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HAPTER ONI

LM GAMES

Cr tretch their K 1 1ic Pr :
I T i ( | narkel. As mnei | 1 1 i
home rame, With car 52 billion in profits in 1980, and adding more arcad (aro : 16 DOSIE RiaEe
shstacles keeping them fron Its like Pac-Man to th in 19 Ala [ \ weh a el
! nagination o game design A IIH f |. \ =M..‘ Xpansi AL | i
T'o underscare the ing influence in botl : ne marke nl it was appa tth =
[ us business applications and entertainment M this same time, Lucasfilm wa displaying a audiences of special-eflects movies and the At
J D e CDP: -. [ ns, 7ime magazine named a coNtroversaE ) o : I‘.u|;‘l-.l.| e I‘II.III“'I‘III‘"IL I"':""\' \'I n une platorm had significant similarin
| [ it signilicant—Man of the Year: The Compulct L ght & Tt
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THE FIRST HIRES

computer projects f
luding Wall Street law firy
lell. But it was his gaming ered

publisher provid Laug

I'he remit? A vaguely dehned “Set
on becante employee nurt

make.” Atari would have first right o

) L
manufacturing and distrbutin the e whatever o the games group w thin the Computes
enten

eriain il My charter was Lo hgure out where i Ui

ment industry Lo apply the kind

would he good
evolunonary
\pproacht that were proving so re l

it was—although everyone involved wis ¢
of high-1eeh
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Thoughts on Game Development

David Fos
Lucasim, Led, - - é’

September 3, 1982 7/“’/ 1fn—

[ bave been playing a few new games and thinki
Here are some of my thonghts, gl LI the old Rame |y
® plary

Best of the Star Wars Filma

Since our game softwars will be a Lucasfilm

f prodact, it
what LucasSlm is famons for- its fitms. The best el il

PPropriats |

ements of the Star Wa 0 take 3 look 5,
®  The very very good vs. the very very evil s
® Seeret or unkpown weapons fn the hands of th i
! . ¢ hands he evil op i
with simpler, less eflective weapar RN whieh e0y Possibly by o

; : nbined in pew o
ol mgenuity, skill, and teamwor o

*  Overcoming immense odds hopelk . .
highs). peless (emotional highs aid lows, no jog
®  Darzling special efficcts 1
als, feeling of motion ¢
same ones over and o

ual ways) throngh 1hy g,

lities, Includes great soy
: nd eff
1t life and death stroggles, nnﬁ:;;‘:

* Fully engrossing storyl !
) n't put down. ) i B
needed - in fact there s} --‘-rypfew rm:ul.o:;k”'e it )

Computer Games Short y
So, what is lacking in ='s a partial list:
. Usuu}y a poor attempt ansed by a lack of hardware sophisties
t:an._ One game, Zax 5 a shadow. It looks nise bat the poizs
o!’ view is all wrong. You lcle from that perspective. The poiat of
View should at least L‘ rig L inside behind the controls, Battleose
is the best example I've see: simulation, although it kwky the flled s
sh_npes and calor of qther g 13 be alot more fun if you were inside the
ship rather than ontside it (po bird's eye point of view to help locate the

asteraids)?
®* Maoy games roly purely on the phys ills and agility of the player and don't rewad
intuitiveness, creative thinking, developing ¢ trategles or taking off-the~wall chances.

® Some arcade games include humor, usually when you are destroyed, but more in needed A
game with expertly exccuted animation can torn 80 average game into a hit.

¢ I haven't scen any games which make use of state of the art computer graphics technobg
Loren and I have been talking about using fractals in o game (see below). Hi: doesa’s sa 48
reason why sot. And what about the use of color map rotation!?

®* Many games don't have enough “intrinsic significance™ to them - who really il ::
shooting a bunch of rocks or cating little dots? On the other hand, games like "'h"ﬂ‘, w
mand have so much significance that they are frightening - they are s livle too e 3
current reality. We need more pure escapist fantasy which the player can really embrct

-

1
Computer Research & Development -1- Lot
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: arac
ptain chara

ais in cur ideo game i8 M l'u

go bas »d. The TRON Vi " doesn't

rent reality, Ltk

¢ k "user
gtaries wh with would be B 13 you, bat the “us®

on t! ¢) pers put e
ters which ”!‘n'l‘ 2 chtﬂ:"" tor winaing the £37 re. Usually the _devt!;)t makp” excel-
r¢ about bim (other = jey ond sound 3 this down falliog- tential to
T excellent graphicd O80T tioa to We have the po
ve u-' adher. Ohlj‘m) snd adequate graphics.
or ; i
ing the 1 ame i3
effects (@i th aress rs, Nut if 2 8
ames which are puperb i B0 way loo advanced for bei‘:enr:ns your skil it
produce £ levels of mARY games are ie | don't think l.b‘lt L riies through many
The begianing amé conpoiseur? wil P“r satling - se times, asil-
100 s!mp‘!’rﬂ' ‘rmr a » good method © ] advance
the start of B¢

] me
It might be pa!;lb-’::t,“
thaa -
Jevels may be bOriRE T e is beiay played rathet
ity sad mecuracy

Jayable by anyozne
through the levels

which b3

len

asure respon:
{or the aser B

; hicles,
s to be answere ters, but can-we s
Star Ware charc '

’
ensing Agreement s3y o roduce
S eircuitry [extra RAM mside 3 YOS cartndge to p

id ordinarily display!
VCS eart and still keep
rofit involved in downg either of the nbo:-':. pl;u'n‘lng to sell [ewer car-
IR o a1 Mighor 5 F:rl but making them the eream of the VCS games
e ame which uses & new VCS analog joystick controller. I k,now it
v N?d“m; ; gr can handle two analog paddles). What about a irack ball?
would be possible (esch port il MR

» J
§ome question it

o | koow we can’l we
* What does Lhe
to include a processar)
the machine cou

weapoos
s s it possible

mueh better games than

4
g coats 1casonable’
OM be squeezed iato 8

Can more than BK of R

t 11
{ shout a two valume game, Part [ and Part IL et
::;-'1'1" reaches & certain level/score, be can continue with the second cartridgr-.

A Game [dea - "Rebel Rescue® :

la this game, the player m operating a bigh speed X-wing Iu.i'c_tr:.fr.. The object is to .Ey
over rugged terrain while trying to locate s missing Rebe] pilot and his downed plane. The point
of view is from the cockpit, so everything oo the screen is sither the view out the window or the
coatrols

To ereate the sense of moving over the terrain, horizoata! fractal lines will be used. Esemy
fghter planes bave beeo alerted to the player's approximale whereabonts 8o th- plane must be

Kepl as close to the ground as possible to avoid their radar. OF counrse, if the player gets too
tlose, be will crash

To help locate the downed plane, » boming signal is wsed. The playez can tell whether he is
gelling closer or farther away. When the pleyer passes over the downed pilot, a speck can be

seen streaking by on the ground. Smce many other s !
L pecks also pass by, th
eye on the instrument panel boming signal indicatar. : T

The lane » controled by the j tick <l an ight m ves the plane lelt aod I.'IshL POI‘
P oys Lef dr B -} th
. =
ward asd back on Lhe stck adds or snhlruh ﬂhlud’e The b\lﬂol conld either be used for a

throtile control or as a fir ‘
0 ¢ Dution [st‘.'L I)’ L -
trol : bat b fear gaa for the enemy PI:IBC!} ossible controls

¢ fume becomes more ic
I diffical
changes from more or | ) =1 L loager the player Survives,

e tmd ko steep cinyons and v b Ve 5ndu1]1_v

!Jley;. Alter some point, Lhe
| - h . Points ar
far Bnding tha Joay Rebel "::rﬂ " e p?a.na forced into the & i

anyon walls, and &3peciall
fame continues 4t 5 higher Icv:l

Computer Resesreh g Development




to the game

and David

Kallner, Gary Winnick
Levine

Right: An onginal box cover

Jagg ines™—but whidl
a5 "Rebel Rezcue
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TECHNOLOGY * DESIGN

%74 WSlﬂﬂ

“CE-AIRILTY
L |B]
D ( r Intl
L
G
1)
ILM ¢
()
(
I pp G
e |
)
w‘l
o ) ” Fitting Fractals
f place ¢ ! )
[ nct ¢ button was added. That wasn't Geoeg ! -
£ I alented progra } roal i
r been ren | contribution to the design, howe I { "imooss i :
| ! \ iired vou to land, and then a pilot al really is ¢ SRR
-1 -0 ]
You st nd pick up the o Y D Lo VOuT \,i|.,‘.|‘||‘.‘|‘u. Lucas sug ; -
% ‘ H e {
through the mountain 15 (rick v now and again, a pilot could nut :
ships imvalved leading i a \ ] wut in fact it would be wn alien 10 dB5g e :
g ior \ange Signiic oF. :
crashed into mountair Ihis seemingly subtle design change
5 rAence and contt af
George Lucas wasn't overly involved in t ed the player’s expe sy iy

rame’s long-lasung appe u

but Fox and David Levine

games group, [ \tari :
20-minute demo of Rebel Rescue 1o the boss, Fox Fox securcd permissioR = il i o
mention Kk al the ti ;
recalls how Lucas sat at the computer, started flvint 37 ‘mll\ixlmm the game 10 I“.lL'{ O 2 Not surprisin aly, the puler Division then
g it th discussions en loaned
and asked him where the fire button was, only to b the manual or in any ol the I‘ first four Of 1 of fracta Carp l”: lo the games group 10 finish what n; d
. a il nd. th b
told that there wasn't one, Lucas then asked if” that alicns don’t appeat throrE T nto the b Lo w day rst ¢ “-.JS 18 Liicasfin 9ames guys generated
50 that just as you BeES generalo ' Culting-edge piece of techr

B it 10logy 1o power

the

y A

hirst
secing 4k | games

was a game design or a moral choice, Fox admitted
+ engEing,

= o ofl the engl

it was a moral one. In the post-mecting work on the landing, turning«




Rescueon (24
Wi

ATARI X LUGASFILM

AR Mgy s e B Y

ballbiazer

Above: A model Jagg: suicide
saucer crealed for Rescue on r‘ H ;
Fractalus! packaging

Left: The Ballblazer Rotofod

madel used in pholograghs

1o help promate the game's

launch in 1984
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e idea
mputer
deogames

wwe’re trying to changé€ th
o be a €O

that you have
programm

r to create vi

|
[ Atgri and Lucasfilm |
Plon Joint Venture |

[ In V:dzo Produc::

I Warner C: xnmumﬂl ons Lnit
l And Movie Firm to o Markst l
‘Raiders’ Game Cartridge

Above: H

Star Wars—The Arcade Machine Legend

:

_. "
il

- P

o

3

Al
i
in the games industry 18 the e
ed landfill in New Mexico that b
unsold or returned ELo ‘
rikel |
mplosion |m||\=\-\‘|n.‘|||.. release | At
Atari/ Lucasfilm games this after mo8 i '
was not
pan of the actual gar at
al game de:
e desig

0
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CAVEVID

ACLADYAN
\ 7 WA

9.6 TO1 DROP AT ptsr oM Spopr 4 rovedt DARK
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s Rift and The Eidolon
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WraASF il
A ﬁ_—}ugﬂ “It was a great time for raw
SR S innovation, surrounded by othlf’:rs
doing groundbreaking work.

CHAPTER Two

ADVENTURE SIMULATI

[ueASFIL), B

Ci mitract renegotiatio ust live months, generating 70 million arkn s

distributor, and figurin Sull, the parent company vas st

reputed §100 million per month as alld 88

Ili].llt'(i Resc ue on Fra La

Xtravagances and cscalating license and e

retail \hfW\l'\ildlfil(fl“liig.l“ nent costs converged with plummeting e

management. So while Peter [as | Unconvinced that a trnaround s in Geas [;q y/ ! ‘ l A
- . Icas ct leader Hal Ba 90
o I‘”[ S (,’(1”]. = oy e aita Arnold returned the call from a recrumerieg lw SFHJUM ed | ‘

. ing Lucashlm in late 1983
5“.\" "\r“”](l ]””Ird ’hl' { ””II"”H LO Imal £ Lh¢ | ‘\\f-’l\ Arnold entered the [resh ceiss GAMEB

. @l
of Lucasfilm Games in Januaryl

growing and evolving business. pasture
found the first group of ¢ mplayees sar : ; i G
e ¥ | round 10 am. and workiE T CRO s l, P Mornings vealls Lnea

Ararisoft group, wh iccessful arcad recall the era as -n=4'"=“'“““””ﬂlﬂ I | he Loat B
games to new machines outside the Atari family fun, *It was a great time for s s A i i % gz
After hitting the market in fall 198 withiaread: surrounded by others doing g ke k‘; . I ; b
versions for the Apple 11, Ti99a, Commodore 64 recalls Arnold. Alongside Lucatfln S
Commodore Vic-20, and IBM PC, the Atarisofi eam  Graphics Group was usingits IMECES
shipped 35 products across the five platforms in graphics mat hine to p yroduce - high-<!

24  ADVENTURE AND SIMULATION 19861990




@ Firs v I f av m ar Gam
[JJ' G e
Th Fi t Mo e Tie Labyr h The Co

DIPPING A TOE IN THE
SIMULATION WATERS

M

ELNCTR®NIC ARTS

PLELISHEG
ELELTROMIE o

-

=

e e

¥ =

\rt

Biong: T Jesigm [GF PHALD
PHM Peg

Right, bottom: (

power, ax

Pegasu
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Basod on the Jim Henson film.

€ DOOR LEADS TO
OEKTQNN DEATH.

===
o - I s
A

|
llq, 4

1]

G
<)
INH S
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* CHANGES EVERY GaME IRENE
M

COUBLIETTE EsScHEeR.

JARETH

PlaND KE KNG
—ORRI\DOR. ey

SASTLE |NTER( <

TLe € [
<R DOR /GeBLING

[SoBLINS /) Po

after
to me
QOB (N VLA, WDEEGQMN “Steve [ArnOId] ((:Iasn;ied ;Come Up
QoBLins — DQR/“BLN |s SCUMM? b 5 ift an &
- % WHAT 15 TH o e successful games ¢ nis RI

[n the adventure genf y Koro
CORR.|\PoR,

res, Planct
1 as Infocom’s Zork &

with a hit.””

.nd Hitchhiker's Guid

Jlay
their gamep
Iy text-dnven
erely tex
pl

o that would Lr gcr L
sn. Essentially, the player hic
d action

JIR PIpyMus the game designer s x|

4 ¥ ; ch” and vou
v ‘,.‘,-|r-.|-un|m-s“’|‘-‘"‘. e .‘ it
FﬁLf:E e typed “Pick up I‘m“:‘;l.“” g understood. Tha
! ENDfN(JJ too-familiar message of n B
' TethmigUe vk elimsy iz
l: ' 1 ” who was originally hired as a summ :
’ ' ﬂ?‘ 0 the games group and just never went ba

1§
|
an
£
e I yrting Koronis Rift and The . |
ege. Responsible for porti .l
LY I G : “
| Eidalon from the Atan 800 to the Commod I‘“ ’I sf
| Lfknoc e e i
‘ - Gilbert’s solution wa : |
. 1 on key action terms such as “Ope; Iﬁl. Picl .ﬂ
mﬁ;t up,” and “Use.” With those words as visible choices
GOB‘—‘MS to selectin the interface, the player could use the = i
o IS€ [0 UNCavVer interactive i"‘l“" n the mair Gilbert ol . | . |
\PoR(pY ime screen and choose actions from a more | chily I TRt ' | ‘:
| (] tocused menu. Picking from fewer a Dt ‘ 5 ;
= [Zra By would guarantee a more resy thar ike long hay n I Programu ( pposit
HEDGE \Po 'E"Gp_,:\"& Bye I‘ I'do ot ¢ |‘ tand.” But the developers needed o Morningstar (who would 11 o
Bu Ns - WA LL oF HMD do not understane ut the develope : : i , ;
(AJ Gol !: ~ | S Way to pawer these streamlined sameplay mechanics ary Habitat on multiplayer gam o ! I
One benefit of Lucasfily Games’ attachment L senpung language, and h offered to write the fire ; HER
™M 10 the bigaer Lyca film Lompany was access 1o (he TR il S b
= ﬁ._._.._"'—""'"—] !:!-n\\lu-\l.mnla\l X workstation Ihesg high-end de Mg concept to use g the test ibject for this |
Al e CQ&NPQIL COMPULETS were ysed Primarily fo; Powering the
GoBLIN

technology ¢le
—

velopment. [ Was 1 Tk

INFINITE <oRRIDOR.

MASSIVE numbep.c nnching re quired by (he

concept, and is luturisty

movyg

vils that gam,
Visual effects of he day. Thy perfor

. - X mance hopsy 1nspired by the onginal 198 movie Heas
o o B afforded ghy Eame * PrOgramming was
; Hodace K

SIgnilcang
compared to the (i, ILwould hay
MOVIE_THEATHER /Movie STARTS
ThRe "

taken op 4 large(

lnmmml-m- 64 sysiem Yet, it 1

i also cleay o

.@ > TexT ADVENTURE]




MOmized With

S04l was o

cn thy

1 for \J\II\.H
UVILY coyr ng

ight-knit team

e SCUMM

only part of

turn dull but

clearly

ney were mis-

LN -j-‘ll‘\fl mng
Lucasfilm Games
named alter

- ote Mamac Mansion

ADVENTURE AND SIMULATION 1956-1990

Acronyrp_‘l:ranslaliun

SCUMM
Tha enlirg Scipling langus
MMUCUS
Relaled (5 tha At Compyaa oo
FLEM

Used 1o lag the
(which woy

SPU™

The runtima

Enging of SCUMM |
the SCUMM Presentation

BYLE

The anim

en tool used t conveq
onginal Sun workstation (g work g #
SPIT

Used to manage the fonl ys

on-screen lext

308 an
el ]g—,.J

MANIAC MANSION

| Gary Winnick had generated the

Ron Gilbert ant

idea for Maniac Mansion

C OV 1 ahly qu 15
s, a Sl Iy ¢
harror tales,
Move k
tion for

« i ] s S10NS.
NINg sessie

I and numerous bral rr

[ humor, &

Gilbert w T k the 5 Wl Wals
the gamer, Winnick the art Gilber
5 \

¢ gaming, and
. n adventure gz

col with text-drive

frustrated w

was interested in a more graphical ‘Il:\<.f|\llll :
Winnick drew a picture of a spaoky IH.H\\.I'II\ with a
sign that read, “Trespassers will be horribly mut-
lated.” Gilbert thought it would be funny 1o parody
the old standby of the horror genre: tecnage kids
entering somewhere that they shouldn't; being split
up, and getting killed ofl” ane by one. As they batted
around ideas, Winnick developed a playable paper
version ol the game as a proal of concept. Though
neither designer had previous game-design credits
under his belt, eardy tnals and experiments suggested

the project was worth the time investment, and general

manager Steve Arnold gave them the green light

Under the existing retail-distribution agrecment,

Gilbert, Winnick, and Arnold presented the game

to Electronic Aris. As Winnick tells it Iheir upper

management’s reaction was that an adventure game

In a comedy-horror genre wouldn't sell. Since EA

Wis our lunding partner and distributar, that pretty

much lefi the Praject without a home.” Bug Arnald

howed Faith 1n his design ers and decided (o sell=fund

developmeny making Lucasfilm Games

i publisher,
responsible for distributing thy title 1o retailers
His trust in his team

warranied,

and their Coneept was

as Maniae Mansian ntroduced severg|
Ireshiideas o (he advenur Benre. It spawned the
lerminology "pulm—.nm!—rhq K" hecause the contral
mechanism had Youclick on (he g ene backgronn

1987) through a joint allec-

Halk
Pick
Hhat

and the pre-set action words usis
It also involved three dilfer
which gamers could sel

cach playthrough unique. To

(1}

Maniac was packed v
many moments would later be releres
in other SCUMM adventure

Lucashilm Games

McKracken and the Alien Mindbenders (1988). 1

game revolved around 1 tabloid reporter (the tiyl

Zak who makes up stories about Elvis sightings and

other fanciful events and then learns that thes

stones are actually true. In the altermath of this

shocking dise avery, players controlle tour character

A quest (o stop aliens Irom “dumbifying thy publig
) . 1

Because this seq ond game was dy signed by
David Fox ang not Ron Gillyerr,

it required some lun-

4ks 10 work with the SGL MM Cnging
It took Fox JUSt nine

damental e,

montly HI1I!|II'I|I[I‘ the FAITIE
ut he of 1 Wiorke Nl mudnggly nad Iy nd 1o
Len y K I 11 |
L I YO




This page

MANSION

¢ RisK
ENTER AT youR owH
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“We knew it Was qoj
90ing ¢
but_we knew that conneo be harg
telling was fundamentaﬁted Sty
games should ang Wouldy ey

90."

RESEARCH & DEVELOPMENT: HABITAT
{
!
i
:
[
|
|
1 G
()
: 3
(
- A
Nice day for ? .
ice day for
Ling.
1
H
Q-1
W
D I e
[ A i &
abs
g0
1
e
| 1 )¢
i aft
Above: Habdal enabled modern Habita NowI M ( el t a virtual w il when N es
equipped Commodore 64 users (o i : P it
talk to each other in a virtual world mark issues prompted 2 ne chang 1 1 I walir 1 word deil - L
davl T : States
were “Lucasfilm Universe,” “Lucasfilm Games All stion (and still used ¢ (i | art was
ance,” and “Lucasnet”) stands out toda int th other | 'ﬁl 2 v
sased of 20,08 L — ind the
lorward-thinking project. It was philosophically in tune  online world comj _— - - 985
lual screens CONAESE "
with what gamers wanted, and was technologically tially individua . aUaﬂT
fitional regions. Even WitHEEEEEEg u L’n/{
about ten years ahead of its time. The Commodore 64 additional reg eractht 8
: ew frontier ot §
computer had a [pothold in the LS. home-computer ing this brave nes
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Rl |
B |
i
i
w b o 84 !
" cun =
| _ prmar’s sl :::r“'df,n.' !
pcm 0 DI e OPTE s O
‘ »‘y.!-‘"“ ”Wir:):: will oot 7 ‘,;.-_u S i
- wo pcabead B GETEg BT dowe ¥ :
CHAPTER T | e ol e BT T oy 7 " e beling 0 2
pead e €8 . Dot Y7 poizties B
E AVATAR | e O s skl _
i I i ASHIONABLE / . i |
The pioneering work on Habitat by THE FAS | Lirpao sk It
- - The sght & * g
Chip Morningstar and Randy F T ‘
i Morningstar and Randy Farmer, . il
w rogr e T i |
p 9 ammin urus Who an action like gak O e e g™ Pl = ket pisas e DA Bl
& g. g KIng an "’-|-.. Po -.;:__‘.Iw,.;/ "'::w....- P co s g —— i Hat 3 ”
what | T aned i i W s
ad built the system infrast at happens g o |
ructure, 1 0 g i
- 4 runs or lops off2 T laly o T each’s i 2 AP | l
earned them a First Penguin Awa rd 85 OfT2 T iy e | !
CITOr, and ingredip), iy I g RSB B R ok |
at the Game Developers Choice s et g i T . !
£ | A signihican ) A tesg 3y .-:::'d_j”” ‘H':Jr::’::;h i l'l
Awards in 2001 g Ao ity o e T b
[ gaume .\‘.p””“j”” Yo' o Habin, Dot foiow & JL
Crmally fiem e you & ]
Games ag & company meet L e ad you 0 [ .}|
Ctling N eary | o 1
Right: R Winnick creating e !
.g : ICK Cr alng IN=gamge aVatary o) anded [‘.“.J.ms'"‘*’n'i"r;’l | 'i
. p .y color. Thess can be
| Grearge Lucas and Stevy Arnold. () - e I l {
beta software for this superb, b by pointing o am wih e cunor H
macle wvailabl and they v : and choaing e O f ‘! {
NETY 4 1
y Ik |
Q-Link users. ( hat rooms we 1 -1 |
i |
ment source over these 30H0-b ud med ‘ $
Rabbit Jack's ( 4sIN0 program prg 5 l
the 50,000 Q-Link subscribers. Sorme 38 e |
Jack’s disks had been distributed to e ; i 1
|
and players of that pame accounted ke |
| 1
( Bt
i pereent of the total system usage. | that bandwidth number ta 30 percent I'he way the commercial release in the United Startes, Lucashlr | Iﬁ
e : : ; |
release, Habitat's 500-disk distnbation ystem was built, the server software wasn't capable Games was abl ecoup most of 1ts developmer 5 |
Lot
B L who gabbled enough logged fime o & ol hosting that population while still being success- costs through these side deals. As fo Quantum ‘ |
’ po d 1 percent of the entire system usige U tul,” recalls Arnold. Ultimately, these business chal- Computer Services, in 1989— 1 vear alt :
rd duct slrnkrlin language of carty onlne<Ss enges caused Habitat ta be cancelled after the launch working toward a launch for Habitat—the compa . I
Despite t pPpPart wing Lo ,ui!lllll'l\_AIHIIIII-\Fll.lfl\wl\ mall grog & panty, but before it had gong into full production and changed its name 10 America ( Inling
reached retail shelves. 1 would simply be 166 nonila:
program artificial intelligen haracters was spending a vast amount ol nme e , : Lwould simply | 0 popular, [he pioneering work on Habitat by ( hip i
' oeonke | nd the necessary server hx would be 100 expensive ) 4
ven that all the players v It cating interacting with the world and 1ts e o o ey Morningstar and Randy Farmer the two program-
1 el 1o make the project viable And so this massively i 2 !
rules for plaver interactions required the d clopers like Habitat was a huge hit-in-the nginal HOE Eurus who had built the systemuntrastructure y
play : y e dev [ kil anginal inventive, and cutling-edee pProject wa 1t} ) [
a0 (he beta was e EE 5 & Yas carned them irst Penc i
|II'H"I\‘\'H|I\I|I never belore considered 1n game in the fall of 1988 the betay ( shelved for US releas: e a Figst Penguin Award at the Game ;
fila o s
arty as Lucassd Developers Choice Ax o Mically upgraded in 4
design. Remarked Chip Morningstar in a long treatise nightclub for a launch par }l"l\l\\|rn\||..-\\j‘1|\lr-ni|\\ however, Hat % 18 duacda fn 2001, ancetved by en PC |’-_JQ'J3
: volutionize £ vag oLt co-worker Noah Falstein. the by Fainben A
Rl rs croation proces Aol circle ol living l_l.l,:rll.|!I"I"”'(l|”"‘ wasn't a fuilure, The game w "i""lw-uln.l‘,”, : l Ustein, the aw lrwil\\n}..-,,,__u.“_” by Rainbow Ar
s
»m lurked lor use on s annually since 200] oo e
Hell awaits the implementers ol systems invalving that But a problern B 1 FM Towns PCLji, platform, and the ’ ' recognize the courage and
; <5 ors WEIT ke 7 ravery of a develone
g . i A00 users W y Heeessor 1o Habitag wag pe g 1 developer wha testec Pk d
most important category of autonomous computa- Esscntially el WS recast (with several of (he I Y00 tested the prow rbial X
. (hy remal original plangeq aters, unceri o ‘
E " ¢ Habitat that they Anned features poy . AN ol success or | lure
tional agents: groups of interacting human beings ta playing [ the net describe U as Corpe Caribye Penguin | PR e
reent O Sas an online () 3 K served as g e vsters m 1Q
- \ cat up | percent L& 1€ Club Meql, - ; A lesson, gy & €rs m 1887
I'he team needed 1o ask innumerable questions enough o catup £ ] roduc Same sugcess. Ty ed, where i ¢ njoyed rest of ind in Piraton, 1o (h
bandwidth; a full-run | e * though Habitay ey oy e community gy r the y .
about what was allowed and what rules or laws gov- g K's Casin® ||n|m{ri"'“" ceved a %als
: 2ot Rabbit Jack's &4
crned player interaction; for example, i you pwunllrd attract Rabbit ]

40  ADVENTURE AND SIMULATION 1956-1990




THE SE( OND MOVIE GAME
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March 3, 1994

Vince Lee & the Rebel Assault Crew
LucasArts Entertainment Company
P.O. Box 10307

San Rafael, CA 94912

Dear Vince and the Rebel Assault Crew-

I am extremely excited and proud of the gre

sales success and acclaim that it has receive

you've extended my original story ideas into

seem to have set the standard for what this 1
entertainment. It’s great that we can also set

It's a job well done. Congratulations,

Sincerely,

cc:  Randy Komisar
Jack Sorensen
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Indy in 3-D
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like the horse-

at 400 miles per hour

there's

Diving into the ¢
presented challenges for
belore flexed its design talents in this genre

combat games
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Star Wars: Rebellion
—

srammARS

BELLION

ERORGE

(2B
=
a
.r

——

Star Wars: Force
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Above and right, top: (

art for

Janus

Right. middle and botto
Concepl art for Sawyer, by
Eddie Del Rio

Opposite: Characler develop
ment and concept ar, by Kathy
Hsieh (1op) and Eddie Del Rio
{middle and bottom)

Sawyer

n 2000, LucasArts planned to rekindle some of its quirky,
comedic adventure roots with a game concept thal was
likened to Zombies Ate My Neighbors (1993). According
to John Stafford, who was involved in some of the design
meetings, it centered on a young boy fighting aliens with his
gang of friends in suburbia. Using slingshots, bottles, squirt
guns, and other *toys,” the kids would overcome great adds
and beat the pesky aliens, all without any adults finding out-
However, the leam was eventually reassigned to Star Wars

Bounty Hunter and Sawyer was cancelled.
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1ad struggled to deliver
diaslic fanbase. For
vever, LucasArts used a new
or fulure hit-game
eate ils own unique engine
ed the engine that powered
of Empires Il. Without the
core lechnology creation
produce a game des gn that used
elling) gameplay mechanics. The
e was familiar to gamers who had
in the Command &
mat populated with AT
Gungan sea unils, and playable hero
such as Luke Skywalker, Emperor Palpaline

1 Han Solo; it was therefore a much

of both the real-time sirategy genre and

ng
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CHAPTER SEVEN

ingle game LucasArts

Star Wars galaxy. In
L PlayStation 2 port of Escape

from Monkey | | stood out from another Star Wars

locused release list; and of the seven games LucasArts

published in 2000, the only non—Star Wars entries were

the original PC version of Escape from Monkey Island
and a Nintendo 64 port of the 1999 PC release Indiana

Jones and the Infernal Machine.

Episode 1 The Phantom Wenace had reinvig-
orated the Star Wars gaming brand, introducing
1Is new story Lo a young, « uulrm-lmllu_l\ .|||d|r|l1 .

s e d
Its popularity se emed to imply that the expandec

f sptertainment
audience would eat up any interacove-cnie rtain

5 / sline.
|;m:im ts that were set in this new Star IWars imelin
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“We got the chance to explore
existing worlds and to add to the
official Star Wars canon, including
a brand-new race, the Selkath of
the water world Manaan.”
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ol the Old Republic went on 1o pay

sequel, developed by v
: : I \le.|..‘.J”,‘H_m”“‘“_ Wi ghts of the Ol
ived up 1o the hio : G Far g

I 1¢ high standard of its predecessor - aft Stovostoopar o

aI-IODT

20
DEVEL oPING \\'IIHOUT WALLS




o~
L
=
=
o
—
L
=
3
w

DEVELOPING WITHOUT WALLS z2001-2007

164




Right, bottom

164 DEVELOPING W

THE AL
M\
ENT OF THE MmO
RPG

Sony Online shifted 1 developime

San Diego o a new stu

ITHOUT WALL s 2001-2007




S Gladius

of the RPG strategy

I(.: e (‘ - Gladiaional comb:
Opposite: Concept sketch | QR Gladius, as you am of warnors [0 fight in
Nephilia, by Zhang, circa 2001 the ancient arénas Inver acler and ¢ reature design
(as evidenced In the concep! yrt by James Zhang) and an
- made the game 8 hit with

entertaining game play mecha
the relatively gmall audience that bought it
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Pangaea

This page acle ot
e pag Over time the Pangaea concepl t through several

iterations and directions, but was always intended lo be a
massively multiplayer game for the next generalion consoles
(Xbox 360 and PlayStation 3). According 1o LucasArts lead

designer John Stafford, the game was “a Greco-Roman

fantasy MMO based on cancepts from Gladius

*We designed classes, dungeons, economics, a religion

and all kinds of weaapons, Is Stafford
ompleled. *We were dealing with

-h as how lo creale a robust

hat kind

and magic syslem,
of the work that was ¢
lots of tricky problems, suc
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Above: Box art for Star
Wars: Battlefront (2004)

Top: Concept an ilustraling the
ilable lo

five character

players in Pande
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2004 was a key moment in LucasArts' history

_|\|1: Ward had segued over from h|~}--|~|rum 15 VP ol

marketing, online, and global distribution at Lucashilm

to become president of the videogame liranch ol
the company. As such he'd ‘HII»HHHH.L review of the

entre Inirastriciur |H||H||I|nln||| game develop

ment to marketng, production o distribution. I was

askedl to do a recon mission of the situation and what

1 walked into was quite a mess * Ward recalls, Ward's

audit identified such problems as misjudging the tran-

sition from a PC-driven market 1o a console drnven

market, and he presenie d three questions (o Giennge

Lucas and the company ‘s board of directors

1. Do you want to be in the videogame

pusiness? The answerwis ves: the release ol Sar

IWars: l’,p]uulv [11 Revenge of Uit Sith in 2005 would be the
last of the movics, and an internal audit suggested that
in the following ycars, the major growth area for the
entire company could be games
2. How do you want to be in the games
pusiness? [t was obvious (hat LucasArts ¢ ould take
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Mercenaries

Developer Pandemi Stud
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Desert Strike for the latest
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generation of
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Best Tech Practices

To power LucasArts' lofty

generate t

platforms offared and fans exg

exernally developed technolog

game designers deliver the

Technolog

gy devel

a biomechanical antificial intell

r Natu

to apply behavior to a character base

silualion. If an enemy is hed off a ba
fo grab Uf\‘r_’dwr_’jt_‘u‘_uvuhlmr‘\*u M, OF |
ground? Instead of creating nun animations

all possible outcomes, the euphoria engine simulates the

possible behavior and streamlines the outcome

George Lucas, of course, had to sign off on LucasArts

intended investment in the internal technology infrastructure

The planned relationship with NaturalMotion would go

bf:yond a leguFar lic ensing agreement, ensuring that the

lechnology was intimalely inlegraled across the new internal

organization of development leams. A relatively simple demo
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