Frank Herbert’s Dune Airs 

All three parts of Frank Herbert’s Dune have now aired on the SCI FI Channel in the States. The miniseries will screen again starting on the 10th December on the SCIFI Channel. Anyone who wants to express their opinion on the miniseries or read other Dune fans’ opinions can try our miniseries review section:


http://www.dune2k.com/duniverse/miniseries/reviews/
(Some more fan reviews can be found in this newspost thread http://www.dune2k.com/newsup/comments.cgi?view=590 )

Or email MahdiDLA - mailto:Mahdi@Dune2k.com (MahdiDLA will post the emails in about a week’s time)

Also, you can try the SCIFI.com boards:


http://www.scifi.com/bboard/browse.cgi/1/5/1607
Good news for some Canadians (those who live in the East - poor Gob :( ), CityTV is airing the miniseries starting Monday 18th of December at 9 pm eastern standard time. This is a lot earlier than the cable channel Space that is airing the miniseries in April 2001.

Good Ratings For Miniseries 

According to SCI FI’s newswire the first part of Frank Herbert’s Dune was the highest rated show in the SCI FI channel's history nearly doubling the previous record. It had a 4.6 rating which means it was shown in about 3.06 million households.


http://www.scifi.com/scifiwire/art-main.html?2000-12/05/12.00.sfc
Emperor Previews and Interviews

Three new previews/interviews of Chris Longpre (producer of Emperor: Battle for Dune).

Killer Gaming has twenty Q/A of Chris Longpre ranging from Emperor to Chris’ thoughts on the 1984 movie:


http://killergaming.com/previews/1200/westwood/20questions.html
pc.ign.com has an interview with Chris Longpre. This interview also has some new cutscene screenshots of the Harkonnens:


http://pc.ign.com/news/28754.html
Finally, Computer Games Online has another interview with Chris Longpre (busy boy!), an in-depth preview of Emperor, and an editorial on how Westwood is playing catch-up in the RTS field:


Interview - http://www.cdmag.com/articles/031/028/chris_longpre.html

Preview - http://www.cdmag.com/articles/031/029/dune_feature.html

Editorial - http://www.cdmag.com/articles/031/030/whither_feature.html
Again, there is nothing “earth shattering” new with any of the previews/interviews, though the Computer Games Online preview is a good summary for those who have just found out about Emperor.

Meatball Speaks

Mike from Westwood has been posting a lot recently in the official forum. For those of you who don't get a chance to check it often, I have put the latest “revelations” in the Spoiler Section at the end of this newsletter.

New Dune Site

Dune Arch is a new website created by DLAAZZ and DLAKnight for their Dune 2000/Westwood related programs. Dune Mod Changer is already out and WW Communicator will be soon while more programs are planned. The Mod Changer does what it says, lets you change Dune 2000 mods easily. WW Communicator is also really interesting as it acts like ICQ but lets you talk with people on the WW game channels like the Dune 2000 lobby.


http://www.crosswinds.net/~dlaazz/
Q/A with Kevin J. Anderson

A few weeks ago MahdiDLA emailed 5 questions the official Dune Site (www.dunenovels.com). Recently MahdiDLA got a reply by Dune prequal co-author Kevin J. Anderson. Unfortunately, there is nothing overly interesting with the replies, which can be found here:


http://www.dune2k.com/forum/UltraBoard.pl?Action=ShowPost&Board=TwoThree&Post=12
Davo (Davo@dune2k.com)

- Newsletter Manager
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Spoiler Section

Meatball speaks on the official Emperor boards:

· The camera is mainly there for you to use as you like. We wanted to keep it simple to control and nonintrusive so it's not as integral to gameplay as in some 3D RTSs. In fact, you could probably go an entire mission without touching the camera but that wouldn't be too functional or exciting. You can use just the mouse to control the camera or a combination of mouse/keyboard.You can zoom, from almost a complete top-down all the way down to a 45degree angle just off the ground.

· The strategic campaign layer over the tactical missions is a nice addition. It forces you to evaluate your overall battleplan beyond just your immediate mission. It feels like a real campaign as opposed to a series of 12 or 15 missions strung together in a linear fashion. I personally like the idea of seeing on the strategic map where I am, where I need to be, and how I'm going to get there.

· Dune is a very cool universe with a lot of room for imagination, especially when making a video game. I think the game's storyline will be accurate and exciting enough to satisfy casual Dune fans (although I'm sure hardcore Dune fans will take issue with some of our decisions).In our 'alternate' Dune universe, the Emperor is dead and the throne seat is temporarily empty. Thus, the Sardaukar are leaderless, but no less lethal. Who knows, they might even approve of the Harks using atomics if it meant the swiftest road back to their former status as the Emperor's empowered deathforce? Oh, and the Deathhand missile is deadly accurate.

· As I've said before, some people want the cutting-edge 3D, others want a classic RTS feel that's easy to jump into. It's kind of a touchy thing, but I believe we've found the perfect blend in Emperor. Based on all your comments, I think you should all really enjoy the game.

· When zoomed all the way out, you get a great all-encompassing view of the battlefield, but some of the units (especially infantry) will look awfully small. On the other hand, when zoomed all the way in, the units are indeed big and in-your-face; the Devastator looks, well, devastating. Most of my playing time is spent somewhere between the 2 extremes.

· Fremen using thumpers, Fremen riding worms, Las guns, Shields, Melee weapons (knives, swords etc), Strange subhouse units? Yes to all.

· Besides the Hark and Atreides' Thopters, the Ordos have an airborne platform that we haven't talked much about yet.

· I think you'll all find the missions to be very diverse. Some are base-building and others begin with a set force. There is a good mix. Remember also that your alliances with the subhouses will figure heavily into which missions (and objectives within each mission) you decide to undertake. You can just assault a territory, accomplish a single objective of the many, then duck out. You will also have reserve units around the map to use as you see fit.

· You can also expect the storyline and movies to reflect your decisions throughout the campaign. What would a Dune experience be without internal fighting and backstabbing?

· It's different than Dune 2K, it feels much higher. The zoomed out viewpoint is almost top down, literally. Being 3D, you see the tops of the vehicles and the roofs of the structures. It's tough to tell what anything is from that altitude, but it's sure easy to select large groups of units and see a large portion of the battlefield. In a screenshot, I'm afraid it would only serve to give you an idea of how far out you could zoom, not any indication of detail down below. I'll see what I can do though.

· Infantry can also 'hole up' in areas of the map where vehicles cannot traverse. Excellent for sniping and stealthy movement.

· Air battles can take place, but you'd have to see the opponents coming and have good timing. Carryalls can be shot down.

· I wouldn't be surprised if it came out earlier than Oct. We're already advertising and the development is really moving along.

