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Vanilla

Click "FX" and you will find a set of presets
which can alter the look of the game.
Whether you prefer the crisp, digital look of
original or you want a gritty, more cinematic
experience, the choice is yours.

The sliders can be set to more extreme values
but you'll find that the presets probably work
best.

Of course all these post processing effects
can be disabled, this will also help with the
frame-rate.

Vibrant

Film Noir

Sin City

Black and White

70 mm
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G String is often referred to as a one-person-show.

While it is true that I did it mostly on my own I've also had crucial help over the
years without which I may have given up. Obviously there are the many fans who
encouraged me to keep going and some did voice acting, then "Mr Zip" made me a
bunch of props and Phillip Marlowe helped me archive and promote but by far the
most help I've gotten was from Kristjan Skutta (Biohazard).

First he helped me port the project to Source SDK 2013 and then he added all the
post processing effects, the self awareness body, the gibbing, and many other small
features.

Most importantly he made the space battle possible with custom code and Al. The
Free Mars chapter could not have been possible without his contribution.




G STRING EFFECTS
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Under the Game tab you can also change
the HUD color and disable the first person
body model or light volumetrics for better

performance.
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G String has many particles and some
of them had to be toned down to
improve performance.

In particular the acid rain, some of the
space explosions and the gibbing/impact
effects proved to be quite a challenge.
Finding that sweet spot where the effect
looks good while the frame-rate stays
steady can be tricky.
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After many, many setbacks, disappointments and against all odds G String is done.

In the end tens of thousands of hours went into it and while I often doubted myself I had to keep
going. I had no choice as no other doors were opening for me. I hope it was worth it and I'm glad
I've completed it. I did enjoy the process most of the time and I could not have lived with myself
had I given up. Wherever G String goes in the future my conscience is clear: I did the best |
could with what I had.

Right now I want to see the game released and maybe put out a few minor updates; beyond that |
don't know if I can add much more to the project.

Before ending I'd like to thank long time fans for sticking around and encouraging me to keep
going year after year. Also a big thank you to all who donated, even if I didn't get back
to you personally know that your help is much appreciated.

I hope everyone who plays G String will enjoy it and get something positive out of it!

Eyaura

The situations, entities, designs, concepts,
characters, companies and locations in this
document are all purely fictional. Any
resemblance to real life persons, events or legal
entities is coincidental.

No attempts have been made to defame or
damage any real life persons or entities. All
media in the G String project, including this
document, is original. No copyright infringement
intended.

Special thanks to:

Kristjan Skutta
LunchHouse
Phillip Marlowe
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Thanks for playing!



