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Barking Dog shows they can also bite with their upcoming 
continuation of the Homeworld series. 
 
May 13, 2000 

The Cataclysm boys were nice enough to give us a good look at this game 
before E3, which you can read below, but we were still able to grab some 

new screens of the game at the show this year for your viewing pleasure. 
The game looks better than ever -- we gar-run-tee it.  

-- IGN Staff  

 

March 15, 2000  

A few weeks ago, we reported that Barking Dog Studios was busy working 
on a new game set in the Homeworld universe -- Homeworld: Cataclysm. 

For those of you who are saying "who are these Barking Dog people 
anyway, and what makes them think they can continue Relic's Homeworld 

legacy," let me explain a bit about their background. Barking Dog Studios 
used to share an office with Relic and, with the full support of Relic, the 

idea of Homeworld: Cataclysm has been knocking around since late 1998. 

Since they've added a few staff members since '98 (approximately 35 
people as of last count), Barking Dog Studios has moved out of Relic's 

area, but they still have close ties to the company, especially since Relic 
isn't going to let the folks at Barking Dog do anything drastic to their 

established universe -- killing off the entirety of the Kushan race for 

example.  

Despite what early reports on the web have said, Homeworld: Cataclysm 

won't be an expansion or add-on pack for the original Homeworld. It will 
be a stand-alone package complete with 17 missions -- one more than 

the original game. Plus, the design team at Barking Dog promise that the 

missions in Cataclysm are going to be longer in terms of content over 
those in Homeworld. So, is it safe to call Cataclysm a full sequel to 

Homeworld? Although after seeing it today we certainly think so, game 
designers Mike Gyori and Chris Stewart weren't so quick to jump on the 

bandwagon. While Mike kept referring to Cataclysm as Homeworld 1.5, 
we think Chris summed it up well when he said, "We're like the Laverne 

and Shirley to their Happy Days." So think of Cataclysm as a spin-off to 

the original game rather than a true sequel.  

Cataclysm begins 15 years after the end of Homeworld. While the Kushan 

have returned to their rightful place on Hiigara, the Taiidan are quickly 
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losing control of some of their outlying colonies and several of the former 
Taiidan allies are reforming into fragmented pirate groups. At the same 

time, the Kushan Kiiths are becoming more factionalized as well, with 
several new small space-bound Kiiths popping up around the galaxy. 

That's where you come in. You take the role of the captain of a mining 
and exploration ship for the Kiith Somataaw. The first battle in Cataclysm 

will see you at the helm of your mining vessel, the Kun-Laan, called to 
defend a Kushan fleet that's under pirate attack. It may seem odd to start 

a space combat RTS in a mining ship, but that's the beauty of your new 
space-faring Kiith -- you can easily adapt to the environment as needed. 

Throughout the course of the game, you'll see your mining vessel 
transform into a formidable mothership ready to take the battle to the 

front lines.  

Unfortunately, the fragmentation of the Taiidan society and increased 

pirate attacks aren't the only things you have to worry about. There's also 
a new enemy on the horizon -- The Beast. As Chris describes it, "The 

Beast are a techno-organic evil force that infects other ships to use as 
their own." Their fleets are comprised of a number of ships salvaged from 

their foes, and they resemble ominous bio-mechanical monstrosities of 
their former selves. We also learned that not only do members of The 

Beast integrate enemy craft into their fleets, but they also master 
advanced skills through these appropriations. While The Beast can learn 

about new technologies through regular research, to some degree they 
can climb through the research tree through capturing and scavenging 

enemy ships. All in all they sound very cool and very scary at the same 

time.  

Of course, a big part of an extension to any established RTS world is the 
addition of new units, and the folks at Barking Dog aren't going to let you 

down. Cataclysm is going to include 17 new spaceships for you to add to 

your arsenal. Some of these new ships include:  

• Acolyte 
The Acolyte is a fast and agile craft that will most likely comprise a 

good portion of your fighter compliment. Two Acolytes can combine 
into a more powerful Acolyte Compliment Vehicle (ACV) with 

increased firepower and armor. The ACV also has the ability to fire 
an Electromagnetic Pulse that immobilizes enemy ships.  

• Mimic 
Not very powerful individually, the Mimics can be used in tandem to 

imitate ships in the opposing force, confusing enemy fleet 
commanders in the process. Like the Acolyte, you can combine two 

Mimics to form the Mimic Compliment Vehicle (MCV). This MCV can 
not only be used to mimic different ships, but you can also 

transform them into asteroids and hang out waiting for 
unsuspecting ships to meander by an innocent looking meteor belt. 



In order to be some of the most deceiving ships in the game, 
Mimics will show up as friendlies to your opponent and the illusion 

will only be broken if they have upgraded Sentinels, Recon ships, or 
if the opposing player attempts to control the "friendly" ship. Adding 

insult to injury, Mimics also carry a heavy compliment of explosives 
that can be used to self-destruct when they are near an enemy 

vessel. Just imagine the look on someone's face when he realizes 
that the friendly vessel heading to the center of his fleet isn't his at 

all and then ... KA-BOOM!  
• Sentinel 

Sentinels are similar to towers in ground-based RTS games, except 
for the fact that they can move slowly throughout the battlefield. 

With their large guns, you can use them effectively as mobile firing 
platforms. But they can also be used in conjunction to shield your 

ships from enemy attack. By shooting protective beams to one 

another, several Sentinels can form a shield in front of or, if you 
have enough Sentinels, completely around your ships. In addition, 

the shielding power of the sentinels can be upgraded to make them 
more effective to specific enemy attacks.  

• Leech 
Leeches are the ultimate spy ships. They're stealthy little buggers, 

and can only be detected by an upgraded Sentinel or a Recon unit. 
Not only can they be used to get close to the enemy fleet, but also 

they can attach themselves to enemy ships. When they are on an 
opposing craft they can either steal their resource units by taking 

them back to your mothership, or simply vent the resource units 
into the depths of space causing massive damage to enemy ships 

en masse.  
• Hive Frigate 

The Hive Frigate is a medium-sized vessel that acts as a mobile 

home for a fleet of light fighters known as Swarmers. It's similar to 
the Drone Frigate, except the Swarmers have a greater range, plus 

the Hive Frigate has a few guns to wreak havoc on its own.  
• Multibeam Frigate 

As the name implies, this large ship fires multiple energy beams 
which cut through your foes quickly and efficiently. It's slow, but it 

packs a real punch. Think of it as the B17 of Homeworld.  

You'll have much more control over how your fleet progresses throughout 
the game. For instance, your novice units will now gain experience over 

time and eventually become more effective veteran units, so you'll want 

to make sure a good bit of your fleet stays around to fight another day. 
You'll also have a lot more control over the physical make-up of your 

fleet. Now every ship is upgradeable, and you can decide whether you 
want to focus your research efforts into weapons, armor, or engineering. 

As hinted to earlier, your mining ship will slowly ditch its cargo holds and 
transform into a full-fledged mothership with a variety of research, 



hangar, and support modules just aching to enhance the other space 
ships in your fleet. You might also be happy to learn that the need for 

salvaging enemy ships has been toned down a bit in Cataclysm, so you 
don't have plan so far ahead to progress through the game, and you'll be 

able to build everything you need for each individual mission in that 
mission.  

Besides just adding a few new ships and calling it a new game, Barking 

Dog has gone above and beyond to add a slew of new features and 
needed enhancements to the Homeworld engine. For starters, the team is 

tweaking the AI to be even smarter and more deadly. "We've modified 

the attack settings in Cataclysm," Mike told us. "When you choose attack, 
they're a lot more aggressive than in Homeworld, plus they'll seek out 

more offensive targets when on defense and not just sit there when being 
shot at." The Barking Dog team has also added many new features such 

as waypoints, fog of war, repair droids for capital ships, and a revamped 
and easier to use right click interface which makes accessing the 

numerous menus in the game easier than before. There are also a 
number of neat new graphical features that we saw today, like bigger 

explosions, enhanced lens flare, and the ability to jump into any of your 
ships for a first person view of the action à la the latest patch of 

Homeworld. It's not a very useful strategic tool, but the first person view 
was simply brilliant since zipping past some of the larger capital ships in 

the cockpit of an Acolyte really gives you a better sense of scale than 
looking at the action from a zoomed-out view. Plus it gets you right into 

the thick of the action for that "we're making our final run on the Death 

Star" feel.  

In addition to all of these new features, ships, and strategies, there will 
be a completely new resource type in Catalclysm -- crystals. These 

crystals will offer high-energy outputs to the person who is lucky enough 
to claim them for his own. Since they are a complex energy source, your 

extraction ships can't drain the energy directly from the crystals. Instead, 
the crystals have to be brought back to the mothership by your workers 

in order to be processed. Unfortunately, since they are a highly-volatile 
energy source, these crystals will explode if damaged. However, this does 

offer some strategic value since, if you're tricky about it and you don't 

need the energy, you can transport a crystal near the enemy fleet and 

destroy it, hopefully taking out a few enemy vessels in the process.  

Multiplay in Cataclysm will be beefed up a bit over Homeworld. You will 

have the choice of playing as either the Kiith Somtaaw, with several 
familiar ships from the single player game, or as The Beast, which will 

include a melange of infected Kushan, Taiidan, and Somtaaw vessels. 
Because of this, if you play as The Beast you'll be able to control a 

number of different ships right off the bat that you wouldn't see until later 
in the single player game. The mulitplayer side of Cataclysm will also see 



the addition of moving meteor belts and slip gates that offer free 
hyperspace, which should change strategies drastically from the previous 

multiplay experience. In another interesting gameplay twist, crystals will 
be seen by everyone in multiplay games right from the get-go, so if a 

crystal starts moving on your radar, you know one of your opponents is 
carting off some energy-rich goodness to his mothership ... so you better 

go do something about it.  

From what we saw of Cataclysm today, it looks like the additional features 
are going to add a lot of spice to an already incredible game. The original 

is still getting a lot of play around the office, and we were thoroughly 

impressed with what Barking Dog had to show today (you should have 
seen our intern Dan ... he couldn't close his mouth for three hours). 

Although Chris and Mike may say different, I personally have no problem 
seeing this as a full-fledged sequel. I think the new ships are really going 

to add a lot of new and innovative strategies to the game, and there are 
just so many new features that Cataclysm is looking to really change the 

way we play RTS games. Look for this impressive-looking sequel (there, I 

said it) sometime this summer.  

-- Tal Blevins 

 


