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“A miracle

rom the kiitchen.’’

Mystery House, eventually sold over 10,000
copies. It was a bundred times more successful

ierra didn't start in a
garage like other software
vendors. We weren't born
out of a marketing plan or
staffed and funded by a major
corporation. My busband and |
started Sierra on a rickety table, in
the kitchen of our small family bome.
Our first software product began as an
evening project. Ken (my busband) and 1
worked on it togetber. It was kind of like when
we bung the pictures in the den or assembled the
Jamily pboto albums - I supplied the creative
design and Ken did the technical work. It wasn't
until we saw the finished product that we ever
thought of trying to sell it. We placed a small ad
in a magazine and boped for the best.
That first software program, a game we called

Our st adventure game, Mystery House.
trom 1980.

than we ever thought it would be! From thal

Jamily project, we started a family business nou

known as Sierra On-Line, Inc.

ben we started Sierra, we bad no
idea bow big the computer indusir)
was going to become. We thought
compulers and software would always be
a small industry, of interest only to
backers and bobbyists like ourselves
Well, we were wrong. Our little
software business quickly ouigrew
the space available on our kitchen
table, and the operations bad to
be moved into the den and spare
bedroom. But that didn't last
Jor long. Soon, we bad no choice
but to move our business to a
larger building above the local
print shop

Before we knew if, we bad occupied three otber
buildings in town and we continued to grow. With
the bouse (and kilcben table) once again
available we created three more besiselling
adventure games (The Wizard and the Princess,
Mission Asteroid and Cranston Manor) over the

next 18 montbs.

oday, 1 don't work out of the spare
bedroom anymore (our first bouse
burned down in late 1982). I bad to
begin designing my adventures at the
office in downtown Coarsegold. We bired some
extra bands to belp us out (about 77 pair at last
count) and now our little software company takes
up most of the town's biggest office building. It's
very different from working at bome, but the office
still bas a very “bomey” feel to it. We're all very
casual (no neckties or shoes) and everyone gels
along. It sounds a little trite, but we really do try to
be one bappy family. Every time I visit the Sierra
offices, I think of a little line my mom used to say
when she brought dinner to the table, “Here comes
anotber miracle from the kitchen.’’ It was ber
favorite joke. Sierra On-Line is our miracle from
the kitchen, and with every new product comes a
new miracle. | bope you enjoy them...
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Signed,

Current Sierra offices.




BACKGROUND

“Our | specialty bas always been
adventure games.’’

If you typed out a command to Grabam, such as While Roberta has been working so
“BOW TO THE KING," Grabam understood wbat that younger people can play 3-D

you told bim. Animated Adventure Games

ver the last seven and a balf years
we 've publisbed bestselling word processors
arcade games and programming ulilities

but, from the beginning, Sierra’s biggest claim
to fame bas always been the adventure game
Back in 1979 when Sierra first got started, there was
only one type of adventure game - the text adventure. |

Mixed-up Mother Goose for

wasn't surprised wben I learned that Roberta bad written Later, Sierra adventures would include games such g3 miw
ber own adventure game. Ken sent me a few copies of it. A as poker and blackjack.

clerk in the Computerland store belped me get the game working Al Lowe and Ken have been working
to make our games appeal to a more

“mature audience

and | was stunned. | remembered all the text adventure stuff |'d
seen Roberta play, but this game bad pictures! The first screen
showed this creepy, old bouse, and if you typed GO NORTH you got
a close-up of its front porch!

ince then, it’s been ome innovation afler anotber
Jor Sierra adventures. Initially Roberta’s adventure
games mixed grapbics and lext (a first). Next the) - y e
Jeatured color grapbics (anotber first). When there were Leisure Suit Larry in the Land
too many innovations for Ken to bandle alome, be bired B T A
programmers and Roberta put them to work on ber neu
adventure projects.

We bave even
incorporated arcade
sequences into a few of

In 1984, Sierra our games.......

debuted their latest
adventure design, the '
“3-D  Animated
Adventure Game."’

It became the first to
Jeature a main cbaracter that could ‘“‘maneuver through tbe
grapbics in a 3-dimensional perspective.”’ He could travel from
one scene lto the next, frame by frame.

If be was in front of a
castle, be could walk
directly inside the
castle.

..... .and the game
grapbics bave laken
anotber leap forward
in resolution.

Scene from King's Quest IV.
At Sierra, adventure games bave always been our specialty. We
began our work when computers were young and we intend to
remain the innovative force in adventures all the way through
interactive video disks (but that's anotlécs story). !
Signed, b P72
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