1. So, to make things clear, what is the Gothic 3 Community team and what are your goals?
· Well that's the easiest one I guess. The Community Patch Team (CPT) is a bunch of people who all share one hobby - computer games and especially the Gothic series. The goals are simple as well - creating patches for Gothic 3 to improve the game.


2. How did you guys come up with the idea of making a team to fix the game? What were your relations with JoWood at the beginning and how did they change in time? And what about SpellBound?
· When the divorce of JoWooD and Piranha Bytes ran public last year there was an outcry in the community. Fans of the series found themselves in a desolate land of uncertainty about the future of the series and further patch support for Gothic 3. But among them a few solitary knights arose from the ashes and started to take matters into their own hands. The first result was the "Fire Chalice fix" done by Hans Trapp, one of the later team members. That was the hero's legend.*g*

The rest was more or less usual business. I had the idea to support all these people and get in touch with JoWooD which I help doing the Community Management as well to provide us with the source code. And of course the best outcome could only be achieved in an organized team. This was the moment when I started to write to certain people who already created first fixes on their own. After some starting difficulties we finally got the main core of the team and the source code from JoWooD. Now all the work began, although each member already tried to fix issues without the source code being available. In August JoWooD disclosed the new developer of Gothic 4, Spellbound, who tried to create a patch for Gothic 3 right from the beginning. The contact was established quite fast and we drew a frame of a patch which is going to be released in cooperation between the CPT and Spellbound. This patch is the version 1.60.

3. How many of you are there in the CT? What’s the job of each member of the team?

· The team list delivered with each patch shows 17 members, although some of them unfortunately had to leave us in the meantime. Just to give you the nicknames (taken from the JoWooD boards) who worked on the patches up to 1.6:
ANNOmaniac, Arthus of Kap Dun, Glockenbeat, Hans Trapp, Humanforce, Kronos, mdahm, Nameless2, pogo666, raven, Reisswolf, RoiDanton, Scr33D, Solandor, Urban, Valfaris, Zyankali~.
Furthermore there are many helping hands from the community, translators, testers, and many more supporters I want to thank for their work.

It's hard to distinguish each member's job. Some are taking care of bugs listed in the public bugtracker, some try to erase the bugs in the deeper parts of the engine, some try to add some additional stuff like the cartoon shader gimmick in 1.6, then there is the Installer which needs to be compatible to all language versions of the game, and last but not least all the work needs to be tested. And some tasks should not be disclosed yet. ;-)

4. Has your team, or at least part of it, any past experiences with such “restoration” projects before. If so, which project was it?
· Well such a restoration project is nothing more special than just programming or even just some kind of seek & destroy of bugs, which doesn't mean it's a simple procedure which you don't need any previous knowledge or experience for. Some of the team members are professional programmers, some of them even with game experience. Some did some advanced courses for programming languages in the meantime, and some just don't need it because they are working on other issues.
But to give you an answer: Yes, many of the team members already got experience, although not from other restoration projects since there are not so many of them. I can only remember one comparable project which was founded before the CPT.


5. How do you overcome the fact that you are not working together in an office, but on the Internet. Just how difficult is this making things?

· In the first place it is not as hard as one might think. We're living in the 21st century with all this new age stuff like telephone, email and so on. ;)
But on the other hand it would be easier if we could work in an office all together which might save some long waiting times and of course it's always better being able to talk to the others directly about several issues. This way I would save hours of phone calls. *g*
But when you think of the geographical distance between the team members and that everyone of them is doing this next to the "real life requirements" like job, school or studies it's rather impossible to have everyone around in one office.


6. Do you have a project leader on the team? Do you think such a person whose work is just coordinating all the efforts of a team is important for today’s game development? Give us some examples from your experience, please.
· Yes of course we got a project leader! Starting this project I was the one in charge of it at first, but then I had to hand it over to RoiDanton in the meantime, who now is the "official" project leader. So on the paper I am just some kind of a "backhand" for him, although I spend many hours a day on this project as well again now.

But in general such a person who coordinates all the work, time schedules and contacts is really important. Usually everyone of a team is concerned about fixing, adding stuff, creating installers and what else is necessary. This needs to be organized and this is - as I can say from my own experience - a hard job as well which takes a lot of time. In my opinion a project leader is absolutely necessary, in game development as in other projects in other industries as well.


7. What was your motivation to jump the gap between players and developers?
Did it come gradually or was it there all along?
· I think it's many players' dream to create games or parts of it on their own. Speaking of myself I can say that it has always been interesting to be part of the community but as well being part of the more official side as well. Especially the Gothic series offers a great community which is just fun to stick around with and help all the people. Or just give them a place to chat, ask questions or help other users, which is my occupation for JoWooD as Assistant Community Manager. Taking the chance to even extend this was a great pleasure back then.


8. How did this affect the way you look at games? Is there really such a gap between gamers and developers in terms of thinking? What are the similarities and the differences between them and the way they look at games?
· PS:
First of all I have to say that I don't think people should compare the CPT with a or the game developer. Game developers work full time on their game instead of fixing other peoples game, not talking of Spellbound right now of course.
Such a comparison might cause people to have expectations to the CPT which we are not able or willing to fulfill, just like demands for a new combat system which is not going to be created. The team is looking at themselves still as patchers, not as developers. This is an important difference.

I am no game developer myself, but got some insights in the gaming industry by now. So I think I may leave you some words. In general there are some differences in the view on a game between developers/patchers and the gamers. The most common case: People ask for a feature which they think is easy to implement, but those who know the code often have to contradict. To give you an example - the combat system again. Of course the team might implement the general feature of a new combat system, at least with enough time as rear cover. But creating a new combat system is more than the technical side. It's one of the main elements of the game and every change done to it might cause unforeseen consequences in any other part of the game, not talking of technical issues but in gameplay. And these are the most hardest issues to take care of.

On the other hand a developer always has to be a bit of a gamer himself, since these are the people who are going to play all this stuff in the end. You can't create anything when you don't know what you are doing.


· mdahm:
I have to admit that since I work on the technology behind the game I am not as fascinated of the game anymore as before. I think I will even have a different view on Gothic 1 and 2 and always have to think of the code as well - especially when I encounter a bug, but even when a dialog appears.

9. So don’t you guys feel you’re fighting a lost cause? Gothic 3 is considered to be a failed project by the general public and just what makes you think you can change the public opinion with your work?
· Gothic 3 might not be what it was supposed to be, that's true. But this doesn't make it a bad game in my eyes. It's still great fun and delivers hours of exciting playtime. We can't change the story at all or create all-new features which will make the game a totally different than the one which had been released back in 2006. That's nothing for a patch. But many players suffer from crashes, buggy quests, features which don't work as supposed, you all know them. Fixing and improving them will improve the whole game. No, I don't see a lost cause here. ;)

10. On the other hand, there’s always room for improvements in any game. Is there such a thing as a finished game in your opinion? What would define the limit for improvements and what do you think is an acceptable stage in the development for a title to be released?
· Hey, that's three-in-one! ;)
No, there is no such thing like a perfect game. And that's good! Because this way developers will always try to improve what's been done so far.

As for the improvements I may only talk about the team's work, not generally about game development. The team clearly draws a line between patching the game and creating a whole new game. In which category of these a feature demand may be put has to be decided from case to case though.

And about the release date - I know what you want to know. ;)
Let's just say I personally think that a game should be fully playable as expected or shown in the manual or what has been promised in the last months of a development. Last months, because you can't expect a game to be what developers tried to make it 2 years before the game is going to be put on shelves.

11. Do you see your project as a beacon to attract some attention on you and eventually to help some of you to get hired in the gaming industry? Do you have such ambitions?
· Patching Gothic 3 is no project like any other. The team members put all their effort and knowledge in this and do their best to improve what was expected to be better. The main aim is to deliver a patch to the community which attracts the players - and the feedback was great so far!

Of course you can't expect this patch project to be your entry to the games industry, but I know the people's capabilities and I know that at least some of them would do a great job being a developer. And as I said above - which gamer does not dream of a developer's job? ;)
Yes, I would love to see that this project was a stepstone for anyone of the team members!
(@Game developers reading this - please contact us! :D)


12. There’s this question that just can’t stop bugging me. In your opinion, which gamers are more valuable for the gaming world – gamers that would just like to consume and have fun, because, games are for fun in the first place, or gamers that feel like they could take the next step and express their love for gaming in creating them? Look at you, for example. You’ve taken your love for the game to the next level if I could say so, while some other guy would just sit, play and have fun, and while there's just nothing wrong with him, there's certainly something special about you.
Or maybe one shouldn’t compare the gamers, but the games that provoke such feelings in the players?
Is this a fair comparison, really?
· Well in my opinion you can't talk of "valuable gamers" since every gamer is valuable for the industry, no matter whether he just plays the game or creates content for it on his own. But of course it's no question that a strong community behind a game is priceless for developers and publishers. And sometimes people evolve from this community who start creating their own content like textures, maps, levels or whole mods which causes the game to survive much longer in people's minds than anyone ever expected, but this also provides free stuff for all the fans of the game when the main campaign has been finished months before. Just like the patch team or all modding teams who did great work through all the years of Gothic now.

Indeed it's quite better to compare the games then. There are games which are just meant to be played once giving the gamers some hours of entertainment. And then there are games which you can play over and over again, mod them or patch them. Of course such games are far more valuable than those named first.

13. What do you get in return for your work from JoWood or maybe the gratitude of the fans is enough?
· [Sorry, this question can't get an answer, NDA stuff, please don't keep it]

14. Assuming the fact that Gothic 3 is one day complete and bug-free, what’s next? Don’t you get tempted from the possibility of creating something yourself and shaping the world of Gothic as you see it in your dreams? Have you considered making an add-on?
· Gothic 3 will never be completely bug-free. The public bugtracker still lists hundreds of open tickets and taking care of all of them will need years of work, which doesn't even mean that every single one can be erased. But maybe our children and grandchildren will continue where we stopped. ;)

At the moment we plan to release one last patch after 1.60 which will bring all the effort to a great close. After this patch I think everyone of us will first need some weeks off in the Caribbean with tons of rum and anti-stress treatment. And then we'll see. It's up to the team members themselves what they are going to do. Maybe there will be mods, maybe other fixes, maybe new content, maybe nothing. Let's just see what the future holds. ;)

15. Gothic 4 is shaping like an interesting project, but do you think SpellBound, having no past experience in the Gothic universe, would in the end be able to justify the huge expectations for the game?
Any spicy info you could share us?
(that’s a long shot anyway )
· Sorry, there is no info on Gothic 4 which is going to be disclosed by me at the moment. They would chop my head off and put it on a pile on the roof of the headquarters as a warning to everyone leaking information. :D

But what I can say is that Spellbound seems to be the absolutely right one for this job. Working with them was a great pleasure so far. It's not even a problem that they didn't work on the Gothic series before since many of them got wide experience in creating role playing games before. Just wait for the first material to run public, you'll see what I mean.
