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Mary De Marle
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1) How did you get involved with Myst?

Mary De Marle : My first involvement with Myst occurred in 1993, when my oldest sister purchased a new Macintosh computer and then heard about this amazing CD ROM experience. I was visiting her for a week when the game arrived – by the end of that vacation, I was totally hooked!

My professional involvement with Myst began in 1997, when I was hired by San Diego-based game development house Presto Studios to write and design the third instalment of a different photo-realistic adventure game series. As often happens in games, JOURNEYMAN PROJECT III was cancelled a month after Presto hired me, yet that situation actually worked to my advantage:  three months later, the publishers of Myst asked Presto to develop Myst III, and Presto asked me to write it.  

2) How different is it to write a story for a video game, compared to other works?

Mary De Marle : Writing a story for a video game is completely different than writing one for a film, television show, or novel.  Primarily, this is because the audience of a video game story is not passive. Gamers want to be controlling the action. They want to be presented with choices, and they want their decisions to achieve realistic, meaningful results. If every choice in a game leads to the exact same conclusion, the audience will end up feeling cheated. 

Although it’s possible to create millions of different outcomes in a story-line, the time and money it takes to do so – as well as to create all the assets necessary to show those outcomes during the game – becomes overwhelming. So the game designer has to think of ways in which gameplay can guide the player back to a central narrative path, time and time again. Without making it feel like the gamer is being manipulated.

At the same time, the writer has to discover ways in which to tell a story non-linearly. By nature, most stories are linear. Traditional narrative elements like character development, plot evolution, dramatic build-up and turn-around need an additive, linear progression to be engaging.  Otherwise, they don’t make sense. Because it’s impossible to predict what every player will choose to do in every situation, the writer of a non-linear video game has to figure out some way to ensure that “Plot Point B” of her story will still make sense if it gets experienced before “Plot Point A.” Something that writers of film, television shows, and novels don’t ever have to worry about.

3) Where do you get your inspirations for the Myst series?  For Yeesha?

Mary De Marle : Most of my inspirations for Myst come from ideas I’ve wanted to explore, interesting travel books or scientific articles I may have read, or simply the faces of people I run into every day. I used to live in Boston, and when I’d ride the subway with a friend, he and I would play a game together in which we’d make up lives for strangers sitting around us, simply based on the expressions on their faces. My imagination tends to work like that, I guess.

The inspiration for Yeesha came from several directions. We were told that Cyan had always pictured her to be like the character of “Ender” in Orson Scott Card’s novel, Ender’s Game. For me, personally, I fell in love with the quiet, courageous character that Haley Joel Osment brought to life in The Sixth Sense. But when I finally started writing her dialog, I found myself picturing a blend of my own nieces, some of whom are about Yeesha’s age.

4) How different was it to write for Revelation compared to Exile?

Mary De Marle : On one hand, writing the Revelation story after having written Exile’s was like slipping on an old coat. My experience with Exile had immersed me so deeply in the Myst universe, I was completely comfortable with the characters and totally confident in my ability to build a fourth, engaging story around them.  

On the other hand, it was a completely different experience – primarily because I was working with an entirely new group of game designers. The designers of Exile, Presto Studios, had a wealth of experience in crafting both a story-driven game and a pre-rendered adventure. They had a specific time frame and budget in which to create it, and knew exactly how to accomplish that.  One of the very first decisions they made was to create a simple story that was inherently compelling, and to keep story development separate from much of the game’s graphic development in order to release the game on time. 

Ubisoft’s designers, on the other hand, wanted Revelation’s story to be integral to its gameplay.  They wanted to develop a very deep, very complex story that would infuse every aspect of the game – from its environments, to its puzzles, to the final choices players would be asked to make.  We spent a lot more time developing Revelation’s story-line than we did with Exile. And I think players who enjoyed Exile will appreciate this story even more.    
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Rand Miller

 

Co-founder of Cyan, Co-Creator of Myst
1) What makes a Myst game a real Myst game for you? What do you think is the force behind the series? And how will this evolve in Revelation?

Rand Miller : From the start, we felt it was very important to focus on a core element of the series.  The brothers’ fate is something about which there has been so much speculation about over the years that we just had to get in there and elaborate on it. In so doing, we realised there was really an important story waiting to be told there and that we could finally bring closure to one of the biggest mysteries in the Myst series.  What also makes Revelation a “real” Myst game is the fact that you play yourself, you explore beautiful worlds at your own pace and where you have to pay attention to everything because everything has a meaning and a reason for being there.  I think the level of justification for puzzles, storyline and even graphics, is higher in Myst games than any other game I’ve seen and I think that’s at the heart of why people find it so immersive.
2) What are your thoughts about the storyline of Myst IV Revelation?

 

Rand Miller : Ubi's development team did an exceptional job representing the Myst franchise. Mary De Marle understands the subtleties of the Myst universe as good as anyone outside of Cyan. This was an especially delicate storyline, because it dealt with characters and situations that everyone who played Myst were already familiar with. The continuity was especially important to us as more of the story unfolds. I don't think any of our fans will be disappointed.










�











�








[image: image3.jpg]



[image: image4.png]

