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I. BASIC INFORMATION

Game Title: 
Anarchy Online

Company: 
Developer and publisher Funcom Incorporated (Zurich, Switzerland) 

Type of Game: 

MMORPG - Massively Multiplayer Online Role-Playing Game.  

The term applies to role-playing games that can be played online, hosting thousands of players simultaneously. Anarchy Online builds upon the success of other MMORPGs such as EverQuest, Ultima Online and Asheron's Call. The game has the capability to host up to 10,000 players simultaneously in one world.

Price: 


$29.99 purchase price + 12.95/month

You can download the game from the Funcom servers free of charge.  To activate your account you need to order your personal game key at http://register.funcom.com.  Once the account is activated, you can test the game for seven days. If you decide to purchase it, $29.99 will automatically be charged to your credit card seven days after your registration. The monthly subscription fee is $12.95  If you choose to order the game for 3 or 6 months, the monthly fee will be reduced.

Minimum Stated Hardware:

· Windows 95/98/ME/2000

· Pentium II 300

· 64 MB RAM

· 2x CD ROM drive

· Direct3D compatible video card

· DirectX compatible sound device

· 700MB free hard drive space

· Internet connection using a 28.8 K modem
Recommended Hardware:

· Pentium III 450

· 128MB RAM

· Direct3D compatible video card with 32MB RAM

· 8x CD-ROM drive

· 1GB free hard drive space

· Internet connection using a 56K modem
Actual Hardware Used:

· Pentium II

· 64MB RAM

· Direct3D compatible video card with 32MB RAM

· 8x CD-ROM drive

· 2+ GB free hard drive space

· Internet connection using a 56K modem
II. GAME SUMMARY

Quick Overview:

Anarchy Online is a science fiction-based multiplayer online role-playing game. The game has an ongoing story that creators say will last approximately 4 years.  The The setting is 30,000 years into the future, and it replays the history of man.  A civil war is brewing between the rebels and the Omni-Tek corporation on the desert planet of Rubi-Ka. The rebels will no longer mine Notum, the source of all of the nano technology. At the beginning of your game, you have to choose which side of the conflict to follow. You  take on the persona of one of three rival factions -- Clan, Omni-Tek, and Neutral. There are several types of quests or missions in the game, pre-defined, auto-generated, and player-generated.  On their missions players encounter other people, birds, animals, monsters, and travel through oceans, forests, deserts, big cities and countryside. The environment is forever changing and shifts from night to day, sunshine to rain and blistering sun, to lethal sandstorms or blizzards. The main focus of the game is character development.

Story Line:

By the year 29.475 A.D. humanity has colonized many of the worlds in the Milky Way, both to accommodate the growing need for natural resources and the expanding number of people. Rubi-Ka is a small planet on the far end of the Galaxy. A red and barren desert world, plagued by sandstorms and heavy winds, only made habitable by the terraforming process of the intergalactic hyper-corporation Omni-Tek.  What makes this planet special is the presence of the substance Notum, used for powering the nanotechnology - the reason why Omni-Tek has colonized the planet.  

Player’s Role:

You are an inhabitant of Rubi-Ka, and you must choose: side with the corporate rulers, or ally yourself with the revolting Clans to try and overthrow the totalitarian regime, or simply  be a neutral spectator.  After successfully logging into Anarchy Online for the first time you need to create a new character. You will automatically enter a room where you can visually customize the character you want to play. You can choose your breed, appearance, body-fat ratio and height, profession, nick-name, random full name and, which side of the conflict you want to be on.  
Installation:
You can download the .zip file from the official AO web site (http://www.anarchy-online.com) or acquire the CD ROM elsewhere.  I strongly recommend the latter since the .zip file is of enormous size and it took me 6 hours to download it over a 44K connection.  Once you have the .exe in your possession, the installation is simple and straightforward.  Simply insert the CD ROM in the drive and the installation will start automatically if you have Autoplay enabled (otherwise double click on the setup.exe). If you downloaded a .zip file, double click on the setup.exe after unzipping the files. Step through the installation by clicking the Next button.  Accepting all the default options should work for most users.  

Once the game is installed, you need to register in the on-line community and create a new account.  You can register by starting Anarchy Online (click the Anarchy Online shortcut under your Start Menu) and clicking the Account button in the startup dialogue, or by connecting to the Internet at https://register.funcom.com.  You will be asked to fill out a personal profile, supply your credit card information, choose a billing plan (monthly, quarterly, or twice-annually), and choose a user name and password.  

User Interface:

The screen is divided into 3 windows:  the Action view, the Chat view, and the Control view.  Additionally at the bottom of the screen there is an Action bar and a Status bar. 

Action View:  
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The action view is the main screen and your window  into Rubi-Ka.  This is where the 3-D world is displayed and where your character moves around interacting with other people, fighting monsters, and exploring new sites.  

Chat View: The Chat View, located towards the bottom of your screen, is where all text-messages will appear, including feedback from the game, messages from other players, and combat information: This view can be minimized by left-clicking the downward-pointing arrow next to the button labelled "Inv", on the Status Bar in the very bottom of the game screen.

Control View: 

[image: image1.jpg]



The Control View contains a map, all your nano-programs, your inventory, character stats, mission view, and more. The various menus in the Control View can be minimized, leaving only the icons at the top right of your screen. It is possible to make the action view smaller, leaving a space dedicated to the Control view on the right, by left-clicking the arrow next to the "Cred" section, on the Status Bar.

Status Bar:

The Status Bar will always remain visible at the bottom of the screen, and contains some of the most important functions in the game. From left to right, these are: Chat and command input (press the Enter key to activate input); a compass, displaying your current bearing; the MAP button(corresponding to the 'P' on the keyboard) which, when clicked, displays the world map with your current position flagged.

Action Bar:

[image: image2.jpg]LT





The action bar is a shortcut bar in which to easily access actions from the keyboard. 
Game Play:
Overall the game is focused on the character development and is very open-ended.   There are 6 basic abilities on which you base your skills: 

· strength (the main ability in determining, how big a load you are able to carry and how hard you hit in melee and martial arts attacks)
· agility (main attribute determining your speed, proficiency with ranged weapons)
· stamina (your health and hitpoints)
· intelligence (main attribute for enabling advances in Nano Program Controlling)
· sense

· psychic (your mental strength)
· body development (your health and hit point factor. It is determined to a large part by your breed, profession and level, but if your stamina is too low, your body development will cease. Depends 100% on stamina)
· nano-pool (your amount of nano energy; It defines how many nano programs you can run before you have to rest. As your body development, it is influenced by your character's level, profession and breed)  

The basic professions are: adventurer, agent, doctor, enforcer, engineer, fixer, martial artist, meta physicist, nano technician, soldier, trader, and bureaucrat.

You're not locked into a certain role with your character.  There are over 60 skills and attributes where you can distribute your skill points, so you have a lot of choice in shaping your character to your gameplay style.  There are literally thousands of items in the game, giving you even more choices as to what armor you wear, your weapon of choice, or what color chair you want in your apartment. 

Scoring:

Basically, you gain experience through your actions, after a certain number of experience points you gain a level, you gain points to distribute among your skills and attributes at each level, and that's how you develop your character. There is no ultimate goal in the game.  The most important part is the social aspect. All the gamers you meet are people from around the globe that you can interact with - through text, chat, and even graphically illustrated body animations.  The Anarchy Online’s scoring strategy is different from most other MMORPGs in which you almost get penalized for grouping because you have to split your experience points between your party. In AO you'll get a much larger percentage of experience points than just an equal split, making it rewarding to assemble in a party.

Artwork:

It is one of the most beautiful games I have ever seen. The diverse 3D landscapes range from a modern technological city apartments to the underground, root-infested wormholes. The environments are, for the most part, incredibly detailed, and the texture-work is superb. The designers did a great job of capturing the look of a futuristic landscape. Cities are composed of a confusing maze of buildings, bridges, and shops -- and each has a style uniquely fitting for each of the factions. The outdoor areas are just as impressive -- forests are full of trees, waterfalls are fully animated a real-time weather and time system will cast different lights over the endless land. The fauna isn't simple and static. Instead, trees will sway; strands of large grass will move in the wind, and simple effects like the rising of the moon or the slow-moving incoming storm are amazing.  Animation is smooth as well, and the characters can perform dozens of fully animated motions. The lighting effects, character design, weapons and items make astonishing visuals.

Sound and Music:

The sound really does not break any new ground, it is right where you expect it to be. Walking on swampy grasslands will produce the appropriate tone. Being attacked by a diseased roller rat will initialize with an ear-piercing shriek, and so forth. 

Special Features:

You can play the game in the mixture of first and third-person views. You can zoom in and out, and rotate or reset the camera for better views. You can use your mouse exclusively, or use a mix of arrow keys and the mouse. There are hotkeys for selecting enemies, teammates and spells. You can assign hotkeys for specific things, and items placed in your toolbar can be launched by using the number keys. 
Manual:

The searchable manual is available online at http://community.anarchyonline.com/manual.  The manual includes the information on character creation, skills, basic professions, gamers’ dictionary, social guidelines within AO, and rules of conduct.   It also provides condensed listings of vital keyboard and chat commands, and links to many AO fan sites.  The technical section of the manual includes answers to some FAQs and suggestions on how to handle potential hardware troubles.  It does not include much detailed information as to how a particular item functions within the game.  This is left up to the player to explore.

Bugs:

I really did not notice any except may be for a few crashes that kicked me out of the game, but my expertise in the game playing has a lot room for growth.  Some reviews point out Anarchy Online suffers the most from what hampers every online game -- lag and latency. 

III. GAME REVIEW

What is good (fun) about the game, why? 

Artwork, flexibility of the character, game environment, and plethora of social interaction. 

What is bad (not fun) about the game, why? 

It is really demanding for resources and hardware.  56K connection is probably an understated requirement as well 64 MB RAM.  Being kicked off line at a very vital moment and having your computer plunge into a coma and demanding an urgent reboot followed by a Scan Disk is certainly not fun. 

How does it compare to similar games in the same genre? Why is it better or worse than similar games? 

In my opinion this game is the best among its rivals.

· Anarchy Online" has more focus on the casual gamer. If you don't have much time, you can still play. The content of the game is very dynamic. For instance, in "EverQuest" you can spend a lot of time looking for people to group with and camp for hours waiting for your turn to attack a who will pop up every two hours or so and when he does appear, he becomes a target of many other players. Anarchy generates unique characters to interact with for every player.  

· You have great flexibility in shaping and changing your character. 

· The graphics of the game is by far superior to the rest of the games that I have seen in the same genre. 

· If you die in "EverQuest," it can take you hours to recover, and you can't log off until you do, or you lose all your items.  The Anarchy is more forgiving, it saves the state of the character at the time of its death. 

· You can chat with your buddies inside the game and outside.  There are a lot of social animations. 

What is the appropriate audience for this game? 

The focus of the game is on the social interaction and the audience ranges from teens to adults. 

Are there any design mistakes present? 

Could not find any. 

IV. SUMMARY

Overall Strengths and Weaknesses:

Strengths:

· Unique Idea – this is the first game in its genre to take place in a futuristic setting.

· Dynamism – lots of interaction, almost no waiting time.

· GUI, Graphics, and sound

· Social Interaction

Weaknesses:

· Modem dependency

· Demanding Hardware requirements

Is the game worth purchasing?

Definitely yes.

How could it be improved?
 I think the initial idea is great.  It really does not need any improvement, all it really needs is development – adding more scenes, characters and environments.    Fixing the crash problems will be a good idea  even though I still do not know whether should I totally blame the game for freezing up my computer on occasion.

