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At Robofest, Brian Allen searches for the Tragically Hip’s back
catalog, seemingly oblivious fo the preadolescent alien next to him.

I
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Wild Robofeslh Weekend

by Brian Allen, Cub Reporter

This past weekend the Austin City Coliseum was invaded
by a hoard of creative techno-engineering geeks, their
mechanical inventions, about 2000 curious onlookers and.
oh yeah, a few guys from ORIGIN. It was all in the name
of Robofest and this year ORIGIN decided to ride along as
a sponsor of the show. We also showed off some of our
products. ORIGIN’s line up headlined with a
demonstration of the Flock of Birds technology used to
create the character animation in BioForge. There also was
a demo booth featuring Wings of Glory, with the Forte VR
headset, and BioForge, manned by Richard Zinser, Ed
Ball and myself. Richard Garriott did his part with a
presentation on “The Future of Gaming.”

For two days and a total of 13 hours, people lined up,
sometimes 15 at a iume, chomping at the bit to virtually sit
in a World War I crate and fly the Sopwith F.1 Camel and
the Fokker Dr. I. With the VR headset properly mounted,
attendees where able to control the views with a simple
turn of the head. Taking the headset off was another matter
altogether. Candid Camera would have had a field day.

Reactions to the VR headset ranged from complete
astonishment, which [ attribute to great software, to
nausea, which I attribute to the seven hot dogs that one
particularly obnoxious kid ate while waiting 1n line. But in
all seriousness, most people were amazed with the hi-tech
equipment and some even wanted to strip down the
headset to analyze all the moving parts.

GOTO 6
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One thing is clearly evident these days in the eyes of computer
game reviewers — ORIGIN is back on top. No one’s saying
that in so many words, but if you look at what’s being written
about our games in the press, it’s not too hard to figure out.

Case in point, the recent review in Computer Gaming World on
Wings of Glory. Martin Cirulis had nothing but good things to
say about WoG. “Without a doubt, Wings of Glory is the best-
looking and sounding WWI flight sim to date. The sounds are
here, the sights are here, and so is the tension. This game pulls
out all the stops to give you the feel of how it was.” CGW
graded WoG 4 1/2 stars out of 5. And this comes on the heels of
excellent reviews 1n the same pub of Wing Commander If] and
Svstem Shock.

Other report cards have WoG grading out at 89% from the
editors of Computer Game Review. Dallas Morning News
reviewer Peter Bartholow called Wings of Glory, “Fun and
action-packed. The music is grand, and the excellent sound
effects heighten the realism.”

Richard Garrioft pretends to discuss ORIGIN with On Computers” Gina Smith,
all the while wondering when the barbecue begins.

It’s still a little early for U.S. reviews of BioForge. However if
reports from the European publications are any indication, it’s
headed for hit status. PC Games in the UK graded BioForge at
95%, PC Format 90+ and PC Review gave BioForge a 9 rating
out of a possible 10. In Germany, X-Base, a weekly television
show viewed by 400,000 to 500,000 people, reviewed BioForge
and gave it a rating of 5 out of 5.

Meanwhile the Wing Commander 111 juggernaut keeps on
rolling. On March 22nd, WC3 was featured in a 4 1/2 minute
story on NBC’s Today Show. Jim Brown, Our Man in
Hollywood (as he’s called on the show), put together a nice
piece that included interviews with Mark Hamill, Malcolm
McDowell and John Rhys-Davies. Jim spent a day-and-a-half
on the set of WC3 last spring and finally put his story on the air.
Better late than never, especially when you’re dealing with the

millions who watch The Today Show. If you haven’t seen the
program, drop by media relations in the marketing area and
check out a copy.

And the WC3 report card continues to show high marks. In
Multimedia World, Vince Broady gave Wing Commander IIT a
grade of 5 out of 5. “Wing Commander III is one of the most
addictive games I have played. (It's) a triumphant achievement
that delivers a gaming experience that will enthrall you for
weeks. Awesome on every level.”

Julie Cohen gave W(C3 a rating of 3 1/2 out of 4 in the April
edition of Home PC magazine. “Heart of the Tiger,” she
exclaims, “quickly earns its stripes—and raises the state of
computer gamer's art. A fully orchestrated soundtrack makes
John Williams’™ sweeping film scores sound like elevator
music.” Kudos to George Oldziey.

What’s this, a couple more honors for ORIGIN products???
Throw “em on the pile. This month Computer Gaming World
inducted Ulrima Underworld into its Hall of Fame. “A game
which broke plenty of new ground in game design,” wrote the
editors. Underworld joins Ultumas II, IV, VI and Wing
Commanders I and IT in the CGW Hall.

And at ECTS 1n the UK late last month, Wing Commander 111
recetved Login Magazine’s Game of the Year Award. Login is a
Japanese-based computer gaming magazine that is widely
distributed in Europe. In case you're interested, BullFrog and
Magic Carpet walked away with most of the awards at the
show.

Come on down and play The Price 1s Right. If you guess the
correct dollar amount you'll win this brand new computer
system that comes complete with these fine games from ORIGIN
Systems...Creators of Software Worlds. Okay, okay. So it sounds
like a bizarre dream. Well, dream no more because four QRIGIN
games will be given away during The Price is Right show that
airs on May 3rd. Apparently a software retailer recommended
our products to the show. So tune in and see who the lucky
person 1s.

ORIGIN even ended up on the radio airwaves last weekend.
Richard Garriott and Galen Svanas were guests on the
nationally syndicated On Computers show with Gina Smith.
The California show brought its act to Austin on Sunday and
broadcasted out of Dell Computers’ new building in Round
Rock. Richard and Galen extoled the virtues of ORIGIN and
downed a little free barbecue in the process.

Finally, let’s hear it for Marie Williams and her customer
support group. In this month’s Computer Game Review writer
Steve Greenlee took a look at tech support departments in the
caming industry. He printed the results of his unscientific
survey and ORIGIN finished among the top five. Ahead of the G
ORIGINites were Microsoft, Sanctuary Woods, Electronic Arts
and LucasArts. Heading up the rear were Microprose and
Mindscape. Congratulations to all the folks in customer support
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ORIGIN Soccer Dives into Season

by Trey Hermann

As we end the &th week of the Spring Monsoon Soccer
season, both of the local favorites, Exception 13
(ORIGIN's entry into the B-division Texas Instruments
league) and CB United (essentially ORIGIN’s entry into
the A-division league without all that messy sponsorship
money), have played a physically demanding schedule of
two games apiece.

Texas Instruments 1s very protective of its fields,
especially since football (soccer) tends to tear them up
rather quickly during wet weather. All this lovely rain has
made TI somewhat reluctant to let 22 World Cup
wannabes take to the pitch for 70 minutes. So, 1if the Parks
and Wildlife department doesn’t declare the field a
protected wetland and if the players don’t develop some
form of trench foot, the makeup games will take place at
the end of the regular season, in three weeks.

__-he season (so far):

'TI Monday Night (A Division)

Feb 20 CB United 0 PsycheDillos |
Mar 20 CB United 3 Esquadra Advil 2

TI Thursday Night (B Division)

Feb 23 Exception 13 0 Somerset 1
Mar 23 Exception 13 2 FSRAM 0

Swing.bat Hits Slump
by Dave Beyer

Swing.bat’s record stands at 1-2.

On March 28, ORIGIN’s softball team lost 16-11.

The week before, Swing.bat lost by a score that I have
blocked out of my memory.

Three weeks ago, we won 9-7. Y

APRIL

This month's nomination for top honors at ORIGIN goes
to Anthony (Andy) Sommers, for his tireless etforts
in both tracking and solving problems with Wing
Commander Ill, and for providing top-quality customer
support for the game. Andy is an extremely versatile
performer in QA: he's not only responsible for telephone
support, but has also taken on bug tracking and
reporting, troubleshooting hardware problems, assisting
in creating patches for the game, and working on a team
to get Wing IIl running under OS/2. As
you can imagine, a lot of this work
was done in Andy's spare time: a true

sign of commitment to quality.

Andy is a versatile person all around:
he has studied Computer Science at
UT, loves games, and is a real pro at
demoing product for large audiences
(Channel 36 Firstcast News, and South
by Southwest). And not only is he a
whiz at computer languages, but he's
also fluent in Dutch (and some would
say, English ;-). Andy has been here at
ORIGIN for just under a year, and has
either supervised or assisted testing an impressive
lineup of games: Armada, Wing I, Wing Il 3DO, and
soon, Wing IV. His efforts have done a lot to bring
ORIGIN's Customer Support/QA organization into the
limelight. Erg Goed, Andy (Well done)! <3
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Another liitle
ORIGINICel

Wonderful news from the Wilson family. On March
30, Rebecca Wilson gave birth to a girl, Cerridwyn
(Cerri for short) Ariel. She weighed in at 7 pounds,
10 ounces and is 19.5 inches long. Mom and baby are
doing great and you may have seen dad Jeff handing
out cigars to everyone outside the theatre last week.
Jett should be back to work around mid-April, and
Rebecca should return from leave towards the end of
May. Congrats!!!!

"
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Dear Point Man:

You know. we keep seeing news about all of these
promotions in email, from other parts of EA and all
over the world. And yet, conspicuous by its absence, is
any news along these lines of people’s moves within
ORIGIN. Now, I think everyone gets a little tired of
hearing about Mr. Dinkyfork being side-ways promoted
to Third Assistant Head of Vision As It Relates To Third
Quarter Progress Towards Attainable Goals.... but it
would be kind of nice to see what’s happening here at
ORIGIN with a little more reliability and regularity.
Maybe a Hire/Fire/Promote newsgroup on the Internet
or (yuck) MSMail?

Signed,

Just little ol” me:

Underdog

Dear Underdog:

[ couldn't agree more. What I really love are getting
announcements that someone in Japan will be out of
the oifice for an afternoon. All managers are
encouraged to send out email announcements for new
hires and promotions within their respective groups.
Maybe we'll see more of it now. As far as the EA World
postings go, there have been lots of complaints at all
the EA sites about location specific announcements
being sent to EA world. Let’s make sure that our
announcements are being sent to only the ORIGIN
mailing list, and we'll organize massive flame
responses if the other locations don't keep a lid on
theirs.

Dear Point Man:

Every time there is a happy hour (like today) where
each depariment is responsible for its own. my dept.
never has anything going on. I know it is up to the
department head to see that his/her dept. has some
type of activity planned, but as I have already stated,
my dept. has never done anything as a group for
happy hour. Since the head of my dept. doesn’t seem to
care about the morale or the unity of his department. is
there any way I can take control of this situation to
ensure that we get to have a happy hour in the future?
If so, what will I need to do? If not. I guess I will have
to continue as I have been doing and have my own
happy hour.

Signed,

Unhappy Hour

Dear Unhappy:

Linda Powers has the scoop here: “We are now
encouraging two or more groups to get together and do
something for department happy hours. With so many
employees, it's hard to meet new people at the

company happy hours. We hope the joint department

ililillililllililillllllllillliliitiillilIllllllllilllllll#iiililiilill.l-tlti-llliiiililllill-llliiiii.llillliihliiiﬁiiiiiilihinigqq.|'||.|-...........-...'.p'.-i.-..-‘-....'.ii

happy hours will give you a chance to socialize with
your own group and meet a few new employees from
other groups as well. Next time, get your department
hooked up with one of the other departments. It helps
to have the arrangements confirmed a few days in
advance so everyone can plan for the event. Be sure the
information is communicated around your group either
by email or hanging up a few signs.”

Dear Point Man:

We would like to give a special thanks to Nancy
Butterfield, for all of her hard work in our HR
Department. She made filing for EA FMCL and Short
Term disability for Maternity Leave a breeze! The
process was fast, and trouble free thanks to Nancy'’s
attention to detail. It was great to know that there was
someone at Origin to take care of this for us, so that we
were free concentrate on other things. Thanks again to
Nancy. for a job well done!

Signed,

New Parents Jeff & Rebecca Wilson

Dear Point Man:

Just wanted to say that I thought the piece on Beehives
and Programmers was excellent, right on the money.
At the Origin Culture Brown Bag Lunch, Richard
referred to it as the “Slacker” or “Hacker” mentality.

and there was a little discussion as to whether it had «a
place in the workplace today. I feel that it boils down to

each individual producer in charge:; after all, they are
the ones who should know whether Johnny Programmer
1s doing enough work. I felt that one of the comments
that Mike Grajeda made at the Iunch was damaging to
morale and unirue. He said “Everyone is replaceable.”
While this may be true for the non-development staff, I
feel that it is in no way true for the rest of the company.
What if someone had felt that Chris Roberts was
replaceable because Strike was getting a bit late? How
would Wing 3 have turned out if Chris wasnt around?
What if Robert thought that Richard was slacking off
too much and cut him out of the business? Suddenly.
Ultima isn't an award-winning series any more.

There should be only one policy for development staff:
You agree on a date that your work is to be completed
by with your producer. and then it is delivered on that
date. If you don’t have it done by then without valid
reason, then ABCYA! The responsibilty of getting
projects done on time is the producer’s responsibility.
not the programmers. And it should be at the producers
discretion whether you need to put in I or 23 hours a
day on the project.

Rant over.

Signed,
Drone

|GOTO 7
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As the interactive entertainment industry gets bigger,
so do 1ts trade shows. This year’s ECTS was held in
Olympia, after outgrowing last year’s arena. Now,
this very prestigious trade show can comfortably host
even larger exhibits.

The only real surprise at ECTS was its focus. The
show seemed to be geared toward major software
publishers who choose direct sales over the key
distributors that have been the dominating sales force
in Europe for so long. Reflecting this focus, most
companies chose booths with meeting rooms rather
than consumer-type demo booths. EA, for instance,
had closed-off meeting rooms and saw this show as a
focused sales and retail event.

Clearly, Sony had the largest booth and the most
dominating message for the PSX/Playstation. They
spent approximately $700,000 on their booth and had
a huge banner covering half of the roof space of the
whole event. Sony showed Toh Shin Den, Ridge
Racer, Raiden, and Tekken at this year’s conference.
The booth was impressive, but none of the games
“hemselves were so awesome you'd want to go out
.__-ad buy the machine.

Sega didn’t show any Saturn titles at this show;
obviously, they are waiting to launch the Saturn at
E3 here 1n the states in May.

Other points of interest included:

Virgin

e Most impressive stand.

o Lands of Lore Il (Westward Studios). It’s really
atmospheric and looks very mystical-but again, it
was only a flick!

o Flight Unlimited (LookingGlass). Smoother than
ever — and getting lots of attention. It’s a purely
acrobatic non-combat sim aimed at all kinds of sim
enthusiasts. They forecast up to 150,000 units for
the first day alone.

7th Level

e Showed their Monty Python series.

* G-Nome. Exciting new interactive movie flick.
Silky smooth graphics in unbelievable real time, set
in a mystical desert environment. Slated for August
release. We need to keep our eye on this one. The
‘ootage shown was only a video and was definitely

~nice eye candy!

or [rage shotw

e Star Trek: The Next Generation

o X-Com: Terror from The Deep (sequel to UFO:
Enemy Unknown)

 Top Gun. They call it an “interactive movie
experience.” This flight sim with dogfighting action
has clean-looking graphics, but no movie or
character interaction.

e Navy Strike. A full strategy game. The player
commands a U.N. Tank Force, controls aircraft
carrier wing flights, plans missions and more.

» 1944: Across The Rhine. Authentic WWII armored
combat sim. Choose the US or German side.
Features man-in-tank perspective, texture-mapped
objects and terrain.

* A strong line-up, but nothing outstanding or
threatening.

Sierra

* Phantasmagoria. This interactive horror thriller is
provoking media attention everywhere.

o The Last Dynasty

e Space Quest 6

» the Metaltech series

e the Playtoons collection of educational software.

Now, evervone is waiting for E3 this May in Los
Angeles. New releases, sneak previews, new
hardware platform releases — you name it, it’ll be
there. So far, we are expect 50,000 people. We’ll
keep you all posted on E3 developments as the date
approaches. {3
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It's @ bouncing baby
INIT file! The proud
parents of Super
Wing Commander
for Macintosh
celebrate their
baby’s ship date.
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30 Fun Things to Do in an Elevator

1. Make race car noises when anyone gets on or off.
2. Blow your nose and offer to show the contents of
your Kleenex to other passengers.

3. On a long ride, sway side to side at the natural
frequency of the elevator.

4. Crack open your briefcase or purse, and while
peering inside ask: "Got enough air in there?”

5. Stand silent and motionless in the corner, facing
the wall, without getting off.

6. When arriving at your floor, grunt and strain to
yank the doors open, then act embarrassed when
they open by themselves.

7. Lean over to another passenger and whisper:
“Noogie patrol coming!”

8. Greet everyone getting on the elevator with a
warm handshake and ask them to call you

Admiral.
9. One word: Flatulence!

10. Stare, grinning, at another passenger for a while,
and then announce: “I've got new socks on!”

11. When at least 8 people have boarded, moan from
the back: "Oh, not now, damn motion sickness!”

12. Bet the other passengers you can fit a quarter in
your nose.

13. Frown and mutter “gotta go, gotta go” then sigh
[ﬂld EUY I'EGDPS!IF

14. Show other passengers a wound and ask if it
looks infected.

15. Walk on with a cooler that says "human head”
on the side.

16. Stare at another passenger for a while, then
announce You're one of THEM!" and move to the
far corner of the elevator.

17. Burp, and then say "mmmm...tasty!”

18. Wear a puppet on your hand and talk to other
passengers through” it.

19. Say “Ding!” at each tloor.

20. Say "I wonder what all these do” and push the
red buttons.

21. Listen to the elevator walls with a stethoscope.

22. Draw a little square on the floor with chalk and
announce to the other passengers that this is
your "personal space.”

23. Take a bite of a sandwich and ask another
passenger: “Wanna see wha in muh mouf?”

24. Blow spit bubbles.
25. Pull your gum out of your mouth in long strings.

26. Announce in a demonic voice: “I must find a
more suitable host body.”

27. Make explosion noises when anyone presses a
button.

28. Wear "X-Ray Specs” and leer suggestively at
other passengers.

29. Stare at your thumb and say "I think it's getting
larger.”

30. If anycne brushes against you, recoil and holler
"Bad touch!”

downloaded from alt.tasteless.jokes
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Hobofest

[FROM 1

At the Flock of Birds demo, Mike Chenault, Starr Long
and Marshall Andrews took turns suiting up to illustrate —
the motion capture process used in creating BioForge. Mike
gave the presentation, explaining how the Flock operates
and relating the evolution of character animation
throughout the course of the project, from early rotoscoping
to the final motion capture method. The demonstration
drew crowds throughout the weekend and gave spectators a
glimpse inside game development here at ORIGIN.
Additionally, there was great interest in the potential of the
system in other applications, including the possibility of
using it for teaching dance and martial arts. A lot of
enthusiasm was expressed for ORIGIN’s technological and
design innovations and our willingness to bring this kind of
exhibit out for our fans. The Flock of Birds demo in
conjunction with the Wings of Glory V.R. exhibit made
ORIGIN the hit of Robofest 6.

The show was a success, and as a final note, Ed Ball would
like express his interest in a possible daycare business! g

(Mike Chenault contributed to this article.)

Qur Man at Robofest dazzles the crowd with his Wings of
Glory technique, as another member of the alien field trip
looks on approvingly.
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“Dear Drone:
Mike Grajeda replies: "I think that the responsibility
for getting a product out is the responsiblity of the
entire team. The producer is in charge, but in fact he
does very little of the work. His main job is working
with the team to create a reasonable development
schedule, track the game’s progress and pull whatever
levers he has to keep the project on track. However, it
is the team that needs to deliver each of its tasks on a
timely basis and it is the team that has ultimate
control of the schedule. I think that the producer gets
too much praise and too much blame on their projects.

“As to everyone being replaceable, I regret my choice
of words but not the intent. ORIGIN is a company full
of creative people. I don't think that any one individual
1s so important that the company would not survive
without them. We might struggle for awhile, but we
would find people, either inside or outside of the
company to pick up the slack. I think that Richard and
Chris are tremendously gifted and creative people and
[ think that their contributions to the company go
beyond their projects. However, I would hope that
ORIGIN is more than these two people and more than
1y other individual.” {3

e

The wretched refuse of ORIGIN's teeming shore ratified the Entertainment
Division Constitution on March 21, in what was probably the first constitutional
congress held in a parking lot.
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onrerence. ORIGIN Siule!

by Adam Foshko

The crowd gathered around the phosphor screen upon which
the multi-colored images danced. Their gazes were transfixed
on the characters on the screen, compelling them to follow
stories that, like most well-presented productions, took them
through a whole series of emotions. In short, they were
entertained — but more than that, they were involved.
However, this involvement went much farther than the passive
watching of, say, the newest television rage or film release.
These people were actively participating in an interactive
movie, playing on an IBM — and they loved it. This was the
scene at the 1995 South by Southwest Multimedia Festival
that was in action March 14-15th at Austin’s Hyatt Regency.

The scene described above was particularly evident at the
booth that ORIGIN had set up in the exhibitor’s room, where
Wing Commander III and BioForge continued to attract
curious conference attendees thirsting for an interactive, yet
“nematic, experience. In fact, it was obvious from the onset
the conference that ORIGIN dominated the event, even
M_t'ﬂnugh many other Austin and other nationally based
companies were represented. From the keynote address by

head kahuna Richard Garriott to panel discussions led by

" Chris Douglas, Randy Buck, Jennie Evans, C.J. Taylor and
myself, with topics that covered everything from digital music
and interactive movies to marketing strategies for multimedia
products, ORIGIN's presence was strongly felt.

As if this wasn’t enough, another first for SXSW was the
presence of an interactive movie panel at the film portion of
the conference. ORIGIN once again let its presence be felt with
the attendance of several members of the Wing Commander 111
team. Throughout the presentation, (which, by the way, drew a
fairly good crowd) Chris Roberts, Chris Douglas, John
McLean, Frank Savage, Galen Svanas and Mark Day
fielded questions that ranged from the scripting of Wing
Commander I1T and the rigors of developing interactive
products to the potential future of interactive production‘here
and 1n Los Angeles.

All mn all, it is apparent that Austin is quickly becoming a
mecca for mteractive and multimedia development. It is also
abundantly clear from our presence at this conference, and
from the response of a public that thirsts for creative and
cutting edge entertainment, that ORIGIN stands on the
pinnacle of this mecca, poised to take the next big leap
forward. ¢3



This month'’s illustrious group of new hires includes 4
brand-new employees, and 3 transfers to Regular Full-
time status. Jason Hughes has just signed on to Chris
Roberts’ group as a Software Engineer/Gameflow
Programmer on Wing IV. Jason comes to us from
Motorola, and prior to that studied at UT. His favorite
color is “"Nine” [sic], and he’s interested in collecting
medieval weaponry, so we should all be very careful
around Jason (just kidding!).

Eric Peterson has also joined Chris’ group as an
Associate Producer on the Privateer I] team. Eric is an
avid gamer, who also loves sports, and in a prior life
sold computers to the government (is that like being a
"greeting card salesman”?), and was also a stand-up
comic for 2 years, hopefully not at the same time :-). We
all look forward to hours of laughs with Eric!

Pauline Saab is the third addition to Chris’ group; she
is working as an Advanced Graphics Specialist on Wing
IV, and has recently graduated from William Paterson
College. Pauline not only loves art, but alse sports, and

i1s hoping to get her own horse soon (any pointers,
Michelle C.?).

Joining Warren Spector's group this month is Bob
White, who is working as Design Associate Il on Ultima
IX. Bob previously worked at the Fusion Research Center
at UT, and as you can imagine, is extremely interested in
Physics, and also Astronomy and (of course) gaming!
He's a victim of governmental budget cuts (so be nice to
him!), but UT’s loss is our gain. Bob should be making
some impressive contributions to our games soon!

This month'’s transfers to regular full-time status include:

Chaitanya “Chico™ Marvici, Scott Jones and
Chris McCubbin. Chico is now our official Online
Product Support Technician working for Kay Gilmeore.
Chico manages the massive volume of online traffic we
get here, and has been doing a terrific job of keeping
everyone happy in net-land for months now. Chico
formerly worked at Select Marketing and, prior to that,
studied at ITT. His ambition in life is to be the founder of
a local Beavis and Butthead club, so he fits right in here!

Scott Jones has also just moved into a regular full-time
position as Graphic Specialist, working for Warren
Spector on Ultima IX. Scott loves all kinds of art, as well
as fictional literature, and RPGs, and is also active in
the Society for Creative Anachronism. Chris McCubbin
has also joined the RFT gang, working as a Publishing
Writer I for David Ladyman. Chris was previously a
freelance writer and also worked at Steve Jackson
Games. Chris contributed to nine (!) books on RPGs
before coming to ORIGIN. Glad to have you here, Chris!
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Movin’ on Up!
This month, we have four promotions to announce:

Vice President, Chiet
Financial Officer, and

Mike Grajeda

Chiet Operating Officer
Assistant Producer 11
(Chopper Assault)

Senior Software Engineer I

Kevin Eushner

Richard Lyle
sl (Prowler)
Associate Producer

(Ultima IX)

Starr Long

Congratulations to you all!

Farewell
Best wishes to our friends who have recently left

ORIGIN: Jennifer Mason, Scott Hazle, John
Reeme, John Tipton and Lee Moore. We wish you

luck in all of your future endeavors. {}
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