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History of PlaneShift

The idea of an online world started back in 1992, 
from the lack of good online games.

The main problem was the lack of graphical clients.
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History of PlaneShift

The project was commercial due to some possible
contracts with the largest phone company in Italy.

Server and client were quite developed managing concurrent 
users, stats, skills, combat.
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PlaneShift today

Project restarted in Autumn 2000
An online 3D multiplayer roleplaying game
A virtual world where people can live on-line
A set of unique storyline, rules, places



Copyright © 2006 Atomic Blue. All material under PlaneShift Content License. No reproduction allowed without permission

PlaneShift today (cont.)

The first free and open source 3d MMORPG project

Created to meet commercial quality standards

Aims to be the linux of online games

Client and server available for Linux, Windows and MacOSX
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PlaneShift today (cont.)

Feature-wise PS is modeled after typical 
commercial MMORPGs:

EverQuest
World of Warcraft
Dark Age of Camelot

Roleplay and background are the first priorities 
of team leaders

No commercial MMORPGs are satisfying to pen and 
paper players yet.
Lack of RolePlay consistency to the world, lack of 
realism, and not much flexibility in actions players can 
take result in lack of immersion. Level after level, 
monster after monster.
Monthly payments pressure people to get their 
money s worth instead of enjoying the world.
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Atomic Blue

In December 2004 we founded a Non-Profit
Organization called Atomic Blue.
The NPO has been created:

To better protect our work
To be a real legal entity that can hold copyrights
To be able to sign real contracts with members, 
hosters, sponsors
To be able to gain/use money and goods (hosting
hardware, buy software, etc )

NPO aims to:
foster the growth of a community of developers skilled 
in developing multiplayer online role playing games; 
to encourage the development of a large community of 
players 
to promote the development and growth of a virtual 
world 
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Licenses

Two licenses in effect on PlaneShift the game.

The software code, known as the PlaneShift engine, is 
publicly available on SourceForge and released under the 
GPL.  Anyone can download, build and modify all our 
software.
The content (art assets, music, data, combat scripts, quest 
dialog, etc.) is proprietary to the non-profit organization 
formed to protect PlaneShift Atomic Blue
(www.atomicblue.org).

In theory, the PlaneShift Engine could be used to make 
another MMORPG unrelated to the PS project.

Other free projects are using certain sections of our code, 
while building their own engines.  This is perfectly fine since 
their projects are also GPL.

In practice, we encourage developers to gather under 
PlaneShift organization, to make an high quality free 
MMORPG a reality, instead of splitting strength on similar 
projects with big chances to fail.

http://www.atomicblue.org
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Structure and team organization

About 10 core developers, plus around 50 people who 
have contributed for a week or a few months.

A community of developers is dedicated to testing PlaneShift 
on different hardware and different linux distributions.
External groups of modders have created dedicated web 
sites with new skins or small enhancements (new client 
commands, logs, shortcuts)

Project is divided into 7 sub teams :
Engine (server and client, including Crystal Space)
3d (character models, animations, items, effects)
2d (concept art, textures, user interface, web site)
Sound (music, sound effects, ambience)
Rules (combat, magic, progression, balancing)
Settings (background stories, NPC dialogues, books, 
description of places and items)
Press Relations (advertising, events, press contacts)
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Structure and team organization

A distributed team


