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Accessible to all

Nicolas Beaudette - Everything has been done so that Myst fans feel at home as soon as they set foot in the game. The first event in the game is a direct reference to other Mysts, so I think they’ll love what they’re going to find.

Geneviève Lord – Actually, all kinds of people can enjoy playing Myst. There are explorers who wander around and discover new worlds. There are puzzle fans who enjoy complicated and complex things. There are those that just want to live an adventure and for that we made sure that the puzzles weren’t too complicated, that there was a way to find some help. Everyone can enjoy their Myst in different ways.

We wanted to make sure that people really enjoyed the game. We didn’t want people to get to a puzzle and think “Argh, this puzzle doesn’t make sense, its hell!” so what we did is we first drew and described the puzzles, we had them tested by people on paper, then we did them in low resolution, we re-tested them, then we did them in high resolution, we re-tested them, and afterwards in-game we tested them again! And all the time we adjusted things to be sure that it corresponds to what people expect. 

Patrick Fortier – In Revelations, we decided to add elements such as the camera and the players’ diary to help him in his quest but also to personalise the player’s adventure. If you leave on vacation, you come back two weeks later and you still have your pictures in your diary. You can also write in the diary to have your own comments. Players will feel at the end of their adventure that it was really their adventure, with their comments, their pictures. I believe its something useful for the game but which is also helpful for the players’ experience and immersion. 

Geneviève Lord – There’s the amulet, if it flashes, you can click on it and you see or hear something that took place in the past. It helps you understand what is happening in the present.

The zip mode is a way to quickly move between places. ‘Oh darn, I want to see something I saw at the very beginning three hours ago, players don’t want to walk all the way back there. We have little screens that show the places they have been to already, they click on it and “pfut” they are sent directly back to where they came from.

Geneviève Lord – The challenge was that we wanted to please the fans.. For those that knew what went on before, we wanted them to understand everything, but we also wanted to make sure that someone could just pick Myst up, play it and become absorbed into the game without knowing the background. So the fans will explore, read, examine the books, understand the finer details within the story. The new players will have a very enjoyable experience without having to go into such detail unless they want to.  

Pascal Blanché –We really wanted to immerse the player into a new adventure, a new universe, a new gaming experience, and I think we can say we have been successful in doing just that. 
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