MY FAVORITE WEBSITE

Agent Sector

to discuss the Agent profession, back in

July 2001, when a Clan Agent (posing
as a software engineer) by the name of
“Voltair” set the forum up on his Linux box
at home. Not long after, Omni-Tek Agent
“Tekkor” sauntered into the forum as a co-
owner in a web design firm, and the two
of them went about creating the Agent’s
Mecca of today ...

I t all started as a simple message board

The website complementing the forum has
received in excess of 200,000 hits since its
inception, and the front page, with its often
light-hearted and sometimes way off-topic
news updates, makes this corner of the
Internet just like your buddy’s bachelor pad
— a friendly, laid-back and relaxed, pass-
me-another-beer-please type of place. On-
topic patch notes, issues and communication
with the developers are aired for further dis-
cussion on the boards. Tekkor also actively
encourages members to submit articles on
all aspects of the Agent profession. As the
nature of the game changes, these are
updated either by the original author, Tekk
himself, or another board member. Articles
range from player guides for new characters
through discussions of False Profession and
nano formulae, and into roleplay considera-
tions and how to make treatment kits and
blood plasma. The Weapons Range is proba-
bly the most popular section — everyone
likes to window shop for that X-3!

The forum itself, which has recently been
upgraded and redesigned using phpBB, has
around 1600 members and more than
43,000 posts divided into distinct topics
such as “Weapons,” “Armor and Clothes”
(sic) and “Agent Skills and Strategy.”
Armchair Agents can be found with smoking
jackets and pipes in the general “Agent
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enables the Fixer to “fix” better nano skills for
themselves and a new line of heal-over-time nanos
with a longer duration than the existing line were
also added.

* Team versions of the run speed buffs were added
which are slightly less effective than the single-tar-
get versions. The damage penalty associated with
the run speed buffs has been removed.

® The items summoned with the “Smuggler's
Shipment”, “Bootleg Blades'n Blunts” and “Bootleg
Beamers'n Bolters” will now exist for 12 hours,
rather than two. Additionally, the credit cost of sum-
moning these items has been lowered dramatically.

* Some new static missions have been introduced.
The rewards for these missions are items that
behave differently from all other items currently in
the game. Other items were tweaked and changed
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Profession” forum — by far the most popular
area, due to browser laziness (38,000 posts
versus the 1600 at the second most popular
forum!). The community is active, and new
players will find a very friendly bunch of peo-
ple inside, devoid of any sort of n00b-pho-
bia. The first birthday party of Agent Sector
was a great success in July, and this was the
second or third AS party where Agents of all
levels and alignments gathered at the infa-
mous Glass Floor Bar at Reet’s Retreat. There
were lots of stories, gear swapping and
drinking (both in and out of game, | bet),
and this further demonstrates that the Agent
bond crosses all politics. (So watch out!)

to address some long standing bugs or problems
with them.

® Organization (guild) banks were given some further
functionality with the addition of commands that let
everyone in the organization be paid a certain
amount. The issue of what happens when an organ-
ization leader leaves without appointing another
was also addressed. If an organization leader leaves,
an election will commence automatically.

e With this patch, a new tip system was introduced
for our new players. It responds to many of the
foreseeable actions and encounters that players will
be confronted with early on and uses pop-up win-
dows to give them tips about how to respond to
the situation. The tip system is profession sensitive
and will suggest, based on the players' choice of
profession, what skills to concentrate on to begin
with, as well as tell them a little about the equip-

What | like about Agent Sector is that the
sense of community is very strong here; in
fact, this devotion of its denizens to the pro-
fession has caught the attention of the
game’s developer, Funcom, too. Tekkor has
developed a somewhat regular line of com-
munication with the community team for
the betterment of the agent profession on
the distant planet of Rubi-Ka, where both
he and Morphex, another boardstalker,
have been recruited into Funcom’s new
“Professionals” team — official player voices
from each of the AO professions.

Great work, fellas!

ment they have received as their start-up gear.

* Team missions were tweaked a bit more based on
feedback from the playing community. Bosses now
have more loot depending on the number of play-
ers in the team when accepting the mission, and
the number of additional NPCs in the team mission
boss room has been tweaked.

 Discussions on large player-run organizations are
leading to ideas on how to address some long
standing issues with their role in the game. Ideas
for including them more in the game storyline to
better support player-run events are being shared.
At the center of this discussion is what to do with
organizations which share a name that is similiar to,
or, in some cases, exactly the same as, official AO
storyline organizations.
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