all, Westwood’s artists should of done a better job here, they are so blocky and featureless, just like the characters in the original Virtua Fighter. As for the rest of the graphics I have my hat off to you Westwood, the detail, especially the landscapes, is very sublime. All in all, the graphics while having their drawbacks are real eye candy in this game, don’t however expect to wowed off you feet by them, especially if you are used to playing FPS games.

MARK: 8/10

Sound

The sound is definitely one of Emperor’s strongest pluses, the large array of sound FX is just great, and they all suit how they have been implemented, all though to be picky on them I would say more unit sound FX could have been used, it gets annoying when an unit says “For the Duke” 50 times in a row without saying anything else.

The music also is superb, Red Alert 2 had a great soundtrack and this is no exception. Wide ranging songs including Techno, rock and others give the game an extra entertaining value.

MARK: 8/10

Innovation

While im loathed mentioning this subject since in my eyes a game does not have to be innovative to be brilliant I feel that every other person jumps on this subject so for fashion sake, I will as well. If you are looking for a groundbreaking game then Emperor is not the one, but saying that it does bring some new things to the table, take the chessboard map and sub houses for example, new things to the genre, which will only enhance the game experience. It does however at times feel like the same old game, build loads of units and send them at the opponent seems a recurring but valid strategy, tank rushing is toned down but still usable. Im not going to slag Emperor off for not being terribly innovative, I do believe however that it is time WW brings something new to the table in RTS, perhaps multi resources etc to add new angles to the game.

MARK: 6/10

Playability

The big one, this is the one thing that makes a game good or bad. Thankfully for Emperor though it does not fall short in this region. Without a shadow of a doubt this game has it all for it playability wise. The sheer depth of strategies capable with all these units is unthinkable; the vast majority of units are different yet very important to your success. The games environment also provides strategies, the Worms, Tornadoes, and Fog of War all add to an exciting world. The game is also very easy to play as earlier mentioned, the tried and trusted C&C method is back and optimised. Armies are constructed and used by a mouse click. The games varied missions keep your interest, its no longer a complete build and destroy, so far I have played only a handful of single player missions of them requirements. It would take me all day to go into how playable this baby is, so I will leave the rest for you to discover.

MARK: 9/10

Lastability

Well, just how replayable is this game I hear u ask? Very is my answer, for an RTS that is. This game has a huge amount of single player missions (around 100), each time you play a campaign there are multiple roots to victory. Multiplayer options like Co-op and normal head to head to name a few (accessible by Westwood Online) are included, and the selection of units and tactics means that this game will keep you interested for months, if not longer. If you don’t want to play online then you can practice against the computer in skirmish with over 20 maps available and a whole bunch of options like pre built bases and living world. For an RTS game, this game has lots to come back to. The only downside is from what I can tell there is no way to edit Emperor, while I can see why Westwood would want to stop cheats on Westwood Online, I think its wrong to punish the mod makers and editing fans by including no mix files, maybe someone can decrypt the rules.txt.

MARK: 9/10

OVERALL

This game has taken the title off Starcraft and Red Alert 2 for top RTS game. For Westwood’s first 3D outing this is a real impressive game, its sheer depth in all areas makes it a worthy king of RTS. I think though that the graphics side of the game could have been even better and that’s the only part of the game I feel any disappointment over. I can’t however praise this game enough for its other aspects. If you want top quality 3D RTS game then this is the ONLY choice this summer.

OVERALL MARK: 91%

Emperor: Battle for Dune, take your bow, you are the Emperor of RTS.
