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SPACE QUEST III
THE MEN WHO DESIGNED THE
GAME

by Nancy Grimsley

M ark Crowe and Scott Murphy are
the designers of the Space Quest adven-
ture games put out by Sierra On-Line.
Not only did they conceive the idea and
write the story, they are the major
programmers on the game—to over-
simplify their roles Mark does the pic-
tures and Scott makes the characters
move and respond. In a recent interview
they talked about the process of creating
an adventure game.

As the interview progressed I had an
opportunity to notice their partnership in
action. After | asked a question, one of
them would have a response and often no
sooner would he finish than the other
would smoothly dove-tail an additional
response. Some of the answers came
from both of them contributing phrases
in turn that fitted together like pieces of
a jigsaw puzzle. It didn't look to me like
a particularly conscious process, but it
appeared to be a comfortable technique,
without any taint of contentiousness, ir-
ritation, or competitiveness. They
laughed a lot. See for yourself. Here is
how it went.

How did you each get your start in
your craft, programming and com-
puter graphics?

Mark: 1 started with Sierra six years
ago working for the Art Department
designing packaging and documentation
and what not, so I used my illustration
skills there. My first computer graphics
project was creating the graphics for
Winnie the Pooh and the One Hundred
Acre Wood. Then I did animation for
King's Quest Il and following that I did
some animation for Black Cauldron
which was the first project Scott and |
worked on together. I believe that was
also his first job creating source code for
the games.

Scott: I didn’t start doing this. It was
an accident. I saw an adventure game
before I worked here and I liked it. I had
a job I hated and I kept bugging Sierra
until they let me come and work as a
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dealer returns person. And Ikept learning
things. I kept learning product in my
spare time and learning how to support
stuff. So I became a support rep for
games and then for business products,
then I ended up managing the support

Mark Crowe and Scott Murphy
Two Guys from Andromeda

department. Then the big crunch hit and
I started doing QA work as well as sup-
port stuff. As I got closer to where they
were creating the games I saw Mark and
Doug MacNeill working on graphics for
King's Quest Il and Black Cauldron and
I started bugging Ken (referring to Ken
Williams, the company president) to let
me try. I saw people working on
programming and I knew that if they
could do it, I could do it. So I kept bug-
ging Ken and finally he let me try it. I put
in a lot a free time over a summer spend-
ing nights out at his house debugging
Black Cauldron. And then I ended up
being the only one working on it. After a
while Ken and Al Lowe bailed out on me.
So I got Black Cauldron shipping and
that was the first thing I worked on as far
as a game. | got bit by the bug then.

It sounds like a story of persistence
paying off.

Scott: Yes, exactly. Exactly.

How did you two get started
together?

Mark: We were both working on
Black Cauldron together. We're real-

Continued on page 7
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FROM
SUPERTRAMP
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AN INTERVIEW
WITH BOB
SIEBENBERG

by Kirk Green

F or someone who has seen the heights

. of superstardom in the rock band Super-
| tramp, Bob Siebenberg is a pretty down to
" earth guy. He gets up every morning and is

at work in his home studio by 9:00 am and
works till early afternoon when he heads
out to a local baseball field to coach little
league.

“Hey my greatest day is working in the
studio and then heading out to baseball
practice by 4:15pm,” said Siebenberg.

Married, with two children, the 39-year-
old Siebenberg has worked in his ranch
home studio over the past few months on the

Bob Siebenberg
From rock band Supertramp

soundtrack for Space Quest 111:The Pirates
of Pestulon for Sierra. We spent some time
with him recently, after he finished putting
the final touches on his new solo album, to
see how he became part of the Sierra family.

Most people are surprised when they
hear that the drummer for Supertramp
is producing a musical soundtrack for a
Sierra 3-D Animated Adventure Game.

Continued on page 8
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