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Technology

Mininmum requirement for PRIVATEER 3
Pentium 166 with 32 megs
ECT Video (2 megs for 16 bit color)
3D Hardware Accelerator Card
16 it digital sound card
8X CD ROM drive

Network

33.6k Modem
TCP/IP Network Protocol
Low-Tatency Internet Connection with Sugeort for 32-Bit
Ppplications

In 1996 Origin began development of a new engine with
which to replace their aging RealSpace engine in an ef fat to
remain competitive and on the cutting edge of technology.
Maverick Productions (known for the long—running Wing
Commander franchise) began development of the Visian
Fngine in an ef fat totake full advantage of inexpensive~3D
accelerator hardware and other technological breakthretionss:

logy

Fhe Vislen-Engine

Currently ) the VisionsEngine -(ised for both Wing Commander:
Prophecy..and

Privateer 3)7is'Gcigini, S next. generation.-3B Tendering engine. The
engine

19 Tesolution. inderendent; rrenderingto 8,-~and 16.0it uf fers,. and
takes

full-advantage -OfMicrosof is Direct Draw and-Pirect3D.acceterator
card.

Qur, engine jattows £he' engine, to render using any 3D actelerator
hardware

that” suoccrt sy the “Direct3B.proigranminglinterface. The big. advan=
ae.of

this 1s that the engine immediatelyssuocorts future.3D-accelerators
with

No-wWork—On.'Cur_ pat.

The native mode feor:3P aceelerators allowius to custem=t ailcr for
each

plece.of“hardware. /ALEROUCh ©roviding native sugeort for individual
3D

acpelerator ~«Cards requixes additionsl procramming time, ititesultsn
mich faster firames since mest cards rUn.significantly“fasterdin
native

mode

3D Engine

BeCause Privateer-3 will te “ageglerator-required;, the game-widl win
soothly on all target machiness: The new ehgine agcomplishes “this
with

tis blazing-fast sof tware rasterizer .“Ihis sof tware rasterizer “can
render around 5.7 million perspeCtive Cerrect textured;<perspective
correct Gouraud shaded, 16 bit color pixelswper second on a 166
MHz

Pentium machine. In other words;=if=the“dame is rumning-in-a-640 _x
480 x
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Audio

Music playback for PRIVATEER 3 will be implemented with
streamed digita

adio. The music will ke digitized as 16 bit, 22050 Hz, stereo. The
file system will allow the loading of data files, soud ef fat s, as well
as streamed in—flight camunications video without causing a jarring
skip in the music playlack. All essential sound effet s (missile
launch,

g firings, etc.) will ke losded at the start of the mission and will
remain in memory until the mission has completed using our
cacheing

techniques. All other sound ef fats will ke loaded on demand.
These on

demand sound effets will e kept in a cache in orderterfeducs
redundant loading. Sound effaxts will ke same?ed at the*¥Onest rate
et

provides a high enough=efialityesetid.

\ValeSe

Video playback willpbe previted by UV2, the movie player that was
used

in Prophecy. UV2 provides high quality video, even in high motion
situations, at a reasonable data rate. Additionally, for goeed critical
aoplications, UV2 is able to play back partially deconpressed video
a a

faster rate with an acceptable loss in visual quality. By using UV2,
we

should ke able to fit around 50 minutes of full motion video on two
CDs

(in addition to all other game data and the executable) at a smooth
15

frames per second rate.

Music Streaming

W e want to have digital music streaming fram the CD at all times.
During music playback, we also want to ke able to load files. Since
a 8x speed CD-RM drive is required for Privateer 3, it is very likely
that we shouldn t have trouble loading small files while sifeaping

logy

difpsal &0dio

Wisng, cameartete=tl1 land  Tvewasted aigieat deal ¢FTime by calling
each Object s AT ucddre.rOuEieE Everyefrane - SInee mE, 1 Sk ol y Nedss —
sary toeadi the=wedake™ rodfing aroundt ¥, or 20 tinesia seCOraiwe
can save a grégt Ceade®f timESbESt agoering the dojects=edates
acro8s=caetl secondd Thatt Wiy yet dofdéess Al updates feach wor Idh
updat’e. Privateer#3+Will§adterplish this byl aelement ing eri=Ak
setieduler . FAad AT upddfefrautine is assigredsaimticcatesrater—Tie
doject.#8€ inserged into fhef Afwsthictuler whieThchooSess an aporennl =
afe place in fhe schedlild foF 1% €0 Geoaltey

Network jTechn@#®ogy/

Originfén-Live;

PRTVATEFR 3/plens”on segefarg up its network nodedswith €S
mainfgoal bgirig ase”of use by the public. This modet” wisks

al low playerg’ #0-u5e a central Internet locatigm knewn as
ORTGEN, GN=FTNE to locate PRIVATEER J3«Scmvers£Aroughdtt
Fhesworld™and quickly jump into a«dome; muelthe-same=way
aS=Rattieslet afekQuakeworld epcrate—=0rTTii. Oh=d-ne-=mtmch
alsomalilow USsascentrdis,peSeures~1y which ucdates and
patdits ‘Canlvlee diSseninated™saTthc publies

Centkxal Database:

The ocke of fthe model wid]l Pewaslentiral dat abasSewsciverAhat
will cakain & list ofAll cugrent deflive servegss” el asplayer
establishes anefwérk game, \the masStersgérver will receive™g
notigeand addliithe gae servernvto it g’arrats, adtive ASC. T will
coptirbe toreheck tofsee if fhe \sewer has lost#Connectiony (vid
PING) andillirgo itstran theflistiif it should #Ose commection.
When @fplayelfwishes #0 findduth what gemes argpcurrently
acEiRe, thavlewath, ool have o cok act e Oriefin OnLihe, centtral
gerver 6 get ampléte ard up to date 1isfing.

The BRIVATEER 3#mastch.sehyer’ mdel shoudd allowjus tg
d fr

thevwpliblic gewige range”ef fun andspractical network options,
widtle makifigethe amfire processe#transpakedt and easy td use.




P3 Doc

25-32 v2.QRK

2008-08-10

Statement

Fram its origins @n 1994, tlhie Ioose Cénnop team has leen
daﬁca&xito‘ﬂfztﬁmﬂy<iﬂiv337ofeﬂl<ﬁiits project s that it has
undertaken. Deliveming Crusader: No‘Remorse in-1995, and
the sequel Crusader: No Regret in 1996, (including the No
Remorse version for the PSX.) Loose Cannon has remained
omeofthelﬁgheﬁzra&%oE{eUKn'&fnsEK.thﬂn.

Under the leadershijp of Rod_Nakamoto,'Loose Cannon hoées
o) % : N . e ’
‘ana within FA.
e Cannon “is fiercely
O ihe third




P3 Doc 25-32 v2.QRK

2008-08-10

07:39

Page 8

ORIGIN

W e create worlds™




