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Getting Started

Below is a quick guide and overview of the system requirements and the steps average user needs to take in order to start playing Quantum Legacy.

For more help and information (including screenshots, walkthrough and breakdown of the game’s units) see the “Guides and FAQ’s” section of the game’s website (which can be accessed via the “Help” button inside the game after you login). Also, for information on the game play and tactics, click the “Tutorial” button within the game.

System Requirements

In order to enjoy Quantum Legacy in its current beta state, you will require a PC system similar to the one described below:

Windows 98/ME/2000/XP (Home or Professional)

1.4 GHZ Pentium III or equivalent

256 MB of RAM

32 MB 3D video card (GForce2 equivalent or better)

DirectX 8.1 or better

250 MB HD space

56 K Modem Internet Connections

While the game is still very playable, for best performance, we recommend the following system specifications:

Windows 98/ME/2000/XP (Home or Professional)

2.8 GHZ Pentium 4 or better

512 MB of RAM

64 MB 3D video card (GForce3 or better)

DirectX 9.1

250 MB HD space

High-Speed Internet Connection

If you are running QL on a Mac, please make sure it has hardware that capable of supporting OpenGL and has the latest version OSX.

Currently, the web-based version of Quantum Legacy will require the Shockwave 8.5.1 plug-in to be installed. The game will automatically inform you if the version you have is out of date. However, the plug-in can also be installed manually via the follow link:

http://www.macromedia.com/shockwave/download/
All major browsers are supported. However, some features of the web site (not the game itself) require the Internet Explorer 5.0 and above browser in order to be viewed properly.

Starting the Game

First, open the browser link that was provided to you via the IGF entry form. For the rest of the users, the latest public beta is also available on the game’s website:

http://www.quantumlegacy.com
By default, you should the “Launch Game” section. If this is not the case, click the “Launch Game” button on the left hand side.

To start the game, select the resolution that is best for you. While 640x480 may not provide the best experience, it is suited for slower systems. For the rest of the users, 800x600 is considered to be the optimal resolution.

Once you click on the option of your choices, a new window will open. The initial loading will take anywhere from 20 to 35 minutes on dial-up, and 2-4 minutes on a high-speed connection.

When the loading bar is full, click the “Close” button to close the initial loading messages and open up the login screen.

If you have not created an account before, click the “New Account” button. Enter a username and password and press “Create”. Once the account is create (or if it already has been) enter your username and password, and click “connect”. A box in the top left will inform you of your login status. If an error is displayed during the connection to one of the chat servers, you may pick another server on the right hand side of your screen. Choose from Cronus, Prometheus and Nemesis chat servers.

For the IGF judges, the procedure above can be bypassed by pressing “Local Login” button, which would allow you to run the game offline or if the chat servers are inaccessible.

Once the initial game screen is loaded, you will have several options in the top of your screen. Each button will open a new drag-and-drop window, giving you access to different parts of Quantum Legacy.

If this is your first time running the game, we suggest you access the “Tutorial” section, which will provide you with all the basics you need to play the game.

Basic Keys, Commands and Options

While you are inside the world of Quantum Legacy, you will be able to perform actions and commands using both your keyboard and mouse.

In the tradition of all Real Time Strategy games, most commands are mouse driven. By moving the mouse to the edge of the screen you will be able to move the camera. You can also perform this movement via the W, A, S and D keys on your keyboard.

To rotate your camera, use the Q and E keys, to spin it, use Z and C keys. You can also zoom in and out of the world with the + and – keys and move the camera distance back and forth with < and > keys.

If at any point you need to reset the camera position to default, or if you wish to zoom in on your drop-ship, press the H key on your keyboard.

All of the units in the game are selected with the Left mouse button. To cancel any selected units or structures (in essence, to “reset” your mouse pointer) click the Right mouse button.

A white rectangle indicates that a unit can be selected. Left click to do so. Once that is complete, the pointer may turn into a complex green pointer indicating that the unit can be deployed. To do so, Left click again, or, press the X key on your keyboard.

A pointer with 4 green spinning arrows indicates that the unit can be ordered to move to this position. If the unit does not move after you give the order, the path may be blocked, or, the unit is currently deployed.

A pointer with 4 red spinning arrows lets you know that this unit or structure can be attacked. You can also force a unit to attack anything on the map (including friendly units) by holding down the CTRL key on your keyboard.

Buttons 1 through 0 (on the top row of your keyboard) are reserved for squad assignment. To create a squad, select any number of units and press CTRL + Number (for example CTRL + 1 will create “squad 1”). The squad can then be instantly selected later in the game just by pressing the number key corresponding to the squad (in this case, the number 1 key).

If at any point you wish to issue an “all stop” command to your selected units, simply press the Spacebar.

In addition, there are a number of options that can be changed by the user in the “Settings” section of the game. Below is a quick overview of each of these:

Sound Volume Settings

Effects Volume: this includes game sounds such as explosions, weapons and unit voice samples.

Voice Volume: voice samples spoken by the game’s main characters (such as Seth Blair). These will include important information on the gameplay, thus, this volume should be set higher than the rest.

Music Volume: volume of the in-game music.

Master Volume: maximum volume of all of the sound volume settings mentioned above.

Graphics Options

Texture Quality: the quality of the in-game textures. Can be set to Low, Medium or High. Some systems may experience an increase in performance when lowering this setting.

Model Quality: geometric level of detail (LOD) of all of the in-game models. Lowering this option may increase performance, but will lower the visual appeal of the game and may produce undesired effects.

Terrain Extras: if set to “ON” all extra terrain models such as rocks, tress and shrubs will be rendered within the game. Slower systems should set this option “OFF”. No undesired effects should be produced in either case.

Gameplay Options

Path Finding: path finding is an essential part of Quantum Legacy. Turning this option “OFF” may provide increase in performance/FPS, but will cause your units to collide with other objects a lot more often and/or get stuck in certain areas of the map. This option is provided for the beta version only.

Unit Formations: if set to “ON” (default), when a selected group of units is told to move, they will maintain their current formation. For example, if you arrange your units into a triangular shape, they will maintain that formation during all movement.

Game Overview

At first glance, Quantum Legacy may seem like just another 3D Real-Time Strategy game, however, it has a number of important features to make it stand out from the rest. First off, the game features a true cross-platform engine, which allows it to be played on most operating systems and inside any standard Internet browser. This allows almost anyone to run the game without being worried of it being compatible with their system.

It also allows the game to be played on the road (or for that matter from any computer in the world) without any installation procedures. Due to the internal infrastructure, the engine also makes sure that the user has the very latest version of the game (no more need to hunt the internet for the latest bug patch).

As an added twist to the genre, the game features never before seen “multiple time periods” style of game play. Players will control multiple worlds occupying the same space, but different time. This means that when a certain unit or structure is built, the player is able to instantly travel to the future and find it there, possibly improved or upgraded by the technological advances of time.

This time travel aspect adds a fourth dimension to the genre. Events in the past will affect events in the future. If a unit or structure is destroyed in the previous time period, it will never exist in the current. This will force the players to defend their past, or risk having their work erased from the timeline.

Using these rules of time travel, the player can also “upgrade” his technology by sending units from a later time periods into the earlier ones. In essence, it is a twist on the classic “age advance” upgrade system found in today’s RTS games.

Quantum Legacy also features a complex story of a planet Saltus, which finds itself split in time. The story is seen through eyes of the field commander (you) whose actions and decisions shape both the future and the past of this planet.

In addition to the single player story, Quantum Legacy also features “death-match” multiplayer modes. Each of these can be played either in single or multiple time periods, creating a never before seen Internet multiplayer experience.
Story of Quantum Legacy

Confrontation takes place at the turn of the 21st century, in the Saltus system, on the second planet from a nearby sun. Two moons orbit the planet. Saltus itself is rich in vegetation and resources.

Your journey begins as you (the player) and Colonel Seth Blair oversee the test of a brand new Transporter Gate on the surface of one of the planet’s sectors. During the transport, your forces are ambushed by a number of Globex Long Range Missiles. Further investigation will create more confrontations as well as reveal the uneasy alliance between the military forces on the planet.

As Globex Corporation begins to use weapons of mass destruction in order to prevent the new wave of planetary attacks, they are condemned for their actions, and are ordered to leave the planet by FTA (Free Trade Alliance), SDF (Saltus Defense Force) and the Earth government.

Globex, being the first force to colonize Saltus and accounting for over 50 percent of the planet’s military presence, refuses to give up their hold on Saltus. Given the “okay” from Earth and SDF, Free Trade Alliance begins to overtake Globex one sector a time.

Sabotage, as well as poor tactical decisions, will eventually leave Globex as the underdog in the conflict. With their great military power all but vanished, Col. Blair discovers troubling evidence of the FTA involvement in the demise of Globex. Further deaths, and the fall of one of the planet’s cities finally pushes him over the edge as both you and Blair join to defend the Globex Corporation during their final days.

Before the last battle at gates of Cronus, Globex reveals that the “flaws” in the transporter gate technology may allow them to travel not through space, but through the very fabric of time. As the FTA forces draw near, the experimental “Quantum Gate” is activated. With hopes of traveling back in time to bring the knowledge and the time travel technology to their forefathers, Col. Blair accompanies you through the Gate, only to end up 50 years in the future.

After obtaining information of what will happen if Globex falls before the treachery of FTA, final modifications are made to the Quantum Gate, allowing you to finally travel back in time. Arriving at the dawn of the FTA alliance on Saltus, all that you’ve learned is shared with the Globex Corporation only to find that the technology you have just left in the future was used by FTA (allowing them to also travel back in time).

Knowing the future, both FTA and Globex begin a new age of Quantum War. Past mistakes are rewritten, and future is changed time and time again as each side takes technology from the future into the past.

The rank between you and Blair breaks down as you fight side-by-side for what seems like an eternity. With each day, less and less hope is seen for the Saltus conflict. As the quantum weapons begin to tear the planet apart, Blair begins to discover the importance of his presence and influence he will have on this war.

With the inevitable doom foretold by the “prophets” of Saltus, you still press on to make things “right”. But to what end?
Basic Game Play

Quantum Legacy is based on the principles as well as game play elements found in most RTS games on the market today. However, because of the complexity of the game, a number of new concepts must be learned in order to enjoy it to its full potential.

Your first and “main” unit is the drop-ship. It is the first ship you will see when the game starts, and will also be the biggest. Before you can start building your forces, the ship will need to be deployed. To do this, click the drop-ship twice, or press the X key on your keyboard. Once the ship is deployed, a number of options will be made available to you on the right hand side of your screen.

The first unit you will need to build will be the Collector. Simply click its icon on the right to begin its production. Once the Collector is created, it will automatically search for the closest Resource Pod and will begin to gather resources. The resources will be converted to funds and will be displayed in the top left corner of your screen (in a box beside the dollar sign).

When you point at the buttons on the right (each representing a new unit or structure that can be built) your pointer will tell you the name and price of the unit. Some buttons will be grayed out when you do not have enough funds, your drop-ship is not deployed, or a unit in the same queue is already being built.

Normally, the next step is to build a Turbine. This structure will generate power for your base. Once it is built, you can place it somewhere on the map. If the structure turns red, either the area you are trying to build on is not leveled, or it is too far from your drop-ship. At any point you can right click your mouse to “sell” the building/structure.

The power generated by the turbines will be displayed in the second box in the top-left of your screen (beside the lightning bolt symbol). Most structures in your base will require a certain amount of power in order to function. When the power indicator is below zero, these structures will not work property (if at all) and it will take longer to build all of your units.

For more information on the basic game play techniques, see the “Tutorial” section of the game after you login.

Quantum Tactics

While regular RTS style tactics can still be used within the game, this section will overview what is known as “Quantum Tactics” that are specific for QL.

One of the first restrictions placed on your game play is the maximum number of units that can be built in one sector. This number is different for every sector and is governed by the Saltus authorities on the planet.

However, while you will not be allowed to create units beyond this limit, you can “bypass” it using the Quantum Gate. To do this, send units from one time period to the next.

For example, of the time period 1 has a limit of 20 units, and the time period 2 has a limit of 15 units, you can theoretically build 15 units in the second time period and send them to the first (using the Quantum Gate) giving you a total of 35 units to work with.

Please remember that in order to take full advantage of the time travel, you also have to remember the basics Quantum rules of Saltus.

Any unit that has a life span of over 50 years will occupy multiple time periods. It will also share what is called a “life bond” to its former self in the past. If the unit is damaged in the past, it will be damaged in the future. If it is destroyed in the past, it will be erased from all time lines.

If one of these units travels from the past to the future, its future self will be erased (since the time line has been altered and the unit did not “sit around” waiting for orders the last 50 years). If on the other hand the unit from the future goes back to the past, both units will be erased from all time periods. On Saltus, no unit or structure can meet itself in either of the time periods. If it does, a Quantum Erasure will occur, and all records of the unit will vanish.

Another strategy is to create reinforcements in the future time periods you occupy. For example, if your base is under attack in 2153, you can create defense turrets in 2103. Because the turrets have a life span of over 50 years, you will also be “creating” them in 2153. In essence, you will get two turrets for the same price in both time periods.

While there are many other strategies that cannot be described in this small overview, feel free to experiment with the time line in both the single player and multiplayer maps of Quantum Legacy to find ones that are best for you.

The Browser Revolution

There are two major features seen in Quantum Legacy that make it stand out from other games. The first is also the most obvious one: game’s browser compatibility. But what exactly is this “browser revolution” and why is it so important?

Traditionally, when you think of “browser game” you think of endless flood of Pong and Tetris clones that you might have been subjected to over the last few years. The sad truth however, is the technology behind your web browser has allowed desktop quality games to be created years ago (although it was never used by the big time game developers).

There are of course a few reasons why we haven’t seen Doom 3 inside an IE window. For one, traditional games may take up anywhere from 200 to 1400 megabytes in size, which would take days to download on a regular 56k modem. The other reason can be perhaps traced to a lack of development experience in the browser environment or failure to see the potential of this particular market.

Of course, all things have to change sooner or later. And today, maybe the best possible time to start the so called “browser revolution”.

A large number of households today already have a high-speed Internet connection, which plays a curtail part. For example, in its current state, Quantum Legacy would take up around 250 megabytes using the standard game development technology, however, with the latest compression techniques, the same quality (or at least one close to the original) can be delivered in under 15 megabyte download (this includes all the bells, whistles and full speech game play seen in QL today). To expand the idea further, even if a game may be larger than 15 megabytes (which is roughly a 4 minute download on a DSL connection) it may be broken down into smaller chunks, each representing the individual levels of the game. For the high-speed consumer, this would simply mean an extra 30-60 second wait time during the loading of each level (something that most users would not even notice).

But why is this so important? The answer may lay in broader distribution. Even today, companies such as Ubisoft (Prince of Persia) have created in-browser mini-game versions of the full-fledged titles in hopes to attracting more consumers to the final product. And as time goes on, this trend will likely to continue.

What Quantum Legacy does to push this innovative idea even further is not to provide a stripped down version that may resemble the actual product, but in fact give the player the ability to experience the actual game without the need for setups or excessive downloads.

When Four Thirty One Interactive approached some of the players who tried the public beta of the game, and asked them what they liked most about Quantum Legacy or what they found to be most intriguing or innovative, the majority of replies were: the fact that it runs inside the browser.

Nothing is more frustrating than download a 300 megabyte file, installing it, and finding it either does not run on your system, or requires another patch/update (or worse yet, a 20 page instruction manual) before the demo can be enjoyed. This act alone deters a lot of the players from trying today’s demo’s, which could in turn affect the sales of the final product.

On the other hand, by using the latest browser technology, Quantum Legacy will do these things automatically. There are never any installation, patching or updating procedures, the game will auto-update itself as needed. This is not comparable to the updating system in the desktop games found today (where a separate piece of software goes on the Internet to check for updates, and then asks the user if he wishes to download the patch). Instead, QL will update itself as it loads. In essence, there should be no difference in the loading procedure, and yet, a new version of the game will be presented to the user.

In addition, almost all software and hardware compatibility issues are also solved by the engine, allowing users to play the entire game on all major operating systems and browsers by literally clicking on one link on the website.

The innovation of the concept does not stop there. Since Quantum Legacy is not a “browser demo” but a full game compatible with the browser, the engine has a number of important features to take advantage of this. For one, all the game’s information will be stored on the server, right down to your saved games. This means you can load QL anywhere (home, work, school, friend’s house) and in essence, play the same game. For example, you can start a long single player campaign, save your progress, and continue playing where you left of at your work computer the next day.

From the marketing point of view, this also presents a great advantage. If a potential customer is enjoying the demo, he can be on his way to playing the full version in seconds. Simply provide the billing information online, add a specific key to your account, and continue playing the rest of the game. No wait, no hassles, and the same amount of information streaming (short loading between levels).

With all these new concepts, a traditional game model can still be created. If needed, Quantum Legacy can be compiled into a standalone version to be distributed in CD-Rom form. That version in turn will still be backward compatible with the browser game (ie: you may have a standalone version at home, but you can still save your progress and continue were u left off by loading the browser version at work).

While it is still hard to tell if this trend will catch on, allowing the consumers to look forward to the Half Life 3 demo running on a copy of Netscape, inside a Linux operating system, during their lunch break at work, players can still enjoy the rich graphics and sounds of today’s professional products inside their browser while playing Quantum Legacy.

Significance of Time Travel

You will often hear the description of Quantum Legacy mentioning the “forth dimension”. But what exactly is this new concept in Real Time Strategy gaming, and why is it so important for the genre?

Traditionally, the RTS games found today rely on the 3 dimensions to aid their strategy aspects. Units will have increased sight on higher ground and obstacles such as mountains might obstruct the view and movement of other units. These are all good examples of 3D game play. To say that a fourth dimension (time) is added to the formula has little impact on the average player. After all, how can you picture a fourth dimension in a 3D world? Perhaps the simplest way to understand this is to show the relation of the fourth dimension to the current strategy games.

Most RTS games of today (such as the Age of Empires series) use a system of “age upgrades”. The player is able to build at a certain level of technology and is required to “upgrade” to the next age by collecting resources, allowing them to create new and better units after the advance is complete.

This is a great concept (and has certainly been tested by time) but how does this “age upgrade” really happen? In today’s games, it is simply an unexplained action. With a push of a button, all of your structures and units turn into more advanced versions of themselves. It is as though you have traveled into the future, where the same unit, a tank for example, is still a “tank”, but with bigger/better weapons and armor.

And what if this really happened? What if in order to upgrade or advance to the next “age”, you actually needed to travel to the future? (Which is the most reasonable and realistic approach of seeing “instant upgrades” in your units) And what if the price of this “upgrade” would mean that all of your future work would be depended on your past actions. (After all, if you build a building in the past, than travel to the future and see the “upgraded” version, is it still “connected” to its former self in the past, since it is the same building) And what if this “upgrade” was not permanent, and you still had to travel between the “ages” to influence your future “upgrades” even more? The result is Quantum Legacy.

The description above should be easily understood by any seasoned gamer. Of course, at first glance it may seem like the fourth dimension did not affect the game play at all. Same strategy, but with a different approach? Not quite. In order to full understand the “time travel” elements of QL, you have to stop thinking in just three dimensions. Perhaps a good example is a best way to explain this.

Lets say you start off in the present. You have technological level of 1 available to all of your units and structures. You build enough resources, and create a Quantum Gate (a time machine). In order to “upgrade” further, you then use it to travel through time 50 years into the future. What do you see?

First, your base is still there. It looks a little different, since it may have been upgraded over the last few decades. Also, since the since and technological research improved as well, you now have the ability to build Level 2 units. This is as close to an “instant upgrade” as you can get (assuming you could travel through time in real life).

Let us also say that the enemy you are trying to defeat was not that smart (or perhaps did not have enough time to build his “time machine”). Since you have “advanced” first, you can now take your Level 2 units 50 years back in time (to the present) and attack him. But what if you could put all of your knowledge into a single vehicle or structure (all the knowledge of Level 2) and bring it back to the present as well? For one, you will now be able to build Level 2 units in the original Level 1 time period.

What you have to keep in mind however, is that Quantum Legacy is based on a theory of Linear Timeline. This means that actions in the present will affect events in the future. If you were to give the knowledge of future technologies to your forefathers, they will now have time (50 years in this case) to improve on them. Thus, by brining Level 2 to the present, you will instantly transform the future into Level 3. But where does it end? (For the purposes of balance and fun game play, QL will not allow the player to bring the technology back through time after a certain Level) Causality may be your friend in this case, but it can also be your greatest enemy.

The theory of Linear Timeline also applies to all of your units and structures. Build a Radar Tower in the past, and you will see the same upgraded tower in the future or even the far future. Destroy the tower in past, and it will be erased from all of the time periods. Thus, even though you may have access to Level 4 drop-ships in the future, if your enemy manages to wipe you out in the past, all of your structures and units will vanish into dust before your eyes in all of the time periods. Quantum Erasure (the act of permanently erasing a player from all time periods) is the ultimate defeat suffered by those who enter the world of QL.

There are still many other aspects behind the fourth dimension, which cannot be covered, in this short overview, however, the basic idea of what some described as the “breakthrough in RTS genre” is explained above. 

Please note that due to the complexity of this new concept, some of the features described here are not yet evident in the current Beta version of the game.

Single Player Level Breakdown

Unfortunately it is very hard to show the full potential of the game in its current Beta form. Only few levels have been made available, each from a different fragment of the overall story.

To help understand the levels and why they were chosen, you will be able to find a brief breakdown of each, including information on the background story, game play elements, as well as the significance of each level.

Gates of Forethought

Story:

The story takes place at the beginning of the Quantum War, where different factions of the conflict begin to use the time travel technology in an attempt to defeat one another.

You begin the level in a sector just outside of the city Prometheus. Early reports indicate that while the rest of your forces are busy in another part of the planet, an unknown force has been attacking the city gates.

Your job is to establish a base with a strong defensive perimeter, and uncover the mystery of where these attacks originate.

Game Play:

As the game starts, you will be provided with 5 tanks to serve as your initial defense force. The tanks should be moved to a strategic position just north of player’s deployment point. Further objectives are also provided, including a primary objective of building a Radar Tower.

After a few minutes, a small wave of enemy forces will be sent to attack the player. They will originate from a sub-sector north of the deployment point, on an island that is surrounded by a lake. The 5 tanks provided at the beginning of the level are sufficient enough to repel the first few attacks on the player.

Once the Radar Tower is built, the enemy will be identified, and the intensity of the attacks will increase. After some time, the player will be given a Temporal Incursion Clearance and access to build the Quantum Gate. Once the gate is built, the player is urged to travel to the future to get a closer look at the enemy.

After arriving in 2153, a new enemy base is discovered. Primary objective is then given to destroy that base. As the player begins to plan and execute his attack, new enemy units are sent to the past (2103) in an attempt to erase the player from the timeline. The player must then decide which forces he should take with him back in time in order to defend his forces. If he is not careful, his units will be destroyed in the past and erased from the future, causing a mission failure ending.

While there is a maximum unit limit in each of the time periods, it can be “bypassed” by sending units from one time to the next. For example, if you can only build 10 tanks in the past and 5 tanks in the future, you can send 10 tanks from the past to the future and attack the enemy with 15 tanks.

Once enough units are present in both time periods, the player is then able to destroy the future base, and erase any remaining enemies in the past to declare “victory”. Mission will suffer a failure if the player’s drop-ship is destroyed at any point, or he is wiped out from either of the time periods.

Significance:

This level is quite important since it shows the consequence of time travel within the Quantum Legacy universe. It is also the first time the player sees example of the Temporal Laws of the game outside of the tutorial environment.

First important element is the fact that the initial attackers are being sent from the future. Since the player does not have the ability to travel through time in the beginning of the level, he is forced to defend himself from an enemy that can appear anywhere and any time, with no visible base or a way of preventing their attacks. This again shows the value of time travel: if a player is able to leave his opponent without access to the time travel technology, the enemy will not be able to stop or defeat him in any way.

Once the player is able to travel through time, another concept is introduced. It seems that while the attacks do originate in the future, it is not the time period the player can access. Let us look into the idea behind this further.

The player starts off in 2103, he is then given access to 2153 (50 years into the future). This is the only time period being made available to him. However, the attacking units found in 2103 (the player’s “present”) are originating from 2203 (100 years into the future).

At first glance, this presents a problem since the enemy is occupying a time you are not able to access. However, the enemy does not originate from that time; that is, they still exist and occupy the same sector in 2153 (the period that you have access to). Because units are “linked” to their former selves in the earlier time periods (their past-self), destroying the enemy in 2153 will erase them from the timeline in 2203, furthermore, since the enemy will no longer exit there, they will not be able to launch their attacks in 2103.

In essence, by destroying the enemy in their native time (in this case, 2153) they will be erased from any and all other time periods. This is the concept that is strongly emphasized throughout the game. While you may not have direct access to see or influence the enemy base, there may still be a way to win the game by preventing someone from existing in the past.

Faded

Story:

The story once again takes place in the middle of the Quantum War.

The level starts off in 2153. The player finds out that someone is attacking their base in the past, thus, erasing them from the present. To make things even more difficult, the player’s Quantum Gate has been destroyed, thus, they are unable to travel back in time to defend themselves.

Multiple objectives are given: the player has to create means of traveling through time and defend his “past-self” at all costs. If he fails, all of his forces in both time periods will be destroyed.

Game Play:

Once the initial introduction to the story is given, the player is given a drop-ship and one collector unit. The primary objective is set as creating a Radar Tower.

A Few minutes after the deployment, a new enemy base will appear in the north-west sub-sector of the map. The player can then expect waves of attacking units being sent to his base every few minutes. These attacks will continue until the enemy gate is destroyed.

Once the Radar Tower is complete, the player is able to travel back in time; however, they must send their drop-ship in first, then follow it. If they simply transport themselves, the player will be trapped in the past with no ability to create new units or travel back to the future.

It is also important for the player to leave a few units behind in 2153; if they don’t, and the enemy gate is still active, they run a risk of being wiped out in that time period.

Once the player is in the past, he will need to establish a new base and create another Quantum Gate. Until he does, the forces in the future are left to fend for themselves. However, since the defense turrets have a life span of over 50 years, it is possible to “provide support” to the player’s units in the future by creating new turrets in the past.

As soon as the player has enough attacking units in 2103, he is urged to attack the enemy base. Once the enemy starts taking heavy losses, the player will be informed that a new enemy strike-force is being sent to the future (2153) in an attempt to destroy the player’s base. The primary mission is then changed to the destruction of this new strike-force.

When the player goes back to the future, they will see 3 Gamma Cruisers and a giant drop-ship (with an unknown configuration) coming towards their base. As an added advantage, the player is given the ability to create cruisers themselves. The enemy strike-force will posses high hit points and massive firepower. They will require a significant amount of resources in order to be destroyed.

During this new confrontation, the player is informed that the probable cause of the strike-force is the Quantum Beacon built by the enemy player. If the player decides to find and destroy this beacon, he will erase the enemy strike-force from all time periods, and will be free to finish off the rest of the opposing forces.

As in the previous levels, while there is a maximum unit limit in each of the time periods, it can be “bypassed” using the Quantum Gate. For example, if you can only build 10 tanks in the past and 5 tanks in the future, you can send 10 tanks from the past to the future and attack the enemy with 15 tanks.

Once all enemy units are destroyed in the past, they will be erased from the future and a “victory” will be declared. Mission will suffer a failure if the player’s drop-ship is destroyed at any point, or he is wiped out from either of the time periods.

Significance:

Unlike other QL scenarios, this one not only stars the player off with a base that is already built, but also puts him in what has now been considered “the future”. Instead of the previous game play approach of building forces in the past and sending them to the adjacent time period, the player must now do the complete opposite and defend his past.

This level once again enforces the idea of the “life bond” (the fact that every unit and structure on the planet is linked to its former self in the past). If the player does not react quickly enough, he will see his base vanish before his eyes.

In addition, a new concept of “cause and effect” is also introduced to the game. Closer to the end of the level the player is attacked by a wave of powerful enemies. While they can still be defeated with the standard “brute force”, there is also a small clue is given to the player which could suggest a different course of action.

It seems that the strike-force has responded to a Quantum Beacon built by the enemy player (it is the only reason they decided to enter the sector). The beacon itself was originally created in 2103, if it is destroyed there, it will never exist in the future, thus, the enemy player will never call for reinforcements in that time period.

Col. Blair (your sub-commander) does not realize this, and suggests that attacking the beacon is a “waste of time”. All this is done in an attempt to make the player take more aggressive attitude towards actions in the game (and not just do what others tell him to). If this happens, he will be rewarded with praise from his sub-commander, and an overall easier victory.

Troubleshooting

There are several reasons of why you might experience problems running the game. Below is a list of common questions and answers. If you encounter a problem that is not described here, try accessing our “Guides and FAQ’s” section of the website by pressing the “Help” button inside the game, or contact our staff.

I can't access/see the website.

Make sure you have a copy of Internet Explorer 5.0 or above. Some problems have been reported in Netscape and other browsers. If all fails, try to access the game via this link. (the link is same as trying to access the game using the Launch Game section on the left.

The browser crashes with "illegal operation" or other error.

This is an internal browser error which may indicate a problem with your version of Internet Explorer (or other browser). Try clearing your browser cache, restarting your computer, and updating your copy of Macromedia Shockwave.

I started the game, but I get a "out of memory" error.

Quantum Legacy requires 256 megabytes of ram and a video card with at least 32 megabytes of onboard memory. Please make sure you computer is of this configuration or better, restart your system, close all applications and windows other than your browser (in order to run the game). You can also try to clear your browser cache, and updating to the latest version of Macromedia Shockwave.

I'm in the game, but something happened to my camera and I can't see.

Press the "H" key on your keyboard to auto-locate your drop-ship and reset your camera position. Remember, you can move your camera with W,A,S,D keys, rotate it with Z and C keys, spin it with Q and E keys as well as zoom in and out with + and - keys. All other info can be found in the Guides and FAQs section on the left.

Something weird happened, and I can no longer see/play the game. 

Close your browser window, and try to load the game one more time. If this fails, restart your computer and attempt to clear your browser cache and update the Shockwave plug-in.

I can't create an account or login.

Because some people may experience this problem due to security settings in their browser, the IGF version of Quantum Legacy comes with "Local Login" button. Press it, and you will be able to start playing the game in single player mode (without access to multiplayer).

One of my units is “stuck” inside another, what do I do?

This particular situation requires an intelligent approach. Keep clicking as fast as possible on part of the terrain to tell your unit to move to that location in hopes that it will become “unstuck”. If this does not work, either click faster, or force one of the other units to kill the “problem” unit by holding down the CTRL key on your keyboard.

What does the “?” box at the top of my HUD mean?

This “box” is used for debugging purposes of the beta. It will contain your FPS and PING information. You will experience problems when the FPS is less than 4, or if the PN indicator is higher than 1000.

I’m playing a multiplayer map but weird things seem to happen. All of a sudden I can’t see some of my enemy units, or I’m experiencing out of sync anomalies. What do I do?

If you are a host, there is nothing that can be done aside from shutting down the server and asking all of you friends to join again. If however you did not host/create the server, simply exit the game (close the browser window) start it again, and rejoin the server. Quantum Legacy allows dynamic join/parting of all multiplayer games at any time. All of your units and structures will still be waiting for you when you get back and the game will be forced to “re-sync” fixing most of the problems mentioned above.

I created a unit, but I can’t find it. Where is it?

Sometimes temporal instabilities of the planet Saltus will force some of your units or structures to occupy space within the planet’s surface. These units/structures will remain “under ground” until they are selected and given a new heading (read: “beta bugs”).

Simply drag a box around a large portion of the terrain and point at a location. With some luck, the unit will be “un-stuck” and will appear on your screen.
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