












































































































































































































































































































































































AN INTERVIEW WITH 

RAND AND ROBYN MILLER, 
CREATORS OF MYST 

Recently, Ruse! DeMaria, the creative director of Prima Publishing's 
Secrets of the Games series, had the chance to chat with Cyan 
game designers Rand and Robyn Miller, the creators of Myst. 

Over the course of two conversations, the brothers candidly dis­
cussed Myst and its stunning success-and how their lives have 
been affected-as well as offering some tantalizing glimpses at the 
upcoming sequel, which, for now, the Millers simply refer to as 
Myst 2. 

Rusel DeMaria: How did you get the original idea for Myst? 

Rand Miller: The idea first came about because we wanted to do 
something for our age group. The idea for the game came from 
both of us, and when we started, it was purely collaborative . 

RDM: Do you find that working so closely, as brothers, makes 
your process easier or more challenging? 

Robyn Miller: I think we had a lot fewer problems than (we would 
have) if Rand was not my brother. 

Rand: Yeah, they'd have fired Robyn. [Laughs] No, seriously, it 
opens the door to (being) brutally honest. 
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Robyn: I think we get a lot of advantages by being brothers. We can 
communicate well, and we think along the same lines for some weird 
reason. It's been nice that we get along. A lot of brothers do think 
alike. I heard from a lawyer once that the rate of brothers who suc­
ceed when they start companies together is very high. 

RDM: Did you always get along well? 

Robyn: Rand was a bit older than me, and we didn't really play 
together as kids, but we always got along great. 

RDM: How do you share the responsibilities when you 're working 
on a game together? 

Rand: Both of us are heavily involved in the game design. Robyn 
knows enough about construction and programming to be useful in 
the design process, and I know a little about graphics and art. 

Robyn: Critiquing is a very important part. Rand is able to come 
down to the art department and he knows what looks good and what 
doesn 't. 

Rand: Robyn will come up and tell us that something doesn 't look 
good , and we know it doesn 't. We branch off in our own jobs with 
moments of critiquing each other's work. 

RDM: How did you first get involved with computers? 

Rand: I was a computer geek from way back, hacking around with 
computers in high school and hacking passwords in college. 

Robyn: Rand got me interested in computers. When I was in high 
school he got a Mac, and it was the first computer I could relate to. 

RDM: What was your primary interest in computers at first? 

Rand: I was writing games from the time I started with computers. 
My first influence was a friend who was attending the university (in 
New Mexico). He took us kids there, and we played a text-based ver­
sion of Lunar Lander. It really clicked with me. I don 't know why, or 
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what I was feeling , but I had to have that (feeling). So from that point 
on I was messing 'round with programming. I did a couple of stupid 
games in junior high-entered some contests. I never thought to do it 
for a living, but it was fun . I was always interested in the graphic end, 
and the music end. The Mac came out, and intrigued me with its 
inherent abilities to manipulate the graphics in a natural way. I'd been 
working at a bank, programming, for 10 years . I find it's a lot nicer 
doing games. 

RDM: Kind of a dream come true? 

Rand: Yes. 

RDM: Did you have any idea that Myst would be as popular as it 
has proven to be? 

Rand: No way. We were just blown away. There isn't any way to 
convey our sense of shock at the response. We hoped for a number­
one-selling CD-ROM game, but to think it 's a best-selling game in all 
categories ... it never crossed our minds. We never thought that 
potential was there. 

RDM: Did anybody? 

Rand: I don 't think they did. It's amazing. People have said that after 
playing Myst they got so involved that they dreamed about it. That 
was a great compliment. Speaking for us, we had dreams of getting 
it finished . 

[Laughs] 

We spent a lot of time purposely daydreaming, thinking about it 
more. We did dream about 30 rendering . We were both so enthralled 
by the power at our fingertips that we played with it day and night. 
We walked around seeing things and wondering how we would create 
them in the 30 program. Touching a wall and thinking about how to 
texture-map that surface. We both had dreams about 30 rendering 
because we were using it so intensely at the beginning. 
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RDM: If I may be crass, how much money have you personally 
made from Myst? 

Rand: To be honest, I don't even know. I get a salary. I can say that 
it's been worth all the trouble. We do spend a lot of our own money 
on development and new equipment. It cost $600,000 to produce 
the game. Half of the money came from Sunsoft, a Japanese com­
pany, which has rights to all versions of the game except the Mac and 
MPC versions, which of course Brnderbund bought from us. 
[Laughs] 

RDM: Have your personal lives changed drastically since the suc­
cess of Myst? Are you going to retire to an island someplace? 

Rand: Not yet. We're still coming to work. Almost all of the money 
goes back into the company: Buying the SGis, a location that's not in 
a garage, hiring additional staff. At some point it may change. Right 
now, it's still business as usual. 

RDM: Has your work situation changed since Myst? Is Cyan the 
same, or have you found it changing? 

Rand: Yeah, it has changed a bit. One of the main artists on Myst, 
Chuck Carter, went on to other things. We've added two other artists 
on Myst 2 , Josh Staub and Richard Vander Wende. Along with 
Robyn, they form the Cyan art department at this point. We also 
hired someone to manage data and be the liaison between the art 
department and the construction department. His name is John 
Biggs. He keeps things organized. Keeps all the content in good 
order. And our newest employee, Mark DeForest, was hired to handle 
the PC side of things. Other than that, things are the same-it's the 
same team. 

RDM: What about your location? Have you moved into fancy new 
offices? 
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Robyn: We're in someone's garage. But we plan to get a building 
some time next year. There are 10 of us in the garage, but it's a two­
story garage, so it's not quite as cramped as it sounds. 

RDM: Will Myst 2 be a lot like the original Myst? 

Rand: Yeah. It will be a lot like the first one, but a lot not like it, also. 
The story was done even before we started Myst 1. So now it's hash­
ing out the details and getting it finished. Same kind of scenario. 
You're in the world; it's seen through your eyes. Better graphics and 
more involving story: All that technology can do with video and 
sound. 

Robyn: We're concentrating most on the story. Really fleshing out all 
the details to make the world feel a lot more real. We were real proud 
of Myst , but it was also a stepping stone. We learned a lot. We made 
some mistakes. We're anxious to do better rather than just make a 
Myst clone. 

RDM: What do you think of the emergence of high technology, 
and especially 3D graphics, in the movie industry? I'm thinking of 
movies like Jurassic Park. 

Rand: We love it. It 's motivating. The coolest thing is that it's no 
longer restricted to the movie industry. Granted, SGis aren 't dirt 
cheap, but even with a Mac you can do a lot. Movies have made the 
public expect more-they're more demanding. When they see a 
dinosaur, they want to see something real. We also feel that way. If 
we're going to do anything sophisticated in animation, everyone will 
expect what we do to look real rather than "computery-looking. " 
More than anything, (the use of digital imagery in movies) raises 
everyone 's expectations. For our industry, also. 

RDM: How do you feel about the new technologies that are being 
used in games now? Especially the use of video? 
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Rand: It's a mix there. Some people are doing computer animation 
for everything. That's the point of multimedia, I guess-to use every­
thing. You've got it all at your fingertips . Use whatever you can. 
Multimedia is going to be defined by so many people. How we put 
computer animation and sound and all into Myst is our idea. 
Everything you add to that mix gives you more potential. 

RDM: What are you using to create Myst 2? 

Rand: We're using SGis with Softlmage. 

RDM: Let me ask you about fantasy entertainment. Does fantasy 
depend on contexts that are based in reality, or does fantasy 
belong more in the realm of pure escapism? 

Rand: We tried to create something-a fantastic world-in a very 
realistic way. Creating a fantastic world in an unrealistic way is the 
worst type of fantasy . In Jurassic Park , the idea of dinosaurs coming 
to life in the twentieth century is great. But it works in that movie 
because they also made it believable. That's how the idea and the exe­
cution of that idea mix to create a truly great experience. 

RDM: What other computer games-besides Myst-do you enjoy 
playing? 

Rand: We sometimes play Spectre VR around the office on the net­
work. Games that don't take too much time. Although I've gone 
down and seen Robyn dogfighting in F-18s with Josh. We don't play 
too many CD-ROM games. They take too long, and we just don't 
have the time. 

RDM: Do you anticipate using more actors (other than yourselves) 
in Myst 2? And will there be more people in the next game? 

Rand: In Myst , it was budgetary realities that kept us from using 
other actors . We were the cheapest actors we could find. In Myst 2 
there will be other actors. We don't know who yet. We're still working 
on that. 
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Robyn: There are more characters, though. Yes! There were some 
comments about how lonely it felt in Myst . That was by design. But 
Myst 2 will have a different feel because there are more characters 
involved. 

RDM: So did you tailor the kind of game Myst 2 would be based 
on feedback from the first game? 

Rand: No. The biggest reason for changing it was that the story was 
written ahead of time , and there happened to be more people in it. 
That will appeal to some and not to others. We must have designed it 
that way with budget in mind, knowing that we couldn't afford to have 
a lot of people the first time. It's also somewhat serendipitous. We 
always try to take our constraints into account. I hope that's part of 
what makes us good game designers-that we can work within our 
constraints. 

RDM: Who do you most admire in the computer world? Are there 
any special people among your colleagues whom you particularly 
respect? 

Robyn: There are a lot of people we admire in the computer indus­
try, but the people I personally admire happen to be outside that 
industry. Walt Disney is definitely one of those. I'm fascinated by his 
inventiveness and creativity. Over and over again, throughout his life , 
he encountered new mediums-animated characters, animated fea­
tures, even theme parks-and defined those new mediums by doing it 
the best. Even now, there is no theme park as great as Disneyland, or 
animated movies as great as the early Disney features . If we can 
accomplish a hint of what he did , we 'd be very happy. 

Rand: One person we both admire is Bill Atkinson, who developed 
Hypercard, the enabling technology that lets us link those pictures 
together. Certainly we admire the people who create the tools we use. 
I admired the Infocom folks who did the original Zork stuff. Granted, 
it's old technology now, but it was an effective way to get lost in a 
world. It had a little of the same feeling we went for in Myst . 
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Robyn: People have made that comparison before. I'd never even 
played any Infocom games, so that influence isn't extremely great 
with me. 

RDM: How closely do you collaborate? 

Robyn: Our work has always been very collaborative. We really hash 
out ideas, go back and forth . An idea may seem stupid at first , but it 
grows when it goes back and forth between us. When you put more 
people in the mix, it can stagnate, but more people also bring addi­
tional ideas. 

Rand: Making the company bigger is exciting because we get differ­
ent opinions that we wouldn't have thought of ourselves. Our new 
people contribute quite a bit. 

RDM: When you 're not busy creating successful computer games, 
what other pursuits do you have? Any hobbies? 

Rand: Science. I love reading books on science. I'm interested in the 
way things work. I spend my leisure time reading books of that kind. 

Robyn: I guess my hobby is reading a lot of fiction. I like reading a lot 
of eighteenth- and nineteenth-century fiction , writers like Alexander 
Dumas. I'm currently reading through a bunch of stuff. Wandering 
through different authors of that time period . I've been stuck on that 
for a long time. Old adventure is my favorite , like Treasure Island and 
things kids used to like. The spirit of adventure. 

Rand: Our interests have influenced our ideas for game design. In 
terms of science, it's hard to see a direct correlation. But even in 
Myst , the way the books work is based loosely on stuff I've read. Little 
elements of science in there. It all comes out. 

Robyn: Our sense of fantasy is more of a style thing. Different from 
the fantasy style of games like the D&D stuff. I guess that 's why Myst 
has the particular feel that it does. When we were creating Myst , I'd 
been reading a bunch of Jules Verne. Stylistically, there was an influ-
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ence. Storywise, there's also influence from Lord of the Rings, where 
there's a real background and depth to the story. We tried to do that 
with Myst . 

RDM: I heard you 'd already written a novel while you were creat­
ing Myst. 

Rand: Not exactly. We didn't have a lot of time. We did write a very 
detailed story, and afterwards turned it into a novel based on the pre­
history of Myst. We're working on refining it to make it suitable for a 
real fiction audience. 

Robyn: It will be interesting to actually reveal in the story what has 
been mostly felt or experienced in the game. 

RDM: Is there anything that you hate? 

Rand: We hate interviews. 
[Laughs] 

Robyn: Seriously, we hate stuff without integrity. Supposed "art" that 
lacks attention to detail. That bothers me a lot. Done by people who 
are forced into doing it or who are doing it purely for formula reasons 
and monetary reasons. It's great to see something that has integrity. It 
makes you feel good. The opposite of that is something I dislike. 

RDM: Do you have any fantasies you 'd like to share? 

Rand [in the voice of Glinda from The Wizard of Oz]: That all the 
people of the world would be happy and live happily together. 

Robyn: Can I pass on that? It's like wasting one of your three wishes. 
Can we think about that? 

RDM: What question do you most wish you were asked? 

Rand: Here's how we answer that one. We wish we were asked what 
the question was that nobody asked us that we wish we were asked. 
Some day we'll have a good answer for that one. 
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RDM: What will the sequel to Myst be called? 

Rand: No actual title yet. We 're calling it Myst 2 or "the sequel" at 
this point. Obviously, it will have the name Myst in it. 

RDM: Does it take place on the island? 

Rand: No. It 's a completely different place. You don't go to any of 
the original Myst places, although you do start out where the first 
story left off. It is a continuation of the same story line. You could play 
Myst and Myst 2 back-to-back, and it would be satisfying as a continu­
ous story. 

RDM: Can you tell us anything about the story line? 

Robyn: We've got to save some surprises, now, don 't we? 

The Myst Team 
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