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The Prince (of Astra)

Friends, countrymen, Romans, lend me your ears. This document’s purpose is not to reprimand (whether you deserve it or not is another question), but to offer insight. The leaking of the infamous “server files” has caused an eruption of countless family owned and ran GunZ servers, and it has allowed us, as GunZ enthusiasts, to test the capabilities and limits of our dear niche game. Improvements on the core game creep out into the world through message boards, ranging from edits to the game’s look to actually changing and adding functionality.
Why is it that so many different servers rise, boasting amazing features, and fall just as quickly? The answer to the first part of the question is this: we as individuals have different ideals for running a community. This is perfectly acceptable, and it translates into real world issues as well; no two nations have the same rules and standards. The second part of the question requires a deeper look into both GunZ in its various stages of life, and the mistakes that are common to most servers.

GunZ is the brainchild of a company called MAIET which is located in South Korea. It started out as a purely Korean game, but in the middle of 2005 an “international” version was given to the public to try. Since then, the only localized versions of GunZ created were Japanese, Indian, and Brazilian. A company named ijji took the burden of GunZ in late 2006, and, contrary to what MAIET implied, it was not localized [to North America] at all. The “advantages” a sponsored version of GunZ has are essentially these: premium game items that are more efficient, bought with real cash; lower pings due to other areas not being able to play (this will be discussed soon); and a better overall experience. Mind you, these are the ideals and not necessarily the realities.
The aforementioned ping difference is a subject all by itself. GunZ is a peer to peer game, and that basically means that a lot of things are determined by the interaction between your computer and your opponent’s computer. Your ping is a number that represents your distance from the server combined with other various factors such as your internet connection and computer’s capabilities. A ping (that’s normal) will range anywhere from 1 to a few hundred, and the higher the ping is, the more problems that will exist. In GunZ, if a ping gets high enough, it is actually necessary to attack the opponent in a place he or she is not at yet; typically you shoot where you predict they will be, at a distance judged by the ping, continuously. This has been dubbed “leading” by the community, and it can be quite difficult to master because more leading is needed for higher pings, and the exact amount to lead for given pings is never agreed upon.
With that being said, it’s time to find out why private servers always, put bluntly, suck. Until this point, this essay has been relatively objective. I have been playing GunZ versions of all kinds, starting with the international one, since Fall 2005. I have always paid attention to the “hacking” scenes for almost as long. I have actually been on the staff of a server that had amazing potential, and, as of this writing, I’m helping to prepare and run a new one that is very unique compared to others. I’ve been learning how GunZ works ever since I was taught how to break into its files. I’ve been around for most of the catastrophes that have plagued official and unofficial GunZ servers (pun possibly intended). I feel that, with this experience, I’m in a pretty good position to write an informative paper on what private server owners are doing wrong. Note: GunZ versions will now be named with appropriate abbreviations.
Primitive as it was, iGunZ was the most balanced version to date (in the international scene). HP and AP caps were perfect; AP had trouble going over 80 with efficient equipment setups, and HP usually stayed at 100 or so. Even with the ping problems that exist outside of tiny countries, it is a lot less of a strain to get kills when the players are not overloaded with stats. When ijji GunZ enabled players to buy premium items, a proverbial fat kid sat on the equally proverbial see-saw, and the balance was lost forever. There are a bunch of problems with premium items that I won’t go into detail about here. Just note that the HP and AP caps both seem to have been lifted; to this day the numbers are rising.

Private servers solved the first problem with premium items. The server owners that make money usually do so by donations, and not the purchase of premium items. Well, sort of. I’ll discuss that later. Because of this, there is no reason for the formerly costly items to cost anything more than the in-game currency; all of those clothes and weapons become available for no real cost. We’re not limited to the pre-existing items, though; new ones can be created with entirely custom stats, and this is where the balance continues to get even worse. 

Since experience rates can be changed easily to more desirable rates, people attain higher levels faster and easier. Because of this, server developers are pressured to make higher level items that don’t already exist, so the population will have an incentive for leveling. This is where mistakes are made. iGunZ items went as high as level 50, and there was not a huge difference between the lowest and highest. However, when they don’t stop until 99, stat bonuses and damage amounts tend to get more ridiculous as the level climbs. Developers seem to be under the impression that people will stop playing or something if they have no prizes left to reach for, but the official versions did a good job of proving that people don’t stop playing after level 50.
One nearly acceptable twist on stats I’ve seen was taking them away from clothes completely. The stats were instead placed in rings, which when equipped would give you about the same amount of HP and AP you would have at the particular ring’s level. The benefit of this is that you can wear whatever kind of clothes you want without being penalized by low stats, and this does justice to the “style” part of the introduction to GunZ. The drawback, though, is that the HP and AP were still sky high afterwards.
Running a (good) server is not cheap, so most server owners take donations from the players to help pay for the costs. The players do not donate because of good will, but because of the items they receive in return. Donation items give a boost (usually a big one) to the player, and they cause a lot of grief for anyone else who’s already struggling with stats. The donation items are almost always the best, and this is because of what I said before: people don’t donate to these things unless there’s something in it for them. Personally I, along with most others, have contempt for donors due to their making this game more difficult than it needs to be, and the increased hostility is never a good thing.

Speaking of hostility, GunZ is in a horrible state right now. It seems that shortly after ijji’s launch of their GunZ service, a whole bunch of like minded players invaded our sacred game with their horrible attitudes. The most common word thrown around is “ego,” and it has been turned into a verb and a different noun. This is largely out of the control of the server owner, but it’s worth keeping in mind before your community inevitably turns into a pile of shit. This isn’t to say that only the players have this disease.

That brings me to the second biggest point: the staff. More often than a not, a private server staff is a few times larger than it ever needs to be. Warning: Philosophy ahead. GunZ is a self-governed game. If you don’t believe or understand this, look at iGunZ and ijji GunZ for example. iGunZ had little to no administration, and ijji GunZ administrators are not seen in game besides being invisible during tournaments. Even with this lack of policing, the game does not ever crumble to pieces. Yes, there have been times of disaster where the game would indeed be in pieces if administrators had not eventually stepped in, but those will happen no matter what. My point is that you only need one person with a UGradeID of 255 in game. Two maybe. Yet, the staff list on any server is always a circus of different people with various “roles” such as administrator, developer, public relations, testers, and whatever. People don’t really need help playing GunZ, so why is there a truckload of orange names scattered throughout the channels? The only nifty commands that come with being an administrator are server kick and server announce. Thus, there is no need for them unless an announcement needs to be made or someone needs to be kicked from the server (pointless).
The GMs also are so full of themselves it hurts to see what they type. The server rules usually include something to the effect of “don’t insult GMs or instaban.” It’s an okay rule, but no more importance should be placed on any of the ten GMs who are not actually doing anything productive than the players they’re babysitting; everyone should be treated with respect. This rule gives them overconfidence, and a GM is likely to threaten a ban if you do something so little as disagree with them. My friend, and leader of the server I was a staff member on, RepublicOfAstra, once made it imperative to me that the staff members not join any user created clans. It didn’t mean much to me at the time, but now that I’ve seen the effects it’s clear to me why he wanted it that way. If a player has a GM in his or her clan, there’s a certain level of invincibility that comes with it; when someone can break the rules right in front of an authority figure who’s supposed to be enforcing them, it’s an uphill battle for the person not on their side.
I won’t go as far as saying that these exact things happen in every private server, but anyone reading this can probably relate to them easily. I don’t expect this to be a revolutionary text, and I probably wouldn’t have any more luck with it if I nailed it to each of your doors. I just want to put this out there because everyone loves a good “I told you so” moment. The end of draft #1.

Sincerely,


peaceofpi (Brandon)
