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Geneviève Lord   Geneviève Lord


     Producer
1) How do you explain that there are so many women at high level position on Myst IV : Revelations?

Geneviève Lord : Myst is a non-violent game, with stunning graphic quality and an intense story. This makes it a very appealing game for women, whether they be on the development team or simply players. There were more women working on Myst at important production levels than other games (20%). Also, more women play video games, it’s a fact. If, in a near future, more women-oriented games are developed, then perhaps more women will work in our industry. Hopefully, they will have an influence in games' developments and will contribute to intensify the diversity we can find in this media. At least that’s what I hope! 

2) Could you describe the feminine adventure of the Myst project?

Geneviève Lord : Personally, I joined the Myst team after spending 4 years with my boys. The former producer, Catherine Roy, took a sabbatical to stay with her newborn. This allowed us to combine a very intense professional life along with a period of our lives reserved to our child’s growth, and that’s a recurring issue for women who have to handle professional and personal lives. Ten babies were born during the production process, but some came from fathers on the team, so its not just a feminine issue. 

3) Do you have any anecdotes of the feminine aspect found during the development?

Geneviève Lord : Sonia, one of our animation designers, had to animate a threatening predator that walks and growls, but since she finds all little animals cute, her predator looked like he had a little ”chill”. We found it very amusing, picturing the little squeaky sound that would come out of such an animation. We finally made it ‘meaner’, but the animation kept the name ‘the predators’ chill’.
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Mary De Marle




Writer

1) Is it hard to find a balance in making a video game that will appeal to both genders?

Mary De Marle : I think the real struggle is getting women to try the games in the first place. One of my favorite games is Diablo – a rather gruesomely artistic game that most people might not think of as traditionally attracting of females. I like the game because of its gameplay mechanics – the twitch factor, as it were. But until I actually tried DIABLO, there was no way I’d ever think it was going to appeal to me.
2) As a woman, what new elements can you bring to video games?

Mary De Marle : I think I bring a sensitivity that male designers might not have. By that I don’t mean “sugar and spice and everything nice.” Women enjoy playing games just as much as men do, and – if given the chance – can become just as addicted to games like Halo or Half-life 2 as men get.  

But women approach the medium in completely different ways. Because I understand the way women think, I believe I can make games that will appeal to a much broader audience. I can work with male designers to attain the game-play elements men enjoy, while simultaneously introducing new elements that encourage women to get addicted, too.

3) Do you think Myst is more appealing to women?

Mary De Marle : I’ve never thought of Myst as being a women-centric game, because it isn’t. Men and women both enjoy the series because it contains many elements that make for a great adventure game experience. What’s interesting to me is watching the difference in game-play styles between men and women whenever they play Myst. Women tend to be very verbal about their experience. They think out-loud, point out everything of interest they see, ask lots of questions in front of puzzles, and – when playing in groups – encourage their companions to try different directions. Men, on the other hand, very seldom say a thing. They reveal very little of what’s going on in their heads, and seldom ask for any kind of help. But then, men never do like to ask for directions, do they? ;-)
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