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BRAINDAMAGE INTERVIEWED BY SPRINGPAPER ABOUT THE
SPRINGLOBBY

The Springpaper contact lobby developers and let them do the talking about their
project.
DAAN
ZWOLLE

SpringLobby users= Roughly 30% of the spring player base
time developed= About 2 years.

1 How did you get familiar with the Spring Project?
-~ Wasting time, like everybody here.

2 How did you came to the knowledge of this project?
I was searching on SourceForge for a RTS game that could
work in both in Linux & windows.

3 How did you become a Lobby developer?

When I decided to move to Linux as my main OS, SpringLobby was the only lobby that
worked and was actively maintained, since | was annoyed by the lack of certain features, |
joined the team to help developing them.

faseless

4 What amount of time are you spending on this lobby improvements?
) roughly 1-2 hours / day.

5 What can you say about your general tasks in the Spring Project?
[ keep in touch with the main Spring developers to share ideas and information’s.

6 What lobby was being used back then?
TASClient was the only choice back then, for Linux there has been a sort of "lobby war

where 5 lobby projects started within 2 weeks of distance between the other, but

them had serious problems and eventually died when their developers
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Als, and some of the
old Als will take up
development again.

"

MaEping by Bg__{l_gi:ih

' S &R = (nane) -
I played a lot of OTA before coming to spring, installed a
lot of unit patches, fooled around with the mutator. Since
TA was released, it has always been my all time favorite
game.I saw Spring mentioned quite a lot in the later years
when I was checking out OTA unit packs, but never bothered
to check it out until I got fed up with OTA crashing a lot
in multiplayer LAN games, because the online OTA lobbies
were all down. I tried Spring and never looked back.

IC
It

There quite a few good maps out there, but if I would have
to think of just one example, I would say Tabula v2 is the
greatest Spring map today. It has a great large central
plain, good resource distribution and just so many very
viable options from air drop to kbot push to amphibious rush
to vehicle spam. In my opinion a good and varied

heightmap, providing a multitude of options is the most
important thing. Good maps have just enough resources to
start with, and at least that much per player to fight for
as there are starting mexes. I like it when most of the maps
metal is contested and not in just the starting areas.

Balanced An. - _ -

O o bby?

BN constant contributors (some retired), it's members include (not

st Catt
BRRAI - /s developed in a programming language that is less obsolete

Page 3

Part Zl

7 Can you tell us who is developing with you tnis new

O [N

SpringLobby is being developed by a team with more or less

in particular order):
myself, _koshi_, tc_, insaneinside, dizekat, tobi, semi, tronic.

8 Why would we or wouldn’t we want to choice for the
SpringLobby instead of TASClient?

PRO:- active open development team, anyone can send a
patch or join it and he'll be sure he won't be put apart.
- Cross platform support, can run on more OS than spring can.

and more widely known than Delphi (TASClient).
- Translation and Multilanguage support.
- More open development cycle.

CONS:
- the windows version lacks testing and polishing.
- [t’s still a little behind in certain features that users would
like.
- [t'snot a 100% copy TASClient, this seems a huge cons for
certain users.
- it's not as informative to the user when doing operations (
fetching map info’s, etc ) so the lobby may appear frozen even if
it's doing routine tasks.

9 What are you planning in the further to change in
SpringLobby?
. Improvement in the user interface, make it be more
informative and more flexible, the idea is to make the UL
Customizable for the user without the need of:
coding Ladder, tourney support,
Single player campaigns & mission support,
replay & save game support in multiplayer.

10 Do you keep time to play once and a while?
Sure, but I mostly play in the late night and not constantly
depending on my free time

11 what mod and faction you play the most?
Mainly: BA, ARM
more seldom: XTA, ARM

Spring'44, UK
used to play EE URC when it was more p

\ i
http://www.Springinfo.info \ _ R 2\ %
\ : \ \ b .'.\‘ V\ v
\
14 March Kernel Panic 3.2 is out! 12 March Spring applied fo;' GSoG; 2009 | h
12 March Eye Of Horus v2 9 March’ 'P.U.R. E,.:RC4 Blel;ea\s\e ' R A

7 March New lobby server
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rerramtyp’g{greleased maps: . m ;

peeds T"Amazon River Delta, Kappa Basin, Contested C Canyon, Scorp:Lo Battleground Downs of e
SDestruction, Mearth Dworld Mosh Pit, Brazillian Battlefield Remake.| 5 e
Y, “\

When you decided to make maps?" | ?
G decided to make my first map becausm i agpnded like a fun thing to do, and~T had an 1dea for a helghtmap that
hasn t been done yet. — ;

How long did it take you to complete your first map? . > - /-:-
Its called Amazon River Delta. The first edition took me about,2,weeks td’maﬁ 51nce'}/had a very varied hei htmap
and it had plenty of passability issues. It took me a while to"f‘ﬁuﬂi?But‘ﬁﬁi’to uig/pﬁotoshop for maklng
heightmaps, and to develop techniques that w“¥@ fast and provided good results. ="
What is one of your best maps? = : Pl

My favourite of my own maps s (also the first of my m 3 that I actually enjoyed playing) Mearth. 1 madé@Mearth
because I always loved 16 player Neurope FFA games, anﬁ_:te éXe dudes set up an FFA autohost so Ngﬁf@ﬁ”ﬁf%A was
gaining popularity as well. Unfortunately that map wasni but jpr”?’teamﬂgaéy, so it was

i m; or gIarlng balance issues. Even

Vo

though Mearth is not totally balanced, I hope iféﬁﬁoﬁﬁ
When did you help SWIW and making maps for them?f = ;\ S

_ThefPaske about adéz‘r%and unfortunately ‘not be ¢ contri and only got 1 map done,
a’d thege others in wvazrdous' states of compl@tlo s 4 2

Who worked with you on the Xelric Draw map for

It W correctly Gn %*th
the sKybox

How long does it take you in general to make a map

"If I have :

are/no features to gla;;é

up Weeks of time. SprlngMapEo
7
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@lar order of
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red Diwvide,

ating around, most Ofﬂﬁé o 5%
ﬁierd LUA codé‘or od&“N
= e
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'It is not yet stable, but once it is, and i
will have documented it better (more
diagrams ;-) ), I shall advertise it more.”

interviewe : hoijui, Spring engine Al Interface develo
What is your profession?

Can you tell us how you came across playing spring?

Why did you start working on the Al Interface?
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NOOBGUIDE FOR THE SPRINGLOB. .

I tested the SpringLobby. Here are some fast fact and some opinions
about the lobby.
DAAN

@ SpringlobbyR Ak ZWOLLE

File Tonls

Quick install(windows xp)
Install in /spring and run it. When it asks to take over TASClient settings:
yes. Istill needed to do some spring setting adjustments. You can drag

#main, so you can view two channels at same time and most other things
speak for itself.

Experience

1 got kicked out the first battle, because I couldn’t find the ready box. My
screen is a 10 inch so I need a lot of scrollbars. But they are all in there. In
the battle screen I got surprised by a really ordered and nice layout. On my
system it doesn’t lag more than TASClient and I found the layout much more
appealing. I had some trouble at first figuring out what game to participate.
The numbers representing participating games aren’t much enlightening.

€0
S OLD and NEW
- “The gameplay is totally
different, the mod SWS was a

ice up the tech ladder, the
ry resources came from
N gspam and whoever built
\ bomlS'érs first won. ﬁt dsnt

= L 1lly about :|.nfantry and
*

t play: ~how you’d A:h:l.nk

“Vi“ would:/ IW*is“all about

Pro and cons
The battle screen could use a bigger button for the ready state. And the
participating player’s indicator in Multiplayer view could be also
represented by some kind of color to have a faster overview. The lobby
somehow feels very complete and the shared channel view is definitely an
advantages. I personally think it has a lot to offer and I will stay with it for
now.

-

Some helpful notes:
1) http://springlobby.info, or the regular spring installer by selecting the
option.

2) The user will be guided during first time startup trough a wizard to

Interviewed: hoijui, Spring engine Al Inter{ configure the lobby.
3) Read up about the moveable tabs that allow you to change the interface,

PartZl and read the tooltips to get info’s about not-so-obvious features

rongFar.ﬁ_u_ﬁ_ this to make more sophisticated AT more plaumle

etting people contribute easier by all you accomplished?
yes exactly
My goal was and is, to open Spring to a wider, range of Al developers. You know,
developers are often tied to a language, and if they can not use, eg Java for a Spring
Al'they will not code a Spring Al at ail.
I think it is quite unique, in.that it alows adding more languages as plug-ins.

What else made you decide to work this out?

AF.was actually the one that had theé‘idea for the C Al Interface. AFs idea was, to have
the Al Interface in pureC, not C++ anymore. The reason was, so he could go on using
Visual Studio to develop.and test his Al, while the Spring engine is compiled with
MinGW. The advantage of a pure C interface is, that it is more compatible: Easier to
wrap with other languages, and also more compatible between different compilers

Its _kgeing balanced [high
How long have you worked on this? and with whom? end 1lvlg, much 1ikel'BA !/

On the C Interface, now over a year already. While zenzike did some part of the initic The AI is CRAIG \(also for
coding, I would say I did well over 90% of the total, but of course the other Spring s44) developged by Tobi ’
engine devs gave input and ideas, and explained basic C development things to me, configured for swiw by'me.
like how to debug. They still have to do that sometimes. All the mayor design 1tS pretty gqéd but it
decisions were made in the community, about like this: I explained the problem and reldies. on "NERO RS S5
gave some possible solutions. Then we had a discussion, they added other solutions, atm. “since B€sEhEhdisno o}
and in the end, I did what elaborated as beeing best. People that helped out: e T kilt 'sloppy

Auswaschbar, AF, Tobi, Agon, baczek, zenzike, bibim, BrainDamage and various SE
others. [RoX]1vOry klng

.Page 8
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h on lﬁ‘my friend group
r od v‘\nth advanced actics.

v
L .A‘l-

y

N .
ou can Choose with what Commanders you Like to play. You can upgrade”
ch lev !ﬁaﬁ‘?ﬁu"an Choose Air Commanders; or Heavy Commanders.
ctic in this ga mode for yourself. You need to kill.enemy units to reach the next
Ucan attack with all-terrain spider transports they are slow but got some hit

s fun! :) Or use a long range emp sniper to take out enemy defends.

sh the ener ny or expand, or
to-

L
[K]Shift [LLTA] is Exiceted! (played sprlnq for 4 years)

Kill count: 1S ¥ W LJ’ A
i cant wait for tech wars to be public‘:ft Tech fighting*will be a good team game. Air, heavy;ﬁ
| and normal coms L

;Sye only played kill to tech on a 1lvl base&{ and the fact you dont want to give the enemy h
e epairing units vital. Your labs stafE off without the abillity to build cons. Your s
owexparld and defend carefully. Ofcourse_things are slightly different because of the amount -
dings added. The fact, you dan have either no«mal coms, heavy coms and air coms,-dp’
ent gameplay also. Heavy coms ‘act like tech« ,units, which need to be balanced a
com is an anti rush proof commander. seefl &s most tech 1 units have poor anti air
3 people who prefer to not lose their com very easy in a big explosion..”



http://www.youtube.com/watch?v=5BGnA9ax2LY&feature=channel_page
http://www.youtube.com/watch?v=5BGnA9ax2LY&feature=channel_page
http://www.youtube.com/watch?v=Ws3BxPDz7zY
http://www.youtube.com/watch?v=Ws3BxPDz7zY
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“By Tired made and maintained by
me and Winglier ATM, But there are

also several others who are
helping out.”

“In terms of player numbers I
like 1vl's the most, but team
sizes can be practically of
any number. It all depends on
the map played.

In the future we are planning
to allow Air units to be as
maneuverable as ground units.
Players who know how to use
them, will overpower players
that don't know how.
Especially when it comes to
air battles between 2 groups
of rival fighters, it comes
to air battles between 2
groups of rival fighters.”

“Supreme Annihilation was made Long ago, the galaxy had known peace.
to finally create a mod of OTA
that was balanced and allowed
all of the units and structures
to be used on normal maps.
Supreme Annihilation was
balanced using a mathematical
formula and than play tested and
tweaked.

It focuses on deep game play and
allows players to use all units
without being afraid they might
lose because the units they are
using are overpriced or too weak Paradise was ruled with the hand of science,
to do their job efficiently.” and the hand was that of the

galactic governing body known asthe Core.

unit and structure balance.

New visuals are in the works

as well.SA still hasn't

achieved in terms of

gameplay to allow players to

better control their air

units.

Air units in all OTA mods on

the spring engine are very
\
|

“SA's strongest point is the
\

hard to control.

In SA big steps were made
towards giving the player
better control over air
units particularly with
bombers.

Fighters were also made more
agile but The spring engine
itself does not allow a mod
to create fighters that are
easy to control.”


http://replays.adune.nl/?897

Interviewed: hoijui, Spring engine Al Interface developer.

Part 4.

The complexity of spring, and the complexity of Al development. Every unit in spring has
hundreds of settings, and they are not always set as you expect them: isTransportable,
isHover, canAttack, numberOfWeapons, canFly, isEnflamable, maxSpeed, canMove, ...
more then 300 per unit, and they always add more and more.

faseless

New model
So what will be the answer?

N\
Than we started to discuss how much we are different in understanding Al and chess. Of | | \‘
course chess i e diverse ¥ at was i trving to explai ink i A a®

isr

WhICh is a table top strgj@gy—game_u&ng_gundam ac C

V;gundam,fix, and: gun'aﬁm‘teﬁtury suc
¥ ve, som f\ kgroﬁnd._So I starte
; ort

i) ot
d@;,;nd / at a steady rate. g\ | e
rachinistand they cut ifto your b ed Y

ie6in A d are sed by | ad L . EI
ﬂ%ﬁ the t i 0 pra hi‘t,~ .

o

an hve : dings to prod
echholoqgy’ ‘“r rch system will be.expanded in the futla but ™

@)

th one large crushing fcﬁe

nd at : go for hero’s and focus on
TMorasK Vhile mechs arg 'PIITe hatelerfield sometimes the only thing
to stop them Wi Other times that ?'3*“"‘ EWt was all you ever needed. :
The Feglerahqn foEces are blg about heavy armor and artillery guns. As Kdr once said, you star
bulldozer an'd’ thieh Iopitto b‘é’af-brg‘ger'btﬂldozer . They are : ﬁig . forward, have good abiliti
far as mj:elhg ;‘ pig on crushing the.enemy.
The Zeon foFce g i

easily get ifito a ba TrE ?ﬂ%e_nt ‘While they do eed and a few
decerft its, they are aait ov ¥eialized an n find themseiﬂes- “a,,plnch "fast. Not a faction I

recoﬂn‘nd for new player ‘I,.‘ — n

I play a lot of 1v1s I find ffa a bit C. 1 : ﬁké"a lot of fun as can 20X20, the battles can be
huge or small depending on the al ve a good time. Giant robohstomplng around
blowing stuff up makes me a hap suld lov g

have gotten the chance to see |t

Many more units, 25 units are st|| g :
using the mech thrusters, a story metl’e,

- e . -
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]
da 400 g
rts/Externalal \
Old-Diagra
The big orange box is what you know as spring.exe, and the two purple AljBot-libs|TestGlobalal(.dlf.s0)
boxes are examples for what you know as Als. Up until now, the purple
boxes were communicating directly with the engine. The middle-light 7_,,-'E]
orange box is what was the C++ interface. This was the Al Interface, and P CHt
only this. Als had to be written in C++, and devs had to use the same i
compiler as was used for spring (GCC on Linux, MinGW on windows
p pring ( ) g ~ ]
.Als were plug-ins, talking directly to the engine. They were not T Alfgiot-libs{RAI(.df.s0)
compiled into spring, but were separate dlls, laying in a sub directory of ‘“n.[]
a spring install (Al/Bot-libs), and they were only loaded if you used
them. This is still so, up until spring 0.78.2.0, while the new system will CH+
be used beginning with the next release of spring.
CH++
CH++
engine
[ spring(.exe) ]
I 1
rts AlfInterfaces/C AlfSkirmish/NullAT
& - N
4[14 p g —I
rts/ExternalAl/Interface b sppers/EINES % AljSkirmish/RAT
/
/‘/ C++

the new C interface.

These two dirs form
the engines part of

CH++

€& Java

Allnterface(.sof.dll) + -
Allnterface. jar

Al Interfaces
[ Allnterface(.dllf.so) ]

Contains basic C helper functions for:
* aide with C string handling

* calling streflop to reset the FPU

* aide with the file system

* ate
i

B Skirmish Als
[ SkirmishAI(.dllf.sof jar/...) ]

This is logically a Wrapper, but because
it is code-wise tightly connected to the
Java Al Interface, the code for it
remains under AlfInterfaces/lava.
It is in Fact completely auto generated

C++ Al Interface.

"The tricky thing is, that there are multiple things called Al Interface"

Now, the Al Interface is still this box. But also the light orange box, and all the yellow boxes. They are different things, but we call all
of them Al Interface. The new system is not more complex, but more modular and easier to use.




PERTAL WINTE

Did you play the old mod SWS? Page 10
Of course, I made it

What are the major changes between the two mods in gameplay?

The biggest change is by far the resource model. Before SWS worked similar to TA, with construction units that built mines on
metal patches. Now we have a widget that spawns flags around the map (at the same place as metal exists), and players use their
infantry to capture the flags.

The other big change is that the Imperial Commander is now a stationary fortress, rather then a mobile unit.

Further the game has been more or less rebalanced from the ground up compared to SWS - players from SWS will see similar
roles and ideas, but units will not behave in the same way as they did before.

Smaller changes include the culling of some units and the addition of others, some units being built in squads, and the inclusion of
forking upgrades for commanders and flags which require the player to make decisions about how they want to tech.

Did you love playlng SWIW beta"
5 -PFawngyeur own-be |

: e players can enjoy. e -

I think we've been quite successful here, with a ndﬂof Spring's top players playing the beta and mentlonlng that they enjoy

'_ . the.WaY |t‘p#§E cgmlnlgly‘returnmﬂ to play. . M@ b"q’@ =

has MQ:@ss@d ‘tha ﬁi enjoying the game more and more, because it |s comlng.down'ﬁg‘nore to =
Iedgeff the rpod' to win. - ~ > ~ -
- e E > r
gest sales point of the  d

y gameplay followed by art, but let's be realistic - its biggest selling pomt is that it's Star Wars. This is the one
havap‘ver all of the other mods that are equally deservin attenﬂpn-for the work they've put in (pure, evo, KP,

(it to the utmost. That is the reason why we ha pt the beta closed - we need people to test our game,
ve people who don't already know about Spring trying out our game. It is our belief that we have one real
tho will think 'hmm, free Star Wars game, sure I'll glve itago'.

In it's current state, the mod uli,turn off those people. We need to ensure that everythlng-lspot only finished, but highly

sy polished befor&ﬂ%’ﬁaﬂ-r a

& ;—- i ! f ‘l " o
What are total new meplay in the mod? - “ - -
Well, I don't think there! ®is incredibly new. For example, the flag capturlng premlse has been done before ina
) Wifferenceyou'll find is our entire direction of decision making. -

W&mllar wary. by s44; etes
We've madé a game tha 5 on the rge scare, and has tried to avoid heavy micro where possible. As part of this
attempt we have avoides i -,u-x—l ot og small=scale attention - there are no special damages in IW; all
weapons can hi rt eve IE=C ) at Ialllng certain unit types by virtue of their attributes (large AOE weapons
bel nif - { | ISHRSEErN gives’ A very fluchfeeIlng to combat, simplified to an almost arcade style
ctio Y VS Y. Y D Vements, feints, flanklng, etc. I can't reaIIy point to one thing and say ‘Iook

.~

£ D o L.- ) e
o SB : P e

_— } 1= . ;
I spent alote I abeertfiow the \ggamd VVB'Fk moderﬁ‘jﬁ.tm "and trylng to give them a specific star wars character
agd just mak n’ﬁerswe to seeTn acilon ¥ o AL = =

o
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Is there an Al in the BETA? ¢ ;
Yes! There is now an Al that werkswith I g Tobi"s"G:R. ALG works very well despite having a pretty simple idea behind it - I'm

very excited by this, because} Il mak ularity of our game skyrocket on release, as people will not have to pIay online to

get a game. ‘
How does the battlegroun’

Not sure how to answer this, I gu \ k at ourg’rf‘eenshots'? We've tried to encourage Iarge-urLt amounts = on large maps
you will have the opportunity to hurklarge forces at each other. We've tried to be reasonably.co wati in our optimization in
design, so hopefully players will actuallybe able to do that without drawing their CQ{nputers to a , too..

=

What can you tell about the differences in gameplay playing with dlffé{ent facﬁons? ,‘
The Galactic Empire i s’ = 3\
The Bad Guys. - /
The Imperials follow:an 'Invaders from the sky' design ethlc,T caIIy their bundlngs and troops are dellvered fromr
an orbiting fleet. This'can have an.impact on'their gamy ay - their troops, for examplgmhave tobe_‘o dered th® ,/ 2
specific squads, rather then—lndlwdual unlts (units'in ads act mdwnduaﬂy/opce in plﬂ) g ﬁ\\ "4
> \ /
In terms of gameplay, the Imperlals typlcaIIy follow a 'brute force' ethlc What their units Iack |“'§ubtlaty, they_make-
up for-with someof the most powerful ‘and heavily armored weapo ,‘of war in the game. A good side for begﬁmr. p
players, as they are-a lot more forgiving to play, the Imperials favo‘ ,a more conservative play, W|th a centrallae
defined 'base’ area, and a slow, |nexorable march to victory.

),q‘

; The Imperlal commander is |mmob|Ie thch tends to encourage a centraliie’d base and a defensive play.: ,"

This.is not to say that:there. isn't room for creative strategies for upper limits of play:=.the Imperlals have a number ’
of curveballs up their sleeve, from dr01ds to-LAAT dropshlps f :

The Rebel Alliance - e e e ,\ St ‘k
: ' AT ~ 3 ‘ : S G b
“The'Rebels are the good-guys - but as:in the movies, their design ethic follows a more 'defenders from the ground'
logic.” Typically their units.are assembled on the ground, and their troops are mostly drawn from the local population ,
rather then ferried in. =~ i f

7
A

-

The Rebels’ foIIow a-more ﬂuud play style ;r’henr bases are typically decen rahze and often Iosmg your startlng
position to your enemy is not a death knell. Their facilities follow this e, ahd are typically cheaper, often
mobile,-and generally follow a nye ‘dispersed 'guerrilla’ approach. : e

-

Importantly, thelr commander while much weaker then the Imp gl Rile, meaning that it playsa
much larger role in the rebels game, allowing the rebel playe ", S frontllnes - and alsoy
. assisting to their 'no centre of gravity' m approach by all pheral bases with: % 1
ease.-Further, unlike the Imperials nnot move their cor eir commander, .

and-so can be harder to finish a's nipe'. (On the be upgraded to a Y

point se es mgn,e h ored egje rebc
<< “wou d S¢ ini syste ﬁ“g average. We e h _people come to us and /

say e g a ful \fo‘f\the other heay# plyed mods in Sprm,g/ Z 7
Howeve ) Na é‘aﬂ% to.addiin complex ﬁ‘Ects and such. Elthep/wa,y,/// ’
perforr ‘ eth -} whfl desugnlng, as we want to-encourage peo leto-have

- . ® = > = g =
large be 5. — S 7= = sy s
Nevertheless, th pet € meS’aJ;\\;akmg “place on smaII maps, so I'm qu;te r-ﬁpeful that/lf anyone ;
can play ! 3 Td also be able to~p|ay IW on||ne S S DR

: // g . Z ,/>/// 27 o .

<




Does SWIW have background sounds and mu
Some units have background sounds that they pro
music, but I recommend using some of the existing
soundtrack, it adds incredibly to the immersion of
music ourselves.

& 1
For similar reasons, we are in the process of replacing all of our voice ac nowle(?{gements which™ till now
from Star Wars games, with sounds produced by ourselves and the community:-
If you'd like to help out here, please see this thread: http://forums. mpenaljwmter«com/tndex .php?topic=23.0
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What points you dislike and would see correction? ?//"

Well, apart from a few gameplay qualms which will work themsel i liness of ifhe, thesmain thing I want
to see fixed is the fact that it's not released! The amount of work that vlg’hjyeﬁgﬁe for thlsmo s staggering (tens of
thousands-of hours-of work), and the amount left.is really tiny in comparisongpblt it's still a sm l.team anche re all.
very busy with RL concerns, so it can be very frustrating to move so slowly while ‘
say is that I hope people are patient, and of course if you want to speed up the release of this m we definitely would
likessome extra help (especially in the area of texturing, lua scripts and compléX¥bos anjmation). We're also looking at -

—us (t he is very busy). L
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complétion. Alll I can

quho want to produce SW-flavoured maps, as well as people interested in making some effects for

Hunting season starts!
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Another n)_agemaker ‘will Be-d‘e'mg storlés
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http://forums.imperialwinter.com/index.php?topic=23.0

