Daniel Achterman, Associate Producer  - Ubi Soft, Inc
Daniel Achterman is an avid game player who is truly passionate about games. His love reaches as far back as Sierra’s “King’s Quest”, which he played on a PC so old it didn’t have a hard drive, and continues as recently as “Diablo II” and “Giants: Citizen Kabuto”.  Though most of his friends and family consider this passion a vice, Daniel sees games for the emerging art form they are.  Intimately familiar with the tenets of game design, he devours dozens of articles on game development a month, while squeezing time to play as many games as possible.  This passion is complimented by wide-ranging knowledge that allows him to contribute effectively to all phases of game development. 

Daniel holds a B.S.E. from Princeton University, where he studied computer science and electrical engineering.  His experience with C++, OpenGL, and other programming languages lends him a critical understanding of game logic and product development within a real-time 3D environment.  He is also a self-trained artist, familiar with both traditional mediums like pencil and ink, and modern art tools like 3D animation software.

Daniel’s varied talents are employed in a number of ways on the Myst III: Exile™ project.  As an Associate Producer, his responsibilities include consulting with the development team on game design, managing Quality Assurance, and coordinating the activities of other product elements such as Web Engineering. As the in-house expert on game culture, he contributes to his group's prospecting process in addition to assisting with the many other tasks involved with the high profile of the Myst product group.  He coordinated the creation of the Myst III: Exile trailer, oversaw the development of Myst Masterpiece Edition for Macintosh, is responsible for managing an outside web development team to deploy the Myst III: Exile website (www.Myst3.com).  He also invested several months working in San Diego with Presto Studios scripting the final elements of the game, giving him an intimate knowledge of the world building and scripting tools used to create Myst III: Exile.

