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Is the story a continuation of Myst / Riven?  Yes. The story takes place after Riven, and introduces a new character whose home world was ruined by the two prodigal sons from Myst, Sirrus and Achenar.   

Do you need to have played Myst or Riven to understand Exile?  No. All the history you need to know gets revealed as part of the gameplay experience.  Essentially, Exile is a mystery.  Like any good mystery, uncovering the backstory is a major part of the plot. 

What is the story?  The story picks up after the events of Myst, Riven, and the three Myst novels.  It introduces a new villain whose home world was destroyed by Sirrus and Achenar, Atrus’ sons.  This man resurfaces in Exile to seek revenge against Atrus’ family—and it’s up to you, the player, to stop him. To do that, you have to explore several Ages, navigate their puzzles, and gradually uncover the truth about the villain, these worlds, and their connections to Atrus.

Will players have much interaction with the characters? Characters play a key role in Exile; they advance the plot, provide subtle clues and backstory information, and continually draw you deeper into the intrigue.  As with any Myst story, understanding the characters is essential to solving the game.

Can the player die?  Like Myst and Riven, Exile is a non-violent game.  But it’s also an interactive one—meaning that the choices players make are what ultimately drives the story forward. Some of those decisions can lead to less fortunate endings. However, there is no need to save your game every five steps. Exile will always give you a chance to make different choices.

Will the player travel to Myst or Riven?  No. The game takes place ten years after Riven.  Atrus and his family have moved to a new home on a new world, which is where players encounter them.

How many worlds will players be exploring?  Players will explore 5 new worlds, each with a distinctive theme, visual style, and puzzle type.

Will the worlds have to be explored in a particular order?  No.  In fact, we purposely designed the game to give players a realistic degree of freedom in deciding where to go and what to explore.  There is a central hub Age in the game, called J’nanin, which means “World of Learning.”  The puzzles on J’nanin uncover other areas in the game, but since these puzzles can be solved in any order, each player’s experience will be different.

With so much flexibility, how does the plot stay coherent?  That’s what makes Myst so much fun!  Since we can’t predict what puzzles players will solve first, we don’t know the order in which they will encounter information and story clues.  And yet, stories do require some kind of linearity to make sense.  So we’ve broken up and scattered the information throughout the game in such a way that players should be able to piece it all together correctly, no matter which pieces they encounter first. 

How long have you been working on this project?  We started working on story development in Spring of 1999.  By the time the game ships, we’ll have spent two years making it.   

Is this game pre-rendered or real-time 3D?  It’s both.  The game is being developed using a proprietary engine developed by Presto Studios in San Diego. This engine allows worlds in the game to be pre-rendered—ensuring the highest quality graphics possible—but it uses real-time 3D technology to display them, thus immersing players more deeply in the worlds.  At any location in the game, players can look around in full, 360 degree pans—even when animations and videos are playing, since we can play these in the nodes without having to keep the camera locked down. 

So, is this technology an improvement over Riven?  Yes.  Riven and Myst were both displayed using a slideshow format of individual pictures. At the time, this was the best way for Cyan to ensure high quality graphics. Presto’s new engine retains this same quality while adding a tremendous amount of navigational freedom.

What tools are you using for development?  The vast majority of the 3D worlds were constructed using 3D Studio Max by Discreet.  All of the video compositing, editing, and most of the programming was done on Macintosh computers.

How big is the game going to be?  We are targeting a size similar to that of Riven.

How many CDs?  The product will be on 4 CDs.

Mac and PC? Yes, both Mac and PC versions will launch simultaneously, on the same hybrid disk.

Will the game play on other platforms as well, like PSX2, X-box, or Gamecube?   Myst III: Exile will ship on the Microsoft X-box in Japan as a launch title in the fall of 2001. It is undetermined when the game will be released on the X-box in other markets.

What is the target audience for Myst III: Exile?  Myst III: Exile is clearly a product for fans of the Myst and Riven universe, but it will also appeal to anyone who likes to solve compelling mysteries, or to families looking for a game everyone can enjoy together. People who enjoy immersing themselves in a good drama can appreciate the product, primarily because it revolves around issues – isolation and separation from home – that everyone understands. Everyone knows what it means to be separated from the people you love. Everyone knows how it feels to want to go home.

With the current crop of action/adventure games, how does a product like Myst III: Exile stand up?  While there are plenty of action and adventure games for consumers to chose from, there is only one Myst. The game enjoys a legacy that is hard to match in PC gaming; it has sold over ten million units worldwide since the original Myst shipped in 1993. Unlike other games, Myst emphasizes exploration, presents an absorbing story line, and most of all, doesn’t require any expertise, like running, shooting, or technical knowledge. It allows the player to move through the game at his or her own pace, exploring environments, solving puzzles and saving games, to return to them later at their leisure. Technically, it’s also a game that can be played on a variety of systems, making this adventure available to core, casual and neophyte gamers.

How much input has Cyan had?  Cyan created the Myst universe, so it’s been very important to us to make sure that Myst III: Exile fits in with their original vision. During the initial story development phase, we met with them frequently. Then, whenever specific D’ni-related questions were raised during production, we contacted Richard Watson, the primary keeper of the D’ni universe at Cyan.  

What’s it like working with Cyan?  Cyan has been very cooperative and responsive in answering our questions about the Myst universe.  They gave us a canvas on which to paint.  It’s our job to stay true to the vision.

How is this game different than Myst and Riven?  It combines the strengths of each game, while diminishing the weaknesses.  For instance in Riven, it was very confusing to have a puzzle solution provide a result on the other side of the island.  In Exile, the results of your actions are immediately apparent.  And that immediate feedback is key to progressing through the game.  Exile is probably more comparable to Myst, in that puzzles tend to progress the gameplay by revealing part of the story.

Is this an easier game than Myst or Riven?  Every game is different for every player, but it’s probably safe to say that Myst III: Exile is as challenging as Riven and at the same time less frustrating, because of the immediate feedback.

How was acting in this game different than acting in film or television for the game’s main actors?  Brad, Maria, and Rand told us that the experience seemed very surreal at first because there were no sets, no backgrounds, and often no other actors. But at the same time, they said it was very rewarding because they could see results very quickly.  Having seen them, they could adjust their performances as necessary.  

Myst and Riven have a huge following of very devoted fans.  What feedback have you received from them so far?  The feedback from the Rivenguild (www.rivenguild.com) has been very positive. When the Myst III: Exile trailer went on-line, there were more than 100,000 downloads in just the first ten days.  Hardcore fans have been discussing it ever since. They’ve picked apart every screenshot and developed countless theories as to what the story line, puzzles, and puzzle solutions may be. Their anticipation for the game is extremely high, with many saying they can hardly wait till the game ships.  

Cyan is not developing Myst III: Exile. Another developer, Presto Studios, is.  Do you think the truly hardcore fans will be behind this game?  Since so much of the feedback to date has been so positive, it’s safe to say the majority of the fans are very supportive. Of course, there are some that are concerned that we’ll lose the core sense of the game—the elements that make Myst and Riven so enjoyable. We’re concerned about that, too, but we believe we’ve addressed those concerns in the game’s final design.  

How?  How have you addressed the concerns?  Well, part of what make Myst and Riven so good are the “Ah ha!” moments, those times when you suddenly make a connection and know what has to be done to solve a puzzle. The problem is, very often you don’t know why you were supposed to solve the puzzle in the first place.  For many players, this made playing the games very frustrating.  In Exile, we’ve integrated the story more deeply into the gameplay; now, you always know WHY you need to do something, you just don’t know HOW. As with Myst and Riven, you have to observe your surroundings very carefully to find the elements needed to succeed.  But when you understand your overall goal, the frustration disappears. 

Will making the goals more apparent mean that the game will be easier than Myst or Riven?  Not at all.  Exile is definitely as challenging as Riven and in some ways, may prove to be a more rewarding game experience. One of the complaints leveled against Riven was that there is a large chunk of story given at the beginning, and a large chunk at the end, with very little in-between.  In Exile, we have a much more consistent progression of story throughout the game.  It starts quickly, just as in Myst.  Then, as you explore and solve puzzles, you are steadily rewarded with more pieces of the story.  The more pieces you discover, the more driven you are to discover what’s next.  

What else are you doing to garner fan support? 

We’ve developed the web site, Myst3.com, to serve as the definitive information source for Myst III: Exile on the web.  Every screenshot ever released is archived there, as are links to other Exile-related articles on the web, forums for fans, contests, exclusive inside looks, and frequent updates with Exile news. The site was developed by Gordon Currie, an avid fan who has run the Rivenguild site since 1997.  He’s very in touch with the fans, and works very hard to create a fan community on his sites.  We’re very pleased to have him working on Myst3.com. 
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