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What the Flock?

Wayne Baker straps on the Flock of Bird suit being used in BioForge as Ken Demarest and Lance
Grooms look on. BioForge is one of the products that have slipped out of the fiscal year.

Fiscal Fithess?

Tick, tick, tick. Can you hear it? Tick, tick, tick. Listen closely. Tick, tick, tick.
That’s the sound of a fiscal year coming to an end, a sound that makes the
people who sign the checks a little anxious. Lean in and we’ll tell you a secret:
ORIGIN games tend to run a bit late.

A slew of titles are hurtling through testing and (hopefully) a March ship.
U8 and Pacific are neck-and-neck. Friends of the Avatar hope to sign-off early
next month, a situation that is more a possibility than a probability. Right now,
the team’s killing between 200-300 bugs a day. Meanwhile, the Pacific gang
has about 400 active bugs and is working on a version that will run on a 4 MB
memory machine. The hopeful sign-off date there is also the first week of
March. Tick, tick, tick.

Righteous Fire, originally scheduled to ship this week, will have to hold
until next Wednesday (2/23) due to a translation snag in the UK. About the
only thing which has a possibility of coming in earlier than expected is the

Continued on page 2
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Press Here

1993 was a vintage year for
ORIGIN, and the fruits of our labor
continue to show up in black and
white. Take, for instance, the leading
German games magazine, Powerplay.
The editorial staff of that publication
chose Strike Commander as the best
flight sim game of the year. SC won
out over Tornado and Aces Over
Europe which finished second and
third, respectively.

Another European magazine,
PC Home, also had ORIGIN products
high on their “best of” lists. In the
“Best Role Playing Game” category,
ORIGIN got out the brooms and
swept away the competition. Under-
world II took first prize while Ultima
VII: Serpent Isle was awarded runner
up.

But wait, there’s more! The
editors of PC Entertainment got
together and selected their top games

Continued on page 4




Fiscal...

Continued from page 1

Shadowcaster CD, with sign-off next
Friday (2/25).

Super Wing for 3DO will clock
in as ORIGIN's biggest game ever. In
fact, it’s spilling over about 100 MB
from the CD. The team plans to make
some speech modifications in order to
cram the entire product into the

allotted 550 MB. Tick, tick, tick.

So, dig in for the annual game of
beat-the-clock. And don’t ask for
whom the bell tolls on March 25,
because we all know the answer. Tick,
tick, tick, tick.

NEWS. TXT

UNPLANNED OBSOLESCENCE:
Industry observers predict 1994 will
mark “the cannibalization of the 386
system” because of falling 486 prices.
Although 486 sales are booming, many
observers feel the market is growing
exponentially. Instead, most are
upgrades to consumers and businesses

which already own computers.
MEANWHILE, BACK IN SAN

JOSE: Intel gave a sneak preview of the
I’6 microprocessor due out in 1995. The
chip has about 6 million transistors and
is expected to operate at about 300
million instructions-per-second—three
limes as fast as the current Pentium.

LET’S DO RECESS: Sega Enter-
prises Ltd., best known for its video
game machines, is set this September to
introduce in the U.S. a simple electric
notepad for users between ages 7 and
15. The unit will start at $45 and will
have such functions as computing and
storing data, video game programs and
telephone numbers.

NO ROM AT THE “N”: High-
capacity cartridges will be used by
Nintendo of America Inc. to store
games with its new video game system.
The company chose the cartridge
tormat over CD-ROM for its new 64-bit
system, code-named “Project Reality,”
because the former is faster. Nintendo
plans to bring out the new system for
arcades this fall and for home use next
year. Nintendo said the cartridges will
have at least 12.5 MB of memory, five to
six times the memory of 16-bit
Nintendo games.

Off-the-clock:
Adam Foshko

[t’s not often that a person’s
off-the-clock activites interact so
well with their work at ORIGIN,
but this is exactly the way it is with
Adam Foshko. When he was
younger, Adam’s dad, head of
production for a major motion
picture company, told Adam to
find a passion. Since Adam basi-
cally grew up on movie sets in Los
Angeles and New York and he
wanted to do something different; he
wanted a passion he could call his
OWn.

Adam began studying physics
and microbiology, but soon couldn’t
resist the compulsion to tell stories
and practice the trade he had learned
growing up. He began making music
videos, film shorts, live television
shows, documentaries and some
feature work. Over the past 10 years,
Adam has worked in different capaci-
ties in production producing,, manag-
ing, cutting /editing, and directing.
Additionally, he’s studied under
professsionals like his father, Robert,
Ed Dmytryk and Nick Cominos (with
George Lucas). He’s currently study-
ing under Alluquere Rosanne Stone at
the U.T. ACT Lab developing interac-
tive and multimedia productions.
(She was featured in the January issue
of Mondo 2000.)

Some of Adam’s film/T.V.
programs continue to gain recognition
and have won awards from the New
York International Film and Televi-
sion Festival, CINE, INFOCOM,
CINDY and the BEA (Broadcast
Education Association). Most re-
cently, Adam was recognized for his
work in a show called The Next Step -
Radiation Therapy - Documentary for
the American Cancer Society /Si-
emens. Other titles include Clinton
the First 100 Days, Internation News
in The 1990’s - A Critical Look at
Media Coverage of Latin America, a
Texas music video starring Jerry Jeff
Walker and The John Henry Faulk
Conference on The First Amendment.

Adam describes his work at
ORIGIN and this industry as a
dynamic place to be a part of history.
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Scene from The Next Step - Radiation Thera
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“This industry is the new frontier,”
Adam says. “The interactivity of what
we are doing likens itself to the
golden age of television. We're
creating new stuff to keep people
entertained in their homes and to help
create the complete experience.”
Adam is currently taking the knowl-
edge he’s acquired in California, New
York and Texas in the film business
and applying it to the gaming busi-
ness in Austin, Texas. He is persuing
ways to make live production in
interactive entertainment more cost
conservative, without sacrificing
quality, by localizing production
efforts. He's putting together the live
actor-action for Wing Commander III
and he’s got a lot of great ideas on
how to make ORIGIN the new
interactive Mecca that it ought to be.

Ticker|
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The latest from Wall Street at press tine.

ERTS 29.500 +0.625
THDO  23.250 -0.375
BROD 46.375 +0.875
MPRS 7.875 ~0.375
SGI 24.875 +0.375
SIER 24.250 -0.500




- Bruce
Lemons

So you've just finished archi-
tecture school and you’re ready to
go out and create new and innova-
tive environments for people to
live and work in. Bruce Lemons
was living in San Diego and
heading in that direction when he
decided to pack up and move to
Austin. “I was working as an
intern for a company in San Diego.
My move to Austin was mostly an
economic one.” A few months
later, he found his niche at ORI-
GIN and the rest is....well, you
know.

Now Bruce is using his
background in architecture to
create new and innovative envi-
ronments for computer games.

His accomplishments as an artist
during his three years have earned
him ORIGIN’s Employee of the
Month honors.

Bruce’s expertise in 3DStudio
can be found in many ORIGIN
products: Wing Commander II,
Ultima VII and Strike Commander.
And a lot of the graphics you’ll be
seeing in Super Wing 3DO and
BioForge are the result of Bruce’s
hard work. Take a look at the
BioForge poster and you’ll see
more of Bruce’s handiwork.

Bruce is even passing along
some of that creative knowledge to
others. He just finished teaching a
class in 3DStudio at ORIGIN
University and many of his stu-
dents say they greatly benefited
from the experience even if they
did get their knuckles rapped a
few times.

“I really like ORIGIN,” says
Bruce. “It’s such a creative envi-
ronment here. The people are
exciting and fun. You don’t find
that (combination) in any other
- field.”

So what’s next for Bruce
Lemons. “I’'m just looking for-
ward to working more with some

of our advanced technology at
ORIGIN like Silicon Graphics.”
We’ll all be looking forward to
seeing more of Bruce Lemon’s
artwork in the months ahead.
Congrats Bruce on being Employee
of the Month!

New Hires

Phil Eberz as an Administra-
tive Clerk on the U8 Team.

Nancy Rasor as the new
Human Resources Representative.

James Monroe as a Software

Engineer working with Andy

Hollis.
Elizabeth Pugh as an Art
Temp working with Chris Roberts.

Of course, as people arrive,
others leave. It’s the way of the
world. Farewell to Gary Teer, Bart
Hosier and Jim Kalan. As always,
we wish you the best in all of your
endeavors.
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The Art Department and Kai
Stringer have been going full guns in
the recruiting arena. They’ve been
arranging “Portfolio Career Days”
with some major art institutes (not
the “Can-You-Draw-Spunky?”
variety, but places like the Art Center
and Academy of Art in California,
the Dallas Institute of Art, the Kansas
City Institute of Art and Canada’s
Vancouver Film Institute). Kai sees
big possibilities in 3D/ Alias and in
the cross-pollination of talent within
ORIGIN.

Hopefully, everyone’s back up
and running with voice mail and
extensions by now. One change
you'll immediately notice is the
absence of Fred Schmidt’s dulcet
tones in the system. Alas, the new
setup required new messages—and
we didn’t think we could afford Fred
the Freelancer. So Galen Svanas is
the new Voice of ORIGIN.

Kevin Potter extends a big
thanks to everyone for all the kibbels
and bits during December’s Pet Food
Drive. According to the Humane
Society, our barrel out back totalled
130 pounds.

In the “Who-Does-Dallas-
Snell-Look-Like-Now?” Contest, the
leading submissions so far: Dana
Carvey, Anthony Perkins, Get Smart,
Peter Gabriel, Lee Harvey Oswald
and Pee Wee Herman.




Press...

Continued from page 1

of 1993 and Ultima Underworld II
was among four ORIGIN games that
made the honor role. T. Liam
McDonald said about UUII, “There’s
no doubting the sheer entertainment
value of this game. If you like
donning armor, hefting a sword,
and splattering the walls with critter
entrails, then you can’t miss UW2.”

William R. Trotter put Wing
Commander Academy among the
best of 1993. “One intense battle
after another,” he said. “Every
afternoon, | take a “‘Wing Com-
mander break’ instead of a coffee
break—it’s cleansing, cathartic, and
better for your heart...” Do you
think he liked it?

Serpent Isle also made PC
Entertainment’s 1993 “best of” list.
Bernie Yee writes, “The excellent
storyline is several cuts above what
you find in the traditional ‘kill the
ultimate bad guy’ quest.”

And of course, what’'s a
“best of” list without Privateer?
Once again Bernie Yee has the
lowdown. “General MIDI and
Wave-Blaster support make for a
state-of-the-art soundtrack, and the
graphics are up to Origin’s high
standards.”

Speaking of Privateer,
Compute magazine gave the award
winning game a big thumbs up in its
February issue. David Gerding
proclaimed, “On a fast 486 system,
the animation can look downright
gorgeous. A real accomplishment.
ORIGIN has turned out a real
winner.”

The latest issue of PC
Magazine has a review of
Shadowcaster. The action/adven-
ture game got plenty of kudos from
writer Brandon MacCaraeg who
says, “Shadowcaster stands out for
its ease of use and its look and feel.
This three-dimensional game offers
enough challenge to keep you busy
for days.”

In Japan, they like what
they see of Wing Commander
Academy. In Popcom, a Japanese
gaming magazine, Toren Smith
writes, “Wing Commander Acad-
emy is like a dream come true for

hardcore WC addicts.”

Now for something a little
closer to home. If you haven’t seen it
yet, check out this past week’s issue
of the Austin Business Journal. On
the cover you’ll see Richard Garriott
two-stepping with an empty space
suit (like on the back page here).
Actually, he’s just posing for a story
on his recent purchases of Russian
space artifacts. But the suit is only
part of the story. What really drew
the interest of the ABJ was Richard’s
purchase of a Russian lunar rover
which is still on the moon. Now
that’s out of sight.

And something else is out of
sight these days at ORIGIN: gar-
bage! In fact, the folks at Keep
Austin Beautiful have recognized
the company for its clean dumpsters
and loading dock areas. They even
sent us some certificates suitable for
framing. Can you say environmen-
tally sensitive? I knew you could.
And don’t forget to brag about that
one to your parents.

So what’s in store for ORI-
GIN in the next few months? Look
for Wings of Glory on the cover of
Computer Gaming World in that
mag’s May issue. And expect
BioForge to be gracing the cover of
another prominent publication
toward the end of the spring. Look
for more details in the next Point.

Dear Point Man returns
next issue. Meanwhile keep
those questions/ ideas/bitches
coming to the Point of ORIGIN
address on e-mail.

You can also drop hand-
written letters by Galen Svanas’
office on the first floor (#125).
But really, in all honesty, isn’t
everything running perfectly?
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Spaced out...

Gloves are about the only thing that fits LB from his
Russian spacesuit. Originally built for a Japanese
cosmonault, it stands less than five feet.

3DO0 to
sharply cut

Multiplayer
prices in 94

NEW YORK, Feb 15 (Reuter) -
3DO Co chief operating officer Hugh
Martin said the company plans to
significantly reduce the prices of its
Interactive Multiplayer video game
system in 1994, as it increases manu-
facturing capacity.

Martin told a Piper Jaffray
interactive multimedia conference
that during 1994 the company expects
the total cost of components for the
Multiplayer to be reduced by approxi-
mately 34 percent, which will result in
an unspecified price reduction at the
consumer level. Currently, the 3DO
Interactive Multiplayer retails for
$699. Martin declined to estimate the
1994 retail price.



