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History of PlaneShift

» Theideaof an online world started back in 1992,
from the lack of good online games.

» The main problem was the lack of graphical clients.

it's the place in frontof the gloom y Laanz Temple flagged with grey stone,
The front of the tem ple i s bare and austers, witho utwindows, column s or frieze s

left, from the border of the roof, em erges the dark and stochky Ru st Tower, On
the other side, much higher, you see the glittering bronzes of the belfry. The
churc hyard is crogsed by the High Road of the Rrst Le vel that cuts
thispartofYlishum from east to west.
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History of PlaneShift

» The project was commercia due to some “possible”
contracts with the largest phone company in Italy.

» Server and client were quite devel oped 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
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PlaneShift today (cont.)

» Thefirst free and open source 3d MM ORPG project

» Created to meet commercial quality standards

» Aimsto 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 MM ORPGs:
v EverQuest
v" World of Warcraft
v Dark Age of Camelot

» Roleplay and background are the first priorities
of team |leaders
v" No commercial MM ORPGs are satisfying to “pen and
paper” players yet.
v Lack of RolePlay consistency to the world, lack of
realism, and not much flexibility in actions players can

takeresult in lack of immersion. Levd after levd,
monster after monster.

v" Monthly payments pressure people to “get their
money’s worth” instead of enjoying the world.
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Atomic Blue

> 1N December 2004 we founded a Non-Profit
Organization called Atomic Blue.

> The NPO has been created:

> To better protect our work
» Tobeareal lega entity that can hold copyrights

» To beableto sign real contracts with members,
hosters, sponsors

» To be able to gain/use money and goods (hosting
hardware, buy software, €etc...)

> NPO amsto:

> foster the growth of a community of developers skilled
In developing multiplayer online role playing games;

» to encourage the development of alarge community of
players

> to promote the development and growth of avirtual
world
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L1censes

> Two licensesin effect on PlaneShift the game.

v The software code, known as the PlaneShift engine, is
publicly available on SourceForge and released under the
GI?L. Anyone can download, build and modify all our
software.

v" The content (art assets, music, data, combat scripts, quest
dialog, etc.) is proprietary to the non-profit organization

> Intheory, the PlaneShift Engine could be used to make
another MM ORPG unrelated to the PS project.
v' Other free projects are using certain sections of our code,

while building their own engines. Thisis 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 aredlity, instead of splitting strength on similar
projects with big chancesto fail.
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http://www.atomicblue.org
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Structure and team organization

» About 10 ‘core’ developers, plus around 50 people who
have contributed for aweek or afew months.

» A community of developersis 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)

» Projectisdivided into 7 sub teams :

v 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
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Structure and team organization

>  Whilethisisahobby, most of the developers are computing
professionals:

v' Striveto get only talented and special people.
v Age of developersranges from 18 to 45.
v Average is about 24-28.

v A selection is made on all potential contributors with practical
tests. Only a successful test and few useful deliverables admit
you to the internal team.

> More Structured than Most Open Source projects :
v Team agrees on high-level (written) plans for each new phase.
v Design documents are required on major features.
v' Test case documents written for each available feature.

v" Review and approval process for art and content assets
(sounds/model s/drawings).

v' Weekly status meetings.

v 3 web sites with well-devel oped custom applications for
managing internal tasks and content creation.
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Structure and team organization

» Success factors:
v Defined structure and roles, clear and shared objectives

v ﬁ\elfriendly and open community of developers, aways eager to
P

v Continuous development 24/7 thanks to a world-wide spread
team

v’ Strive for quality and results
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Results Achieved

> About 250,000 registered accounts on the last PlaneShift
version.

> Still in beta, but already playable, you can enjoy many
weeks of play. These are the main features.
v Combat with server managed creatures
v' Magic system with visual 3d effects
v Quests and small puzzles
v Character progression through a modern skill system
v" Crafting and trades system to enable players’ created items
v A rich set of features for Game Masters
v Artifical Intelligence quite smple, but working.
v Player dudls, wars and guilds.
> Theengineisextensively using our own scripting

language to simplify creation and maintenance of game
logic and rules.
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Results Achieved (cont.)

» Areasthat need major improvement at the
moment are:

» Larger usage of shaders and other advanced rendering
techniques like shadows, bump mapping, normal

maps.
> Better management of memory and textures
» Larger use of particle system

» Content that has to be expanded:
v More spells
v" More quests and NPC dialogues
v" Different types of monsters with better Al
v Additional unigue objectsto find
v' Crafting extended to all arts
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Numbers of the last release

» The creation of Crystal Blue required:
v" about 50 millions characters written in chat
v 4.200.000 web pages hit on main web site and forums
v" 300.000 downloads for atotal of 30.000 Gb
v" 110.000 forums messages
v 48.000 hours of missed sleep
v 10.172 changes to the source code
v 1.143 fixed bugs
v’ 652 days
v" 180 prospects which didn’t pass out admission test
v 90 alphatesters

v" A virtual team of about 40 people distributed in 25
countries

v' 5 dedicated server
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he power of Crystal Space!

> OK, hereisanice guide that shows what players
were able to do with Crystal Space.

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



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



...103D

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



Pterosaur close-up made by the amazing Alexel “Inca”
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StoneBreaker Citadel
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Architecture - Overview

> Server and client developed in
C++

Web console > MySQL as database to manage

(administration)

all our game data.

_ > PSServer, aserver process that
PALADIN - listens for client requests and
(enti-cheat) dispatches at different
handlers; generates events and

NP A| creates objects in game based
(npcclient) on scri ptS

, h = > PALADIN is an separate anti-
necal | cheat process for CD, speed
{EEelEn) hacks, macros, bots, €tc...

> A web console in php allows
the configuration of most of
the game rules, npcs,
dialogues, etc....
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Architecture (cont.)

> PlaneShift development has been done with a number of
external tools, mainly Open Source. No one wants to
“reinvent the wheel”” and we decided to improve the
wheels we found, making areal synergy between our
project and others.

> Themost important is surely Crystal Space 3D engine

» CEL: Entity layer, manages entities and properties, and
some movement.

» CAL3D: powerful skeletal animation library for animation,
morphing, blending.

> Blender: used only for “some” of our levels and objects
modeling.
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PS Client

WorkManager

SlotManager

UserManager
CmdUsers

SpellManager

CmdGuilds
QuestM anager
CmdGroups
GuildM anager
CmdAdmin
GroupM anager
AuthentClient
ChatM anager

AuthentServer

AdminManager
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Architecture - Network messages

> Works on UDP to improve performances
» Dead Reckoning for server validation
> Guaranteed messages implemented on top of UDP
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Architecture - Database structure

> DB Designer is anice opensource free tool for
your mysgl database.

> Weimported our database into it.
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Architecture - multiple servers

> Theoriginal plan was to use multiple game
servers to support alarge user base (~5.000
online), but:
v" Concurrent users are about 100-150

v The server code is performing better than expected.
With 150 users online, the server’s CPU is around
1% load.

EE planeshift@gandalf: ~
12:44pm up 73 days, 1:28, 1 user, 1load average: 0.05, 0.01, 0.00

117 processes: 116 sleeping, 1 running, 0 zombie, 0 stopped

CPU states: 1.5% user, 1.7% system, 0.0% nice, 89&.6%

Mem: 1033588BK av, 10003%92EK used, 33156K free, 0K =shrd, 40896E buff
Swap: 209647Z2K av, 80104E u=sed, Z20163&68BEK free 167992EK cached

PID USER PRI NI SIZE RSS SHARE STAT $CPU $MEM TIME COMMAND Server process takes
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Architecture - Scripting

» Scripting language tailored on rpg needs

» Can use variables:
Damage = 3.4 * PowerLevdl;

> |saware of our basic objects:

myvar1 = TargetAttack\WWeapon: SrMalus
myvar2 = Attacker:DodgeValue
myvar3 = Target: CombatStance

» Code can get and set values on scripting

variables
var_FinalDmg = calc_damage->GetVar (" Final Damage");
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Architecture - Scripting (cont.)

We use scripting for generating and managing
some in game events like item magical effects
<evt>
<int value= "3* PowerLevel ” save= "Result ">
<msg text= "You gained $Result " in intelligence! ” />
<evt>

Quests completion
<complete quest_id= “Harnquist Ore" />

Money or item exchange
<money value="0,0,0,3" />
<offer><itemid= “23"/></offer>

Give experience, inflict damage, manage spel |
effects, and more.
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Future Plans

> Engine
v Charactercustomizatiorwith somatictraits(chin, nose
height ...)

v Tribes(autonomouspcsthatbuild villageg
v' Betterinteractionwith thevirtual world (puzzleslocks)

v' Addition of shaderdo havemorerealisticeffects
reflections bumpmapping etc...

Copyright © 2006 Atomic Blue. All material under PlaneShift Content LicenseNo reproduction allowed without permission



