# 2ND PHASE OF EMPEROR SITE LAUNCHED #

Westwood has launched the “second phase” of its official website by releasing new goodies to the public. Westwood has released the bios of the main characters in Emperor, uploaded the Emperor desktop theme, and released three full mp3 music tracks.

Bios of the main characters in Emperor –

http://westwood.ea.com/games/emperor/english/html/character.html
Emperor desktop theme (8.7 Mb) –

ftp://ftp.westwood.com/pub/emperor/themepack/EMPTHEME10.EXE
If you don't want to download the entire theme pack you can find the three wallpapers below. Each is a combination of the House Palace and insignia and is 1024x768.

Ordos wallpaper –

http://www.dune2k.com/images/emperor/wallpaper/tp_ordos.bmp
Harkonnen wallpaper –

http://www.dune2k.com/images/emperor/wallpaper/tp_harkonnen.bmp
Atreides wallpaper –

http://www.dune2k.com/images/emperor/wallpaper/tp_atreides.bmp
“Battle for the Atreides” mp3 track (5.4 Mb) –

ftp://ftp.westwood.com/pub/emperor/previews/audio/Battle_of_the_Atreides.mp3
“Fremen Alliance” mp3 track (6.1 Mb) –

ftp://ftp.westwood.com/pub/emperor/previews/audio/Fremen_Alliance.mp3
“Unsuspected Attack” mp3 track (4.4 Mb) –

ftp://ftp.westwood.com/pub/emperor/previews/audio/Unsuspected_Attack.mp3
# UNIT-OF-THE-WEEK #

A familiar Atreides unit is this week’s unit-of-the-week. Its description and render can also be found in the spoiler section at the end of this newsletter.

Official Emperor website –

http://www.duneemperor.com
FED2k’s Emperor unit section –

http://www.dune2k.com/duniverse/emperor/units.shtml
# FORUM UPDATES #

There have been some interesting posts made by the Westwood guys this week. The spoiler posts can be found in the spoiler section.

Official Emperor forums –

http://messagebrd.westwood.ea.com/cgi-bin/boards/emp/english/Ultimate.cgi?action=intro
Chris Longpre on the system requirements and non-English versions –

“Yes, non-english versions will be available in Korean, German & French at the same time as the English version. Please check with your local retailers for details.

Minimum Requirements:

---------------------

Pentium2 - 400MHZ

64 MB RAM

3D video card required (16MB VRAM required)

For Internet multiplayer, a 56k modem is minimum needed.

BTW, there are some excellent deals out there nowadays on 3D video cards! I've seen some GeForce2 cards for under $100 US. At home I play on a P2-400 with a TNT2 and it’s plenty fast.

Also note: We put some added graphical features in for the high-end machines. If you crank up all the detail settings and add all the extra shadow features, you'll need a top-end system, but it will be the most gorgeous RTS you've ever seen.”
Chris on the release date –

“It should be out in stores this summer! June/July!”

Meatball on a collector’s version of Emperor –

“Q) I want to know will there by a Collector's Edition for Emperor: Battle for Dune?

A)No.”
Delphi defends the charge of lack of innovation in Westwood RTS games –

“Innovation! What is it really? How does a developer define innovation?

Well, by saying that Westwood is not an innovative company is a slap. If that were the case, we would not be here today.

Our goal is to create games that everyone can play and enjoy, games that contain an entertaining story (not everyone plays multiplayer), an easy to use interface, exciting units, and unique tactics. Every developer has their own formula, well Blizzard borrowed ours, but that's what makes the games unique. Some formulas work (Red Alert 2, StarCraft, AOE2, Shogun, and TA) some don't (Homeworld, Dark Reign 2, Sudden Strike, and Earth 2150). Innovation is not something that comes quickly, but is added over time. Was Homeworld a 1 million seller? No, they did too much to fast and it was merely a hardcore 100,000 selling game. Sure, the press loved it, but they like anything that supports the latest technology and has a ton of bells and whistles.

Will Emperor move the genre ahead by 10 years, no. But it will deliver a cool new way to play 3D RTS games, and give fans a ton of exciting new features, a cool story, 3 Sides, unique units, and an easy-to-use interface that even the most novice RTS player can get the hang of.

Will we continue to push the RTS genre forward? YES! The RA2 and C&C teams are currently working on designs and concepts that are years ahead of our current games. Of course I can't say anything, just the nature of the job. :(

Our main focus has and always will be fun. We like to make sure all our fans have a good time playing our games.”

“No, I'm not a marketing guy, and yes I play more games than I should. =)

I didn't mean to offend anyone; Homeworld is a great game and very innovative if you like the hardcore stuff. It did well, and I'm sure HW2 will to. 

Marketing muscle ehh? Sure, it helps but how many of you really read ads? =) BTW the original C&C, RA and Warcraft sold a million copies and their was little to no marketing for those games. Word of mouth is the most powerful tool to any marketing dept; it's the fans who will help sell your product (if it's fun). But most important, always take care of your fansites (online community); they are your best allies any game company could ever have.

Here is a question, being that some of you think we are stuck in a rut, what would you add to our RTS games that would be innovative? Better graphics, more controls, view the battle from your units’ eyes, more sides, more commands whatever. I would love to hear what you guys think makes an innovative next-generation RTS that will appeal to fans of Red Alert 2, StarCraft, and Aoe 2.

Well, not sure if that helped, but I hope everyone has a good weekend.” 

# MINISERIES ON DVD #

Chris of DuneWeb, a German Dune fansite, let Gob know that he received an email from KirchMedia on when the Region 2 VHS/DVD version of the miniseries will be released. According to what he sent the VHS will be out on April 26th while the DVD will be released on June 1st in multiple languages. 

By the way, you should be able to find the Region 1 DVD in stores (North America) tomorrow, March 20th. 

DuneWeb website (in German) –

http://www.duneweb.de/
KirchMedia website (English version) –

http://www.kirchmedia.de/neu/en/pub/kirchmedia/
The Digital Bits has an article posted on what exactly is going on with the Dune miniseries DVD. If you didn't already know the North American (Region 1) DVD doesn't have many of the features you would expect in today’s DVD releases. The Digital Bits mention that the Region 2 (Europe) release will contain scenes that were cut from the TV version along with a number of other extras which are not found on the Region 1 release. Fortunately they also mention a possible collectors edition for US/Canada.

The Digital Bits article –

http://www.thedigitalbits.com/articles/dunedebate.html
DVD.IGN.com review of the DVD version of the Dune miniseries –

http://dvd.ign.com/reviews/1139.html
Davo (Davo@dune2k.com)
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# SPOILER SECTION #

Unit-of-the-week, the Atreides sonic tank –

“The Sonic Tank has achieved great popularity among Atreides field commanders. Tough, reliable and moderately fast, Sonic Tanks form the backbone of many armoured platoons under Achillus' command. Expelling sonic energy through a cannon barrel powered by twin impulse turbines, Sonics Tanks pose a major threat to infantry and light vehicles. As the sonic wave impacts, the molecular bonds of both human tissue and light metal armour are literally ruptured and displaced by a vacuum of searing atmospheric particles. The effect is complete molecular breakdown and trauma, leaving the target immobilised and for the most part, a degenerated mass of chaotic energy. Armoured installations and heavy artillery tend to weather the sonic effects better. Humans, both friend and foe, in the immediate vicinity of a high-volume sonic wave can experience injury and death without auditory protection. The Atreides consider themselves lucky to possess such amazing technology. But the price of research and development can often be high. During prototype production, three Atreides engineers lost their lives as a sonic turbine fell from a crane and exploded, unleashing a sonic blast powerful enough to spread the engineers' remains over a 3-kilometer radius.”

Render of the sonic tank –

http://www.dune2k.com/viewimg.shtml?/images/emperor/units/atreides/A-SonicTank-Big.jpg
Render of the Dune 2000 version of the sonic tank –

http://www.dune2k.com/viewimg.shtml?/images/dune2000/special/sonic.jpg
Pic of the Dune II version of the sonic tank –

http://www.dune2k.com/viewimg.shtml?/images/dune2/special/sonic.jpg
Delphi on superweapons –

“Hehe, that's the idea. There's no reason to have semi-evil (Dr. Evil voice) superweapons. Super weapons should be SUPER and powerful! It's your job as a strategist to make sure that your enemy never gets to build his.”

Chris on harvesters and carryalls –

“All houses [get Harvester/Carryall for each Refinery]! Not sure if they elaborated on harvester ramps. Players can have up to 3 harvesters unloading spice at the same time per refinery.”

Chris on AI –

“The AI is very relentless. I have had a couple games, where I could not win, it was just brutal. Of course it's still being tweaked.

Players will be able to set the AI in modes.

   Attacker - The AI is always on the offensive

   Defensive - No need to explain. =) 

   Competant - Excels in both offensive and defensive tactics.”

Chris on shields –

“In the game, shields will take damage instead of your unit losing health. When a shield takes enough damage to 'drop' it, all subsequent damage goes to the units’ health and thus affects its performance. The shields take a fixed time to recharge and come back 'up', protecting the damaged unit once again.

The Ordos purchased shield technology and self-repair technology, which they have combined on several units (i.e. Laser Tank). Although this has left their units armor very thin, it’s a powerful combination. Shields keep the unit 100% operational until they drop. Keep the unit alive until the shields come back up, and then sail off into the deep desert to regenerate. Hit & Run! .. and very Ordos like!

P.S. Lasers fired upon shielded units will have dire consequences for both units involved.”

Chris on resources –

“In Emperor: Battle for Dune, there is only 1 resource (in the traditional sense), the glorious spice Melange. Spice blooms can be very deadly if you are too close to them when they pop, but get your harvesters & carryalls ready, because its riches for all afterwards.

There is a 2nd resource that master Emperor players will need to manage: rock space. Since you can only build on the relative safety of flat rock mesas, you'll need to layout your buildings & defenses carefully. But have no fear, there are many maps with generous buildable rock areas if you prefer to sprawl out. I'd also recommend a 2ndary base on a remote mesa for its strategic multiplayer value.”
Chris on Fog of War (FoW) –

“Yes, Fog of War (FOW) will be an option. Also, we have a special unit, the Scout (on each side) which is designed specifically for FOW gameplay. The Scout has no weapons, but is a very fast runner and has powerfull oil-lenses (binoculars) to reveal a large area of the battle field. Further, the scouts are expert at camoflage and will blend invisibily into the terrain when nearly motionless. Keeping a network of scouts alive on the map is key to a FOW battle.”

Meatball on the Guild’s Naib tank unit –

“The Guild Naib tanks 'fold space' on the game map.”

