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The Dream 2
“Back in 1982, we approached
E.A. with the idea of creating a .
universe on a disk that would let
people experience the feeling of




The Cutting Room Floor

“We rewrote the game script
several times as we struggled to
achieve our goals. We wanted the
universe to convey a gigantic
sense of space, complexity, and
life. And we wanted an exciting
fantasy role-playing game, with a
wide spectrum of character inter-
action and activity. It seemed like
whenever we were close to final-
izing the script, we'd find another
way to make the game more fun.”

The Planet Builder

“About nine months after we
started the actual programming,
we came up with the idea for the
fractal generator. A fractal gener-
ator so powerful that it could
create surfaces in space. It took
6 man-years to create the tech-
nology, but it gave us the ability
to cram 800 complex and unique
planets into each game, instead
of the 50 we’d had before. There
are so many that even we haven’t
explored them all.”

of Starflight

The Aliens

“To find the right names for each
race, we wrote long profiles and
histories for each, then tossed
random syllables at each other
for several days. To handle their
languages, behavior, and combat-
action, we had to devote months
to building a sophisticated arti-
ficial intelligence system. We
threw away the communications
module three times before we
had exactly what we wanted.
Sometimes we wondered which
would come first, flying to the
stars in Starflight, or flying to the
stars in real life.”

Breathing Ammonia

“Once the fractal generator builds
a planet, the eco-system gener-
ator creates environmental con-
ditions for it, like gravity, atmos-
phere, minerals, and temperature.
Once we took a journey back to
Earth, only to find the eco-system
generator had given it new conti-
nents and an ammonia atmos-
phere. It took two years to perfect
the technology.” :




15 Man-Years Later

“The last several months were
spent tying all the various tech-
nologies together. Because of the
program’s complexity and scope,
the play-testing alone took
months. But all the time and
effort has proven worthwhile.

We had a vision of what an outer
space fantasy game could be,
and now that vision is a reality.”
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About our company: We're an associ-
ation of electronic artists who share a
common goal. We want to fulfill the
potential of personal computing. That’s
a tall order. But with enough imagina-
tion and enthusiasm we think there’s
a good chance for success. Our
products, like this one, are evidence
of our intent. If you'd like a product
brochure, please send 50¢ and a
stamped, self-addressed #10 envelope
to: Electronic Arts Product Catalog,
1820 Gateway Drive, San Mateo,

CA 94404.
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. . . into the most far-reaching outer space adventure ever.

ALTITUDE

.2 HILOMETERS

FIMAL APPROACH

ABORT MO  LOMGER POSSIBLE

Explore Strange New Worlds.
Your mission: To seek out new life, and
the remnants of ancient civilizations.
And to change the galaxy’s future by
discovering the secrets of its past.
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HOT TRVING THE FUNNY STUFF ALIEN
TRESSPASSENS., SUPLRIOR UELONI THE
MOST POMERFUL .

Open a Channel
to the Alien Vessel.
Each alien race, like this Veloxi, has a
unique language, culture, and person-
ality. With enough training, your Com-
munications Officer can make you
some powerful friends.

(

Explore 270 star systems
and 800 planets with
unique eco-systems.

Interact with 7 alien
races, each with unique
languages and cultures.

Choose and train
6 ship’s officers: Captain,
Science Officer,
Communications Officer,
Navigator,
Medical Officer,
and Chief Engineer.
Their performance
improves with experience.

Includes animated
graphics of rotating
planets, landing
sequences, and more.

®
The equivalent of

15 man-years
in development.

Includes starmap
and security decoder.
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CAPTUIN, THEY HAUE JUST ARNRED THEIR
MEGPOWSE AND RAXISED THEIN SHIELOS

Full Power to Lasers!
You’re ambushed in hostile territory.
Use diplomacy to buy time. Or let your
lasers and missiles do the talking.

ESTABLIGHED APTAZN

Standard Orbit, Captain.
Your Science Officer scans the planet
surface for environmental conditions,
valuable minerals, and life forms.
There’s a stiff fine for recommending
colonization of airless lava-worlds.
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