
AusfÃ¼hrliches Interview mit Kunos Simulationi
Geschrieben von zagg - 13.11.2014 22:55
_____________________________________

Hallo Assetto Corsa Fans,

im Internet habe ich ein aktuelles, sehr ausfÃ¼hrliches und interessantes Interview gefunden, welches DrivingItalia.net
mit Marco Massarutto von Kunos gefÃ¼hrt hat. Das gesamte Interview wurde in italienischer Sprache verÃ¶ffentlicht,
daher habe ich es Dank Google ins Englische Ã¼bersetzt. Die Ãœbersetzung scheint soweit ganz sinnig zu sein.

Es wurde Ã¼ber den aktuellen Stand der Entwicklung gesprochen, aber auch was zukÃ¼ngtig noch kommen soll B) oder
auch nicht :( . Jetzt gehts aber los ...

>>>>>

Pending the release of the final version 1.0 of Assetto Corsa, which is getting closer, we passed the Vallelunga racetrack
for a new visit to the headquarters of the Kunos Simulations. The occasion was propitious for a long chat with Mark
Massarutto, executive manager and now famous "hunting license" of the Italian software house, who answered all of our
questions, revealing also tasty previews! Run to read the full interview and refer to this forum topic for questions and
comments.

Q: So Mark, finally, after much work, the expectation of your Assetto Corsa 1.0! The available release corresponds to
your initial expectations?

A: If the initial mean the ones we had when we announced the title at the end of 2011, went much further, from all points
of view. With Assetto Corsa our goal was to continue the positive trend that started with the re-launch of netKar PRO in
2008, the 500 Abarth Trophy Online in 2009 and Ferrari Virtual Academy in 2010.
These products are considered as very positive overall, but that also corresponded to the number of content and
gameplay, the size of the KUNOS Simulations: very good physics engine, a good graphics engine, but few cars and
circuits, online game features and hotlapping, and little else. When we conceived Assetto Corsa wanted to continue the
positive trend of expanding modes of play and the number of content in order to achieve more production "round" and
give a gaming experience more complete. But what happened next, if I look at what is today Assetto Corsa, is
unbelievable. So the answer is no, we went much further.

Q: AC did not disappoint fans of the purest simulation, while "opening up" so to speak even the least demanding racing
gamers. Just you have hinted at a possible chance to see in the future sim also on Playstation 4: the purists have to
worry about?

A: The purists should be happy, if such an opportunity were to be realized. Let's start with a premise: Assetto Corsa PC
is already a reality. So, whatever we do in the future, it will undermine the simulation that has already been produced and
the 1.0 release which is in the finishing straight. That said, imagine what it would mean to use a simulation as Assetto
Corsa without having to worry about driver incompatibility and all the problems that physiologically the PC world brings
with it, because of the infinite number of combinations available hardware and problems that this creates. Think about
the ability to turn on the console, steering wheel, Assetto Corsa launch on PS4, see it take full advantage of the features
of the hardware, and street driving. From the point of view of realism, a Assetto Corsa console could not be other than
the PC counterpart: coming later, would be preceded by the reputation that is being built for simulation of reference: it
would make sense to buy a console user and then being in front of a simul-arcade. Also, I think that by now there should
be no doubt about who are our guidelines: our company is called Kunos "SIMULATION", we have behind only titles and
the last simulation is emerging as the simulation racing reference. What else should therefore be Assetto Corsa on
consoles, if not "the" simulation?

Q: AC, in addition to inflame the minds of the simracers on the forums and specialized sites, has attracted attention, and
with rave reviews, even the press dedicated to video games, but then the driving simulator "for all" is not a utopia? What
is the secret of your software?

A: Since netKar PRO, our philosophy has been to think about before the physics engine to build around everything else.
In doing our work, we never thought that the dynamic model is one of the "things to do" to make a racing game. It is
rather the heart, which runs everything else. When we called you and the other 130 journalists at the presentation at
Vallelunga, allowing you to drive on the track car for more than 400CV, is not only to make you touch the analogies and
similarities between reality and our simulation. All have driven sports cars on the track for a total of nearly five hours,
without a single incident occurs, or off the track. And many of those present not only had never driven such a car, but
had never seen a racetrack. Yet, many of them have turned up some interesting times. What do I mean? That driving on
the track within the reach of many people: some of them have the potential to push the car to the limit, but most of them
are still able to drive on the track with no problems. To be realistic, the simulation should not be "frustrating" must return
a feeling "natural". 
For Assetto Corsa we have worked for years to create and refine a tire model and a mathematical model that could

Forum -Schwarzbierbude - Schwarzbierbude - Dein freundlicher ACC-Server FireBoard-Forum-Version: 1.0.4 Generiert: 13 May, 2024, 23:52



reproduce the true dynamics of the car and the tires, and we did today, when we reproduce a new model, we need to
"make it behave" in a realistic way. We "limit" to enter the real data on suspension geometry, weight distribution, etc.
Once you complete the deployment and operated a general fine-tuning, the model becomes another "real" car, and
behaves exactly as you expect it to do. Do you know one of the greatest satisfactions that gave us AC? Read comments
of players that I did try to tell their girlfriends, wives or mothers and find that not only had fun, but were able to drive
effectively. And they often do not mollavano over your steering wheel! This means that with Assetto Corsa we have also
reduced the phase of adaptation that is required when testing for the first time a simulator. Why do cars in Assetto Corsa
effectively acting like you'd expect.

Q: Even the general, and high-level liked AC, highlighting the fact that a small Italian company has been able to rise
worldwide, including over foreign software companies much larger. But it is strange that so much a reality of ours knows
how to work so well? What are the strengths of the Kunos Simulations? And those weaknesses?

A: Surely the Italian gaming industry does not stand out particularly, at least in terms of numbers of the Milestone
software house, for instance, there is only Milestone. So as a production Assetto Corsa has been certainly an interesting
novelty that is giving the profile of the Italian. But the Italian territory, actually it's hard to get noticed abroad. But Italians
know how to work well there is no doubt: just think of Marco Corbetta, who signed productions such as Far Cry and
Crysis, or the same Milestone. And now there's Alberto Belli and his Storm in a Teacup that next year will come with
Black, exclusively on Xbox and PC One, a title of which speaks very well.
Our strengths: in Kunos Simulations are few, so we know each other very well. We have different personalities and
tastes, but we are a close group and we are all working towards the same goal: each of us carries the best and does not
just do what is asked. And there are no "rock star" elements that work only for themselves: even Stephen, who conceived
and wrote more than 90% of the total number of AC, has never done anything that constitutes nuisance or interference to
the work of other. For all of us, Assetto Corsa is like a son, and as such we are dedicated to it with all our energy. He
gave us so much, but we also asked a lot. The weaknesses? We are just a few ..: DE we are in Italy, which makes it
extremely difficult, frustrating and often does not allow us to be able to compete with foreign competitors: in fiscal terms,
of bureaucracy, infrastructure. Think about the fact that in Italy the crowd-funding is not allowed (and only now is slowly
changing anything, but for example, Italy can not open a project on Kickstarter).

Q: We have already talked about the fact that having the seat Autodromo Vallelunga was an added bonus for you, but
the drivers, teams, technical motoring real came into contact with this "reality simracing" for many new and unknown, as
placed against your and Assetto Corsa?

A: In the world of automotive and motorsport high level there is a high suspicion, but understandable when you show up
to a team manager, you know what you want, but you could be anyone for him, sent by someone. The advantage of the
study for research and development on the first floor of a racetrack, allows you to display within a couple of minutes to
your partner who you are and what you're actually doing. It 's something that, by contacting the automobile racing team
or in any other way, it would be impossible to do, or would take much longer. Until a couple of years ago my work in this
area was certainly more difficult today very often, when we come out of the pits to introduce a new team, they already
know who we are and above all many of them have already Assetto Corsa is successful eg Audi Sport Italy, while the
Nova Racing team that competes with the Nissan GT-R GT3 us know in advance that he would come at Vallelunga for
the tests, so we can meet. I could not ask for more (except to try the GT3 race track ...)

Q: How does the experience of recent years (with netKar Pro, the 500 Abarth Ferrari Virtual Academy etc ...) has
influenced the development of Assetto Corsa?

A: From a logistical point of view, providing some of the resources needed to produce Assetto Corsa. Since the
development by providing know-how learned from starting netKar PRO and the subsequent experiences in motorsport.
With netKar PRO and FVA came a series of technical requirements from companies wishing to take advantage of those
software for professional, industrial or promotional purposes. We have collected those needs, creating a new engine that
would be able to meet them right away, rather than adjust it later. Obviously with FVA, we have deepened our knowledge
and experience and we approached for the first time for us new technologies such as Laserscan, which has since been
adopted by the tracks made for AC. Thus, although Assetto Corsa does not share any code with netKar and FVA,
without these products, you probably would not exist at all.

Q: What, the current release of AC, we fully meet and what will work instead of the software sector in particular now to
improve it further?

A: I would say that for the dynamic model are very satisfied with the general level, and then future development will focus
on four-wheel drive and some suspension geometry is not yet implemented, relating to additional cars we're working on.
On the chart we are satisfied and we expect to achieve a fine-tuning in terms of the balance of the effects and
performance. FMOD for the audio gave some unexpected problem as the library is less mature than we expected, but
once established implementation, there will be a fine-tuning of the effects and the addition of others that are now extinct
as a matter of compatibility and stability. The netcode compared to the first release has been completely rewritten and is
now very stable. The objective in the medium and long term is to work on additional features to make it more accessible
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to a less specialized, and to give the fans a few more tools for reporting race and other features. Also on AI continue to
work to improve their effectiveness in critical situations. One of the secrets to success of AC is that it never fully satisfy
us, and we work every day to continue to improve. Think of the technology preview, which represented the beginning of
2013 the best expression of what we were doing at the time, and look Assetto Corsa Today, in overall terms. Research
and development, willing and able, you never run out. When you love what you do, there is a start but there would never
be an end. Think about GT5, that after three years continued to be updated and improved. Utopia, in the console world,
and yet Yamauchi is a true enthusiast, trying to do my best at what he does.

Q: Several months ago it was only the dream of fans, and has become a real hope, finally transformed into reality in AC
we can even run on the legendary Nordschleife, also in the laser scan, but what were the difficulties of such an
undertaking ? And be able to give us a nice Christmas gift? ...

A: When, in a moment of pause during the reconnaissance of the Nurburgring GP for Ferrari Virtual Academy I and
Valerio (photography, video, and logistics) went to shoot for the first time at the Nordschleife, we had a video camera on
board and said, "what would you think this track reproduced in Laserscan. "It was a utopia. True utopia. When I see that
video I shudder, thinking that in the end we succeeded, and reflecting on what has prompted the succeeding. The deal
took about two years, because as you know the property was under special administration, and therefore all assets were
frozen. I do not know how many times we got one step from the agreement, and then again in limbo. A real nightmare.
After the issue has become the first economic, the cost of the license, and then logistics for the acquisition and
management of Laserscan (almost a terabyte of data), for the rental of the track, and so on. But now that we are in an
advanced stage of development, every spare moment is good for track days and I can say it was worth it. I realize that
those who never went to shoot at the Nordschleife may not be able to fully appreciate the work we have done (and
advice from real fans to go there at least once in a lifetime), but who knows, I guarantee you will go out of my head ...
Maybe if you go back, Assetto Corsa would have 50 cars and track A, and you ask no more! For the release date, we're
a little long as at least one of the cars provided for in DreamPack has four-wheel drive, we are still implementing, plus a
couple of our employees live in Ukraine and the civil war has created and is creating a lot of their problems, so we had to
revise our plans and we are now catching up. In any case, if it is not in December, it will be in January.

Q: The official licenses present in AC are already numerous and continue to arrive from there new: now you can even
show the product and the success achieved so far, it is easier to obtain a license from a car manufacturer or a circuit?
Should we expect more surprises in the next 6-12 months?

A: Normally, a licensee who does not know your company and actually asks to see what you've produced in the past
clearly now my job is much easier, three years ago I had to be very convincing and licensees had to go beyond
appearances. And I am very grateful to those car manufacturers and circuits who first trusted in our ability to realize a
project for a company of our size seemed even then very ambitious.
The surprises: if you were to disclose the would no longer be such, and certainly there will be. Of those already known, I
confirm that between Audi, Alfa Romeo, BMW, Mercedes, Toyota, Nissan, General Motors, Ford, Abarth will arrive in
2015, including Dream Pack, upgrades and add-pack, over 30 new car models. Even for circuits there will be some news
on which they are working these days.

Q: Have you thought about the license of an entire season in order to play, such as the International GT Open, the F3
Euroseries and the Blancpain GT?

A: It 'an assessment we are doing, because it might be cheaper than the cost of individual licenses. But if your reference
is wrong, is likely to play content for which you thought to have a license, then comes the parent and instead of doing
Assetto Corsa 2, bring the books in court ...

Q: The end of 2014 racing titles of this are pretty much the same as 10 months ago, as well as Assetto Corsa, we find
RaceRoom, rFactor 2 and Project CARS. But while AC is complete (and will also come additional content), the Sector3
(ex SimBin, passed for a "restructuring" ) shall still work in progress, the ISI appear to be back again (despite having
made great strides in recent times) and slighly Mad Studios has even postponed his game to the March 2015! For if your
title did "break the bank"?

A: A few weeks ago, the GameConnection Paris I had the pleasure of meeting Pete Morrish, Lead Producer at slighly
Mad Studios when we shook hands has created a shock wave mica laugh! : D We joked a bit and I told him that, as a
developer, I'm absolutely certain that the cancellation of pCARS November may not have to do with Assetto Corsa, but
announce that pCARS was postponed to March 2015 two days after the release the release candidate of AC, it was
definitely a poor choice of time! But I am sure that the decision had been made long ago: at that point, going in and out of
the retail platform, should already have been in GOLD stage for a while, and the version available on Steam suggests
that there is still some work to do. That does not depends on the quality of AC. As for the Simbin now Sector3, they are
given a new dimension best suited to the revenue that their products are generating, which is always a good way to start,
and maybe be able to give R3E that sense of accomplishment that perhaps lacks.

Q: While often fans of this or that sim tease on the forums, it seems that among the various software companies, even
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competitors, there is deep respect and sometimes even friendship and admiration: the Kunos Simulations, despite being
a young company, felt from this climate?

A: We met for the first time Simbin at the Nurburgring in May 2012, before the Gamescon in Cologne, and showed them
a preview of AC was a pleasant experience. We met again in August of the same year in Cologne us with a couple of
simulators at the Acer booth, a booth with their impressive for the launch of RaceRoom Experience: We had a long talk,
they gave us many tips that have proved valuable, and are still in regular contact with some of them. As I said before, I
met some members of the SMS and we had a joke together when we broke up, I brought greetings di Montezemolo
(Ferrari license in Assetto Corsa) and they made me their best wishes for rain (a feature brightest pCARS)!
There is respect among developers because they know how much work, money and sacrifices behind the development
of a video game, and are able to recognize the value of their competitors, who are not enemies, but people who do your
own work. Then there are the special cases, those who act borderline at the edge of legality and beyond the boundaries
of ethics. But if the goal is to do business with those people to buy yet another Ferrari, I would not create a problem, I'm
interested in doing the job I love, and have created an opportunity to work for people I respect really.

Q: The total openness to the modding of AC proved to be an instant hit, with dozens of extra cars and tracks available:
you are happy with what we have seen so far?

A: I would say stunned. I was thinking yesterday while I was in the car, coming back from the office: I have the feeling
that the modding absorb Assetto Corsa as the vegetation would with a house in the woods. I'm beginning to seriously
think that thanks to the modding, Assetto Corsa will become a viral phenomenon like Minecraft, that never runs out. In
addition, to put our development tools available for modder has given us the opportunity to explore and verify in the field
the ability to fine modelers. We regularly receive curriculum 3D graphics with very interesting portfolio, but in the past,
sometimes the transition from a high-poly model of a real time did not lead to the desired results. Today we have the
opportunity for future productions, to engage modelers who demonstrate results in hand, you can do an excellent job.
After the experience with Mec0, who created the Cobra 427, now also UnitedRacingDesign work with us and are
producing 3 of the cars that will be available in DreamPack.

Q: Sometimes there are unfortunately modding cars or tracks of very poor quality, if not converted illegally from other
titles, this material could be confusing especially newbies. What do you think?

A: Unfortunately, it is something that happens also for our content, and from a practical point of view one can do very
little. We have a policy specified on the official support forum that does not allow share material ripped or converted
without authorization from other titles.

Q: The Steam platform also offers a service specifically dedicated to modding with download and automatic update of the
various addons. Have you evaluated the possible use?

A: Not only do we have evaluated, but we have already implemented for compatibility with Steam Workshop, which will
not only allow you to find all the best mods made by fans in a single container, but allow you to install them with a single
click, directly from Steam. It 'a feature currently in testing and will be available after the release of Assetto Corsa 1.0.

Q: As the dream came true at the Green Hell, we can dream about the future of AC also the variable weather and night?

A: Let's start with a premise: in Assetto Corsa you can compete in endurance (in the future even in single player) over a
period of 10 hours. So those who love endurance races has not been left on foot. It lacks only the condition of total
darkness, and the ability to create sources of lighting (lights and lights on the runway) multiple. This does not mean
turning on a lamp post, which is not a problem and that with the headlights of the cars they already do, but to ensure that
the light sources actually lit up the surrounding area. A feature like that, unless it is done with a work-around (as it was,
so to speak, with the GTR, or as in iRacing) requires rewriting of Engine and feel, and this is not in the program, because
with the same resources and time spent on this matter, we can make other kinds of content of interest to a larger number
of new users.
Rain: In netKar PRO, when the project was finally established and was loved, became a pressing demand. In one of the
last release we introduced, and I must say it was not all bad: puddles, aquaplaning, drops on the visor, different levels of
grip. Applause, and great satisfaction. Oddly enough, the PRO version of netKar who introduced the car KS2
(performance and carattestiche similar to a GP2) had a consensus and led to much higher sales. If you do business, you
can not afford to ignore what choices you will profit objective (for new investments), and which will bring you much
gratitude takes but a few. I do not claim that this statement is nice, acceptable, or that all are in agreement. But it remains
a fact from which one can not ignore.
KUNOS simulation is successful, resources and operational capabilities of a fifth or a tenth, lower than its competitors to
create a sturdy product, convincing and that is having success NOT right now we're going in directions that may be a
misstep by a strategic point of view, logistical and commercial, to satisfy the desires - legittimi- a very limited number of
people. On this subject, I was confronted with other game developers guide, which I have confirmed, statistics in hand,
that dark or wet ACTUALLY represent a very small part of the total hours of play. But it is something that "you can not
say" no you unleash the wrath of the hardcore community.
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With Assetto Corsa we had the courage to continue to invest in simulation. With success. And, considering that the
orientation of the arcade racing genre is coming back strongly with Driveclub and The Crew, does not seem the least. But
we are a company that needs to respond to market demands. Night and weather variable interest (read "would be
actually used by" ) a very small number of people, but it does not do that to ask this. That gives the feeling that everyone
else does not want. Not so, trust me. In any case, one of the most frequently asked questions about AC is "how did you
do that ?!". And one of the answers is, thanks to a highly targeted use of resources. Resources, mean time, people and
money. Assetto Corsa is an extremely targeted to meet your specific requirements. We are content that the players ask
for, and then there are the contents that ACTUALLY use. THESE are the contents of that drive a person to buy a
product. As for "buying" is taboo, it is a fact that without money, you can not do anything.
Let me share with you a message from a fan on FB:

"do not spend money on other cars or tracks in laser scanning is the most important fusion engine or beauty simulation
weather with relative safety car"

This is the philosophy that led us into the concept and realization of netKar PRO. With disastrous results. We are not
going to come back to make the same mistakes. In conclusion, our current approach is that in the future there may be
plans to introduce the variable weather conditions, technically feasible but which at the moment are not confirmed as
certain. I doubt we will introduce instead of driving conditions at night in Assetto Corsa.

Q: The average lifespan of a video game today is about 3 months, with very few exceptions: the Kunos intends to grow
old with long AC DLC and future developments, or you think of a Assetto Corsa 2?

A: But we are never on vacation? Look, if the KUNOS Simulations were destroyed by a meteor, probably the modding
would give Assetto Corsa longevity similar to Grand Prix Legends! For our part, only additional content we have at least
one year of work ahead of us that will allow us to also make assessments based on the response and interest of the
public in the medium and long term. Assetto Corsa is having a success that can transform from a successful game, a
successful brand. If it will, there will definitely be a future Assetto Corsa 2 (with rain and night racing ...), but right now we
are focused on the finalization of AC and on future upgrades.

Q: We want to close this exclusive chat with an anticipation of "myocardial simdriver"?

A: But yes, long ago we revealed that we have acquired the license for five Alfa Romeo models, but we had not revealed
all. While, in relation to licensed Ford we have not leaked anything, except for the new Mustang 2015. premiere, know
that in addition to the Myth Quadrifoglio Verde, Alfa Romeo will be the fifth Daytona Type 33/2, while Ford will reproduce
the GT40, in the mythical version of history and modern version of the GT3, as well as another much loved car that will
reveal in the future. Is it enough?

By Nicola "Velocipede" Trivilino


============================================================================

Aw: AusfÃ¼hrliches Interview mit Kunos Simulationi
Geschrieben von AK1504 - 14.11.2014 22:58
_____________________________________

As confirmed by Marco, Kunos Simulazioni plans on adding around 30 cars from various manufacturers to the simulation
in 2015. In regards to the recently-announced Ford & Alfa Romeo licenses, several models have been confirmed as the
Alfa Romeo Daytona Type 33/2 as well as Fordâ€™s legendary GT40 & Ford GT GT3 will be part of the title.

Furthermore, Marco also touches on the subject of missing night racing and wet weather in Assetto Corsa, two features
that Kunos has decided against spending their resources on due to the fact that these features only appeal to a minority
of hardcore sim racers.

============================================================================

Aw: AusfÃ¼hrliches Interview mit Kunos Simulationi
Geschrieben von BadDan - 15.11.2014 00:03
_____________________________________

Der letzte Absatz klingt fÃ¼r mich genau, wie die Aussage von Codemasters, man habe die Cockpitansicht in GRID2
weggelassen, weil nur 5% der Spieler diese in GRID verwendet hÃ¤tten. 
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Ich hoffe, die lassen sich durch Feedback noch eines Besseren belehren.

============================================================================

Aw: AusfÃ¼hrliches Interview mit Kunos Simulationi
Geschrieben von Kampfsau - 15.11.2014 11:53
_____________________________________

das kunos team besteht nur aus 15 leuten.
also ist es doch vernÃ¼nfitg sich erstmal auf die die dinge zu konzentrieren, die wirklich von bedeutung sind.

============================================================================

Aw: AusfÃ¼hrliches Interview mit Kunos Simulationi
Geschrieben von Michi - 15.11.2014 12:08
_____________________________________

Ich mache mir da keine allzu grossen Sorgen .Selbst wenn Kunos diese Features nicht einbaut wird sich irgendwann ein
Modder der Sache annehmen . Und das Kunos das verbieten bzw. dazu nÃ¶tige Befugnisse einbehalten wird glaube ich
nicht .

============================================================================

Aw: AusfÃ¼hrliches Interview mit Kunos Simulationi
Geschrieben von Haggard - 15.11.2014 12:09
_____________________________________

Meine erste Reaktion auf den Teil vom Interview war auch "Das kÃ¶nnen die doch nicht einfach weglassen!", hab dann
aber meine gut 3 Jahre auf der blauen Bude mal revue passieren lassen; die Rennen im Dunkeln und im Regen lieÃŸen
sich fÃ¼r mich jeweils an einer Hand abzÃ¤hlen und sind mir jetzt auch nicht groÃŸartiger als die normalen Events in
Erinnerung geblieben.

Momentan freue ich mich, wenn sich Kunos auf die grÃ¶beren Baustellen im Spiel konzentriert. Da fÃ¤llt mir zum Beispiel
das Penalty System ein:
Konkretes Beispiel zu einem Rennen gestern auf dem Budenserver, GT-Wagen in Monza:
Ein Fahrer versucht die erste Schikane gar nicht erst anzubremsen und fÃ¤hrt mit Vollgas geradeaus. Die 5 Sekunden
ohne Gas reichen da nicht aus, da er mit 280 ankam und auch mit der Strafe nicht viel verzÃ¶gert hat. Der Vorteil war
eklatant. Ãœber ein Strafensystem Ã¤hnlich dem von GTR2 wÃ¼rde ich mich daher sehr freuen, um nur mal eine der
Baustellen von AC aufzuzÃ¤hlen.

GrÃ¼ÃŸe

============================================================================

Aw: AusfÃ¼hrliches Interview mit Kunos Simulationi
Geschrieben von Repa24 - 15.11.2014 12:29
_____________________________________

Haggard schrieb:
Meine erste Reaktion auf den Teil vom Interview war auch "Das kÃ¶nnen die doch nicht einfach weglassen!", hab dann
aber meine gut 3 Jahre auf der blauen Bude mal revue passieren lassen; die Rennen im Dunkeln und im Regen lieÃŸen
sich fÃ¼r mich jeweils an einer Hand abzÃ¤hlen und sind mir jetzt auch nicht groÃŸartiger als die normalen Events in
Erinnerung geblieben.

Momentan freue ich mich, wenn sich Kunos auf die grÃ¶beren Baustellen im Spiel konzentriert. Da fÃ¤llt mir zum Beispiel
das Penalty System ein:
Konkretes Beispiel zu einem Rennen gestern auf dem Budenserver, GT-Wagen in Monza:
Ein Fahrer versucht die erste Schikane gar nicht erst anzubremsen und fÃ¤hrt mit Vollgas geradeaus. Die 5 Sekunden
ohne Gas reichen da nicht aus, da er mit 280 ankam und auch mit der Strafe nicht viel verzÃ¶gert hat. Der Vorteil war
eklatant. Ãœber ein Strafensystem Ã¤hnlich dem von GTR2 wÃ¼rde ich mich daher sehr freuen, um nur mal eine der
Baustellen von AC aufzuzÃ¤hlen.

GrÃ¼ÃŸe
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Ist mir auch schon manchmal aufgefallen. 
Die Namen am besten mit einem Replay einem Admin mitteilen. 
Durch das neu eingefÃ¼hrte Passwort sollte das Problem aber nur noch selten auftreten.

============================================================================

Aw: AusfÃ¼hrliches Interview mit Kunos Simulationi
Geschrieben von zagg - 15.11.2014 20:18
_____________________________________

Haggard schrieb:
Meine erste Reaktion auf den Teil vom Interview war auch "Das kÃ¶nnen die doch nicht einfach weglassen!", hab dann
aber meine gut 3 Jahre auf der blauen Bude mal revue passieren lassen; die Rennen im Dunkeln und im Regen lieÃŸen
sich fÃ¼r mich jeweils an einer Hand abzÃ¤hlen und sind mir jetzt auch nicht groÃŸartiger als die normalen Events in
Erinnerung geblieben.

Momentan freue ich mich, wenn sich Kunos auf die grÃ¶beren Baustellen im Spiel konzentriert. Da fÃ¤llt mir zum Beispiel
das Penalty System ein:
Konkretes Beispiel zu einem Rennen gestern auf dem Budenserver, GT-Wagen in Monza:
Ein Fahrer versucht die erste Schikane gar nicht erst anzubremsen und fÃ¤hrt mit Vollgas geradeaus. Die 5 Sekunden
ohne Gas reichen da nicht aus, da er mit 280 ankam und auch mit der Strafe nicht viel verzÃ¶gert hat. Der Vorteil war
eklatant. Ãœber ein Strafensystem Ã¤hnlich dem von GTR2 wÃ¼rde ich mich daher sehr freuen, um nur mal eine der
Baustellen von AC aufzuzÃ¤hlen.

GrÃ¼ÃŸe

Da muss ich Haggard voll zustimmen. Nachtmodus und ein Wettermodell wÃ¤ren ein "nice to have", doch ich finde, dass
AC seine StÃ¤rken bei der Physik und der Grafik hat, worauf es mir im wesentlichen ankommt.

Dass diese Features extern gemoddet werden, mÃ¶chte ich eher bezweifeln, da diese Funktionen im Kern (Core) der
Sim programmiert werden.

Das Penalty-System muss ganz dringend Ã¼berarbeitet werden, da es so unrealistisch und gefÃ¤hrlich ist. Da gibts als
Alternative nur eine Drive-Through.

Was ich mir auch noch wÃ¼nsche, wÃ¤re ein verfeinertes Schadensmodell bei Motor, Getriebe, Reifen und der
AufhÃ¤ngung.

GruÃŸ
zagg

============================================================================

Aw: AusfÃ¼hrliches Interview mit Kunos Simulationi
Geschrieben von Meraculix - 15.11.2014 20:49
_____________________________________

abwarten sag ich da nur :)

es hat auch mal geheiÃŸen, das es kein pitstop geben soll. aber er kam, mal sehen wie das dann mit dem tag nacht
wechsel und wetter modus aussieht ;)

bin da guter dinge...

gruss druide

============================================================================

Aw: AusfÃ¼hrliches Interview mit Kunos Simulationi
Geschrieben von Downforce72 - 15.11.2014 20:55
_____________________________________

Das wichtigste fÃ¼r mich ist dieses dÃ¤mliche ESC MenÃ¼.
Warum nicht einfach 1 sec ESC gedrÃ¼ckt halten und ab zur Box.
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KÃ¶nnen andere doch auch programieren :P  ;) 
Nervt ohne ende erst mal zum stehen zu kommen dann ESC drÃ¼cken und zur box klicken.
Hab jetzt schon par mal den button nicht erwischt und dann auf spiel verlassen geklickt , ganz toll sowas
mfg

============================================================================

Aw: AusfÃ¼hrliches Interview mit Kunos Simulationi
Geschrieben von Michi - 15.11.2014 21:00
_____________________________________

Der Nacht-Modus macht meiner Ansicht nach nur in 24h-Rennen Sinn . FÃ¤hrt man aber nicht sooo oft . Wetter kann man
drÃ¼ber streiten , aber wenn wir ehrlich sind fahren wir doch lieber im Trockenen . Das die Sonne IMMER scheint muss
natÃ¼rlich nicht sein .

============================================================================

Aw: AusfÃ¼hrliches Interview mit Kunos Simulationi
Geschrieben von zagg - 15.11.2014 21:10
_____________________________________

Downforce72 schrieb:
Das wichtigste fÃ¼r mich ist dieses dÃ¤mliche ESC MenÃ¼.
Warum nicht einfach 1 sec ESC gedrÃ¼ckt halten und ab zur Box.
KÃ¶nnen andere doch auch programieren :P  ;) 
Nervt ohne ende erst mal zum stehen zu kommen dann ESC drÃ¼cken und zur box klicken.
Hab jetzt schon par mal den button nicht erwischt und dann auf spiel verlassen geklickt , ganz toll sowas
mfg

Ach sowas kennen von uns viele aus GTR2 mit dem XD-Tool, welches standardmÃ¤ÃŸig die "^"-Taste nutzt. Wenn Du
leicht daneben zielst ist das Rennen direkt zu Ende... :angry:

============================================================================

Aw: AusfÃ¼hrliches Interview mit Kunos Simulationi
Geschrieben von Black Pearl - 15.11.2014 21:54
_____________________________________

Kein Regen und keine Dunkelheit


http://www.speedmaniacs.com/News,Assetto-Corsa-Neuigkeiten-zum-Release-Fahrzeugen-und-Zukunftsplaenen,7388

============================================================================

Aw: AusfÃ¼hrliches Interview mit Kunos Simulationi
Geschrieben von Michi - 15.11.2014 23:22
_____________________________________

und im Winter kein Schnee:ohmy:

============================================================================

Aw: AusfÃ¼hrliches Interview mit Kunos Simulationi
Geschrieben von Striezel - 15.11.2014 23:49
_____________________________________

Black Pearl schrieb:
Kein Regen und keine Dunkelheit


http://www.speedmaniacs.com/News,Assetto-Corsa-Neuigkeiten-zum-Release-Fahrzeugen-und-Zukunftsplaenen,7388

Na man kann mich gerne Ã¼berraschen, aber ich denke Assetto wird im Gesamtpaket niemals so eine gute Sim wie
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Race07 GTR2  und Co KG.
Eine Sim ohne Regen, Nachtmodus, ohne Boxenstopps im Training- no go.

FÃ¼r mich sieht das so aus als hÃ¤tte Kunos nur eins im Sinn - ein Spiel mehr Richtung Arcade entwickeln, um ein
grÃ¶ÃŸeres Publikum anzusprechen.:(

============================================================================

Aw: AusfÃ¼hrliches Interview mit Kunos Simulationi
Geschrieben von Michi - 16.11.2014 00:00
_____________________________________

Es ist doch in den guten alten Sims mÃ¶glich zu wÃ¤hlen wann und wie man fahren mÃ¶chte(hell-dunkel,nass-trocken) ,
wieso sollte das in AC nicht hin hauen ?

============================================================================

Aw: AusfÃ¼hrliches Interview mit Kunos Simulationi
Geschrieben von Striezel - 16.11.2014 00:09
_____________________________________

Wenn ich daran denke das GTR2 von September 2006 ist kann ich so etwas nicht verstehen:(

============================================================================

Aw: AusfÃ¼hrliches Interview mit Kunos Simulationi
Geschrieben von icemanpolo - 16.11.2014 00:30
_____________________________________

Striezel schrieb:
Black Pearl schrieb:
Kein Regen und keine Dunkelheit


http://www.speedmaniacs.com/News,Assetto-Corsa-Neuigkeiten-zum-Release-Fahrzeugen-und-Zukunftsplaenen,7388

Na man kann mich gerne Ã¼berraschen, aber ich denke Assetto wird im Gesamtpaket niemals so eine gute Sim wie
Race07 GTR2  und Co KG.
Eine Sim ohne Regen, Nachtmodus, ohne Boxenstopps im Training- no go.

FÃ¼r mich sieht das so aus als hÃ¤tte Kunos nur eins im Sinn - ein Spiel mehr Richtung Arcade entwickeln, um ein
grÃ¶ÃŸeres Publikum anzusprechen.:(


Einfach mal ab warten B) 

GruÃŸ

============================================================================

Aw: AusfÃ¼hrliches Interview mit Kunos Simulationi
Geschrieben von BadDan - 16.11.2014 00:40
_____________________________________

Striezel schrieb:

FÃ¼r mich sieht das so aus als hÃ¤tte Kunos nur eins im Sinn - ein Spiel mehr Richtung Arcade entwickeln, um ein
grÃ¶ÃŸeres Publikum anzusprechen.:( 


Du meckerst ja gerne und viel an AC rum, aber jetzt muss ich dann doch mal STOP rufen. 
Zu behaupten, AC ginge in Richtung Arcade ist schlicht gelogen. Deine ganzen anderen Kritikpunkte kann ich zwar meist
nicht nachvollziehen, aber das sind dann entweder subjektive EindrÃ¼cke (und da hat nunmal jeder andere) oder
technische Unterschiede (und auch da ist das Feld am PC nunmal weit gestreut). Wenn ich aber lesen muss, daÃŸ Kunos
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nur nen Arcaderacer fÃ¼r die breite Masse entwickelt (deine Aussage etwas Ã¼berspitzt interpretiert) dann geht mir das
Messer im Sack auf. 
Sowas kann man einfach nicht unkommentiert stehen lassen. 
Soll jetzt auch kein persÃ¶nlicher Angriff sein, aber ich finde, das ist Kunosgebashe auf unterstem Niveau. 
HÃ¤ttest du das von pCARS gesagt, wÃ¼rde ich nicht so vehement widersprechen, aber AC auch nur ansatzweise ins
Arcadelager abzuschieben ist schlicht realitÃ¤tsfremd. 
Zweifelsohne gibt es eine ganze Menge Punkte, die an AC noch geÃ¤ndert oder Ã¼berhaupt erst noch eingefÃ¼gt werden
mÃ¼ssen, um es zur besten SIM zu machen, aber eine Simulation ist es auf jeden Fall.

============================================================================

Aw: AusfÃ¼hrliches Interview mit Kunos Simulationi
Geschrieben von tabis - 16.11.2014 00:41
_____________________________________

Also ich merke nichts von Arcade auf den Servern der Schwarzbierbude(ausser vielleicht ein paar ungestÃ¼me Fahrer ;) 
Es macht soviel Spass und ist dabei auch sehr anspruchsvoll.

Wenn ich zurÃ¼ck zu GTR2 gehe, habe ich leider dort das GefÃ¼hl von Arcade beim FahrgefÃ¼hl und vom
Grafikunterschied brauche ich gar nicht erst schreiben.

AC ist fÃ¼r mich das beste SIM - RACE game ever,
 inklusive dem tollen FFB:)

============================================================================

Aw: AusfÃ¼hrliches Interview mit Kunos Simulationi
Geschrieben von Striezel - 16.11.2014 08:44
_____________________________________

BadDan schrieb:
Striezel schrieb:

FÃ¼r mich sieht das so aus als hÃ¤tte Kunos nur eins im Sinn - ein Spiel mehr Richtung Arcade entwickeln, um ein
grÃ¶ÃŸeres Publikum anzusprechen.:( 


Du meckerst ja gerne und viel an AC rum, aber jetzt muss ich dann doch mal STOP rufen. 
Zu behaupten, AC ginge in Richtung Arcade ist schlicht gelogen. Deine ganzen anderen Kritikpunkte kann ich zwar meist
nicht nachvollziehen, aber das sind dann entweder subjektive EindrÃ¼cke (und da hat nunmal jeder andere) oder
technische Unterschiede (und auch da ist das Feld am PC nunmal weit gestreut). Wenn ich aber lesen muss, daÃŸ Kunos
nur nen Arcaderacer fÃ¼r die breite Masse entwickelt (deine Aussage etwas Ã¼berspitzt interpretiert) dann geht mir das
Messer im Sack auf. 
Sowas kann man einfach nicht unkommentiert stehen lassen. 
Soll jetzt auch kein persÃ¶nlicher Angriff sein, aber ich finde, das ist Kunosgebashe auf unterstem Niveau. 
HÃ¤ttest du das von pCARS gesagt, wÃ¼rde ich nicht so vehement widersprechen, aber AC auch nur ansatzweise ins
Arcadelager abzuschieben ist schlicht realitÃ¤tsfremd. 
Zweifelsohne gibt es eine ganze Menge Punkte, die an AC noch geÃ¤ndert oder Ã¼berhaupt erst noch eingefÃ¼gt werden
mÃ¼ssen, um es zur besten SIM zu machen, aber eine Simulation ist es auf jeden Fall.

Du bÃ¶ser Bube Dan. Wir wollen uns doch nicht hier auf der schÃ¶nen neuen Bude streiten. Klar ist es mehr eine Sim.
Assetto hat leider mit einigen Hardwarekonfigurationen  von PCs noch Probleme. Fanatec LenkrÃ¤der sind scheinbar ja
auch um einiges besser geeignet als Logitech EingabegerÃ¤te. Das was noch fehlt hoffe ich natÃ¼rlich das Kunos noch
diese Sachen einbaut. Ob und in wie weit das passiert, wird die Zukunft zeigen. NatÃ¼rlich wÃ¼nsche ich mir auch, wie
alle hier , das GTR2 und Co Kg endlich einen wÃ¼rdigen Nachfolger bekommen. Allerdings hellsehen ob es so kommt,
kann ich nicht. Ich kann immer nur den jetzigen Ist Stand beurteilen. Der hat viele gute AnsÃ¤tze, aber  halt im jetzigen
Stadium meiner Meinung nach auch noch sehr viele Sachen die verbessert - eingebaut werden mÃ¼ssen.B)

Ps: klar meckere ich im Moment noch viel rum, da ich von diesen Hardware PC Problemen halt auch betroffen bin.
Andererseits hÃ¤tte ich das Spiel aber auch lÃ¤ngst gelÃ¶scht, wenn ich nicht auch guter Dinge wÃ¤re, das es sich positiv
entwickelt, und ich mit euch dann schÃ¶ne Events hier fahren kann. Wenn mich das Spiel nicht interessieren wÃ¼rde,
hÃ¤tte ich mich erst gar nicht hier angemeldet.

============================================================================
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Aw: AusfÃ¼hrliches Interview mit Kunos Simulationi
Geschrieben von icemanpolo - 16.11.2014 09:02
_____________________________________

Moin Moin


So jetzt haben wir uns alles wieder Lieb Sache erledigt.

Und bitte jetzt wieder zurÃ¼ck zum Thema.

PS: Alles was ihr sonst noch klÃ¤ren wollt bitte dann per PM nicht im Forum ich glaube der ein oder andere weiÃŸ wen ich
meine......

GruÃŸ,
Icemanpolo

============================================================================

Aw: AusfÃ¼hrliches Interview mit Kunos Simulationi
Geschrieben von Striezel - 16.11.2014 09:09
_____________________________________

icemanpolo schrieb:
Moin Moin


So jetzt haben wir uns alles wieder Lieb Sache erledigt.

Und bitte jetzt wieder zurÃ¼ck zum Thema.

PS: Alles was hier sonst noch klÃ¤ren wollt bitte dann per PM nicht im Forum ich glaube der ein oder andere weiÃŸ wen ich
meine......

GruÃŸ,
Icemanpolo

Iceman , ich muss dich jetzt mal loben. Immer super sachlich, ohne zynische Kommentare oder Spitzfindigkeiten in den
Antworten. Und auch immer hilfsbereit sei es hier oder im TS.

============================================================================

Aw: AusfÃ¼hrliches Interview mit Kunos Simulationi
Geschrieben von McStinger - 16.11.2014 11:35
_____________________________________

Hallo zusammen,

nochmal zurÃ¼ck zum OP - habe mal schnell die Punkte aus dem Interview zusammengefasst, die mir wichtig
erscheinen

- Steam Workshop UnterstÃ¼tzung seitens AC ist bereits jetzt implementiert, befindet sich aber noch in der Testphase
(wird alle freuen, die sich in Sachen Updater hier im Forum engagiert haben, da ein Steam Workshop mit eigenem
Schwarzbierbuden Steam Account + Verlinkung hier ins Forum dieses Thema lÃ¶sen kÃ¶nnte, siehe Beitrag von
DonPromillo im entsprechende Thread)

- Plan ist der Release von etwa 30 zusÃ¤tzliche Fahrzeuge in 2015 
bestÃ¤rtigte Fahrzeuge sind derzeit zB schon
Alfa Romeo 33/2 Daytona, 
Ford Mustang 2015
Ford GT40 (original) 
Ford GT GT3 
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- Dream DLC inkl. Nordschleife im Dez 2014 (spÃ¤testens Januar 2015)

- mit geÃ¤nderte/neue Suspension Versionen und 4x4 Antrieb

- neue/mehr Tools fÃ¼r MP server

- Feintuning und Verbesserungen im Bereich AI und bestehenden AC Features

- erstmal ( = in absehbarer Zeit) kein Regen/Nacht


Ist schon eine ganze Menge auf das man(n) sich freuen kann, oder? ;) 

Beim letzten Punkt (erstmal kein Regen/Nacht), schlieÃŸe ich mich an = nice to have, but not neccessary, zumindest zum
jetzigen Stand der Entwicklung.

Da sind m.E. andere Punkte erstmal wichtiger, wie
- PIT Stops / Boxen etc!
- Penalty System inkl. Flaggen etc!
- weitere original Strecken via Laserscan!
- Kommunikation / Chat / Voting (public server)
- Verbesserungen Benutzerfreundlichkeit (zB statt: bremsen, anhalten, ESC, click box)
- weitere Verbesserungen in Physics und FFB (= immer Raum da fÃ¼r Verbesserungen)
usw

GruÃŸ
McStinger

============================================================================

Aw: AusfÃ¼hrliches Interview mit Kunos Simulationi
Geschrieben von icemanpolo - 16.11.2014 11:44
_____________________________________

Hi

ja hÃ¶rt sich doch gut an oder aber ich wusste das ja schon was sie da im Interview sagen wÃ¼rden.


Nur so ein Tipp ich habe da was bei Kunos unterschrieben nennt sich NDA also ich bin einer der Tester die das Content
was ihr spÃ¤ter bekommt vorher Teste.


Nur mehr darf ich leider nicht sagen zu dem Thema,

nur so viel lasst euch Ã¼berraschen was da so alles kommen wirdB) B) B) 

GruÃŸ,
icemanpolo

============================================================================

Aw: AusfÃ¼hrliches Interview mit Kunos Simulationi
Geschrieben von Andy S. - 16.11.2014 11:48
_____________________________________

icemanpolo schrieb:
Hi

ja hÃ¶rt sich doch gut an oder aber ich wusste das ja schon was sie da im Interview sagen wÃ¼rden.


Nur so ein Tipp ich habe da was bei Kunos unterschrieben nennt sich NDA also ich bin einer der Tester die das Content
was ihr spÃ¤ter bekommt vorher Teste.
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Nur mehr darf ich leider nicht sagen zu dem Thema,

nur so viel lasst euch Ã¼berraschen was da so alles kommen wirdB) B) B) 

GruÃŸ,
icemanpolo

Wenn du mir einen kleinen Gefallen tun kÃ¶nntest, dann wÃ¤re es nett, wenn du mal Kunos sagen wÃ¼rdest, dass Tag-
/Nachtwechsel und Regen auf jeden Fall irgendwann nachgereicht werden sollte.
Ich wÃ¼rde mich jedenfalls enorm Ã¼ber diese beiden Feauters freuen. :)
WÃ¤hrrend der Regen aufgrund der geÃ¤nderten Fahrphysik und Reifen sehr aufwendig sein sollte, wÃ¤re zumindest der
Zeitenwechsel nicht allzu anspruchsvoll.

============================================================================

Aw: AusfÃ¼hrliches Interview mit Kunos Simulationi
Geschrieben von tabis - 16.11.2014 12:16
_____________________________________

icemanpolo schrieb:
.........

nur so viel lasst euch Ã¼berraschen was da so alles kommen wirdB) B) B) 

GruÃŸ,
icemanpolo

B) :) 
KUNOS leistet wirklich top Arbeit und das fÃ¼r 35 Euro bis jetzt. Wer liefert so was heutzutage noch?

Freu mich auf mehr...

Nacht und Regen ist jetzt wirklich nicht so wichtig,
das seh ich genauso wie die meisten von Euch.

============================================================================

Aw: AusfÃ¼hrliches Interview mit Kunos Simulationi
Geschrieben von - Account auf eigenen Wunsch gelÃ¶scht - - 16.11.2014 12:33
_____________________________________

icemanpolo schrieb:
Hi

...
...
...
nur so viel lasst euch Ã¼berraschen was da so alles kommen wirdB) B) B) 

GruÃŸ,
icemanpolo

:P 
https://www.youtube.com/watch?v=HGT3oKAv1fs
;) 

mfg

============================================================================

Aw: AusfÃ¼hrliches Interview mit Kunos Simulationi
Geschrieben von Broekie - 16.11.2014 19:45
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_____________________________________

Asttat Google fÃ¼r die Ãœbersetzung zu benutzen, anbei ein Ãœbersetzung von ein Italiener. Ein Kommentaren auf
virtualr.net. Gibt vielleicht ein etwas anderes Bild auf der sache.

 Marco Massarutto - 2 days ago

Hello everybody. I think it would be right to recognize that sometime, some sentences in a language cannot be reported
directly in another without changing their sense, so I think it would have been better to ask me to confirm some passages
before to post a news like this, instead to base it on an automatic translator. I'm sure the author is in good faith, anyway
maybe my thoughts could have been reported more fairly.

Therefore, without any polemics, let me just clarify in english some sensible points:

rain: in future we might plan to introduce wet conditions in AC: the premise was that we know that wet conditions are very
important for some people, but game statistics tell that aren't really used so much. Being a little studio (sometime people
forget it), we must be focused on those features and contents that we are sure people really will use.

Out of records: about comments like "without rain AC is not a complete simulation", I answer: you're right. A 15-people
studio can develop a good simulation. But not necessarily a complete simulation. Some racing simulations do not have
rain, some do not have AI, some do not have a proper physics model, some have fictional or very few official contents,
some do not have laserscan tracks. AC does not have wet conditions. For now. Because I haven't said that AC will not
ever have wet conditions. The correct translation is "we might have plans to introduce wet conditions in future".

night conditions: the correct translation is "I doubt we'll have night race conditions". This feature would require a work-
around, because the AC engine has not been designed to support this feature in a native way. AC will support endurance
races on a 10-hours cycle, from early morning to sunset.

Assetto Corsa 2: the question was: average lifetime of a videogame is about 3 months, with very rare exceptions: does
KUNOS want to support AC for long time with DLCs and future updates, or you are already thinking about an AC2?

My answer: we plan at least one year with updates and additional contents. We'll use next year also to evaluate the
feedback and reaction of people on mid-long term. Assetto Corsa is going very well, and its success can evolve it by a
successful game to a successful brand. If this will be the case, it would be natural to make some plans for an AC2 in
future (with night and rain conditions - and this part was intended to be auto-ironic), but for now, we prefer to stay
focused to finalize AC and its future updates.

So, AC2 is not in our plans, at today, and it would be a total nonsense. Because we are still working on AC.

Hoping to have been helpful, take care.

============================================================================

Aw: AusfÃ¼hrliches Interview mit Kunos Simulationi
Geschrieben von Striezel - 17.11.2014 17:44
_____________________________________

http://www.pcgameshardware.de/Assetto-Corsa-PC-239687/News/Release-2014-moeglicherweise-in-Gefahr-1142905/

============================================================================

Aw: AusfÃ¼hrliches Interview mit Kunos Simulationi
Geschrieben von icemanpolo - 17.11.2014 17:54
_____________________________________

Hi

ja das ist schon bekannt wenn sie es im Dezember nicht schaffen dann im Januar.



GruÃŸ,
icemanpolo
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============================================================================

Aw: AusfÃ¼hrliches Interview mit Kunos Simulationi
Geschrieben von BadDan - 17.11.2014 22:16
_____________________________________

Trotz Ã¼belstem Crash auf Server 1 in Kurve 1 wegen einem Monsterlag bei irgendwem, wars trotzdem ein sehr
unterhaltsames und vor allem sehr faires Rennen. 

 Warum ist das denn hier gelandet, sollte natÃ¼rlich in den Eventthread.

============================================================================
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