[image: image5.png]UBISOFT"





[image: image1.jpg]MYST

1V
REVELATION





Rand Miller
 

Co-founder of Cyan, Co-Creator of Myst
1) How does it feel to play a character you have created? 

 

Rand Miller : Honestly, it's just hard work. It's easy for me to know who Atrus is, but it's very difficult to actually be him, because I'm so nervous about remembering everything and doing it right. I'm not a natural actor.

  

2) Did you learn anything new? What did it bring you? 

 

Rand Miller : As an unprofessional 'actor' it always feels new... it feels that way each time I have to step in front of the camera. It's one thing to be yourself in front of large amounts of people, but it's very unsettling to me to try to be someone else. I've become very self-conscious of every movement, gesture, word, and so it always feel so awkward. I think I prefer to be me. :)

 

3) Your impressions about the cooperation with the other actors (namely Juliette) ? 

 

Rand Miller : Humbling. Here I am nervously trying to get through my performances, while Juliette does so with such ease. Oddly enough, her presence actually had a calming effect on me. She was such a delight.
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Juliette Gosselin




Actrice

 “I learned a lot on the shooting of Myst IV : Revelation, but I was surprised to see how different it is to act for a game. It is really difficult to express and share your emotions on the spot while thinking about the final result! There are so many special effects to think about!”
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       Michel Poulette



       Movie Director

1) When looking at the Myst IV trailer, one can have the impression that Myst is more a movie than a game. Will the game have more of a movie-look than other adventure games?
Michel Poulette : Myst has always had a cinematographic aspect to it and since our goal is to make the worlds as believable and lively as possible, it made sense to push that even further.  We have more live-action footage than all the other Myst games combined (9 day shoot with 10 actors).  But again, it’s all about “living” the experience, not just “watching” passively.  So you meet people and they talk to you, but they can also react to what you do and they contribute to your adventure.  There are no “cut-scenes”, everything is integrated to the gameworld and you really get to feel these people are there with you and are aware of your presence. We’re never TELLING you a story, you are living your OWN story.

2) Where do you think games can offer something that movies cannot, and vice versa?

Michel Poulette : Games offer you the unique possibility of interaction. You can live things in games that you never could experience in real life and since they are happening to YOU, you react to them very differently than if you’re watching them in a movie. That doesn’t mean movies are obsolete, simply that both mediums offer different but legitimate experiences. Movies tell you a story. Games allow you to live YOUR story!  Both are fun and, in my opinion, very worthwhile.

3) Why did you come back to using ‘Live Acting’ techniques?

 
Michel Poulette : The main reason is that the beauty and the graphics’ realism has always been important for Myst. It allowed Myst to appeal to a much broader audience than any other adventure games. One of the main idea for the Myst developers was to make a true sequel to the saga whilst using and enhancing the core values or the series. What is more realistic than real actors integrated into a photo-realistic environment? That was the whole point of the technology developed by the Myst team: give a true meaning to the term ‘interactive movie’.
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