F.A.Q. Part 2

Q: How far along is this project? Is it active and if so, what's going on?

A: This project has been moving along nicely for over one whole year and there are plenty of things that have been accomplished. For starters, thousands of ideas have been discussed and are being organized. Many things have already been decided, and now there's been significant progress in programming and graphics.

Q: When will this game be finished?

A: There is no planned release for this game as of yet. There's no way of knowing when everything is going to come together. It all depends on how much time and effort is put into the project by each participating member. A wild guess would be somewhere around 2 years from now.

Q: Is there a demo that I can download?

A: While a demo is well on the way, there is none as of yet. Expect a demo sometime in the next few months. Until then please don't nag about getting a demo because we can't put out a demo if it's not ready yet. It's best to ether sit tight or to help out in some way.

Q: Alright now I have some questions about the game itself. I was wondering about some stuff in tactical combat. Is the action in real time, turn based or both? Can you fight underwater like in TFTD?

A: In this game you can only fight on land. Just like the first game in the X-Com series, tactical combat will be turn based only using a very similar time unit system. The shooting modes and some actions may be different from X-Com however.

Q: Hey yeah what about actions? What can soldiers do in this game? I've always wanted one of my soldiers to beat the crap out of an alien that was standing 2 feet away. What about that?

A: Soldiers in EDF will definatly have a larger variety of actions to perform. Yes your soldiers will be able to physically attack aliens in close range with rifles or their bodies. Of course certain types of aliens could do the same thing to your soldiers, so watch out for that. Your agents will be able to walk, jump, kneel, lay down and perform evasive moves like ducking or diving during the aliens' turn if you leave enough time units. There will even be special skills that some soldiers can perform like for example climbing and breaking open locked doors. There's also many little things that your soldiers can do with things like turn on/off TVs for example, operating UFO controls or even turning on/off light switches. 

Q: Will you be able to use unresearched weapons?

A: Yes, at least to a certain degree. Perhaps it will take more time units to use or maybe there's a higher chance for an accident. There will still be a big advantage toward researching the weapons.

Q: Speaking of research, how do that work in this game?

A: It's an extremely complex and realistic research structure that's difficult to even understand. There will be endless research projects including secret research and research to upgrade existing items. There will be a huge variety of items to research and use in this game.

Q: Hmmm, ok. What about intercepting UFOs on the geoscape, what's that all like?

A: The basic concept will be the same as it was in X-Com where you send your interceptors to crash land the UFOs. One thing that's different is that the UFOs often travel in packs, meaning that you'll need to send a group of interceptors instead of just one. This will lead to more interesting firefights and will introduce many strategic possibilities. The airfights thenselves will not be in 3D but will be a 2D map of the crafts' positions. Unlike in X-Com the UFOs can attack your craft jsut like how you can attack theirs. With this in mind it may be a good idea to bring some fighter craft with your transport craft unless you want to lose your whole crew in the air.

Q: Will there be different kinds of bases or what? Can you build bases underwater like in TFTD? You can build bases all over the world right? How many bases can you have and how big?

Right now there's no special types of bases. You just build whatever facilities that you need. There's no limit on how many bases you have and there's no limit on how large your bases are. However the larger your bases are the more vulnerable they are and the easier they are to detect. For big bases you'll need many costly defense systems. You won't be able to build bases on or in water, although you can build bases anywhere on land on the whole globe and even on other planets. You can build facilities above ground in this game. It's cheaper but it can give your base location away and is an easy target for destruction.

Q: Wow this game sounds pretty good! What can I do to help out?

A: The question is, what CAN you do? If you can do graphics, do graphics. If you can program with C++ then ask Koralt if you can help. If you don't know how to do anything advanced with computers then there's still plenty of stuff to do. You can help summarize the forums, come up with screen layout ideas with windows paintbrush, throw out your ideas about the game and more. Just look around and you should find something to do.

