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Todd Daggert
 

Seattle, WA 981-05

Dear Todd:

Hope the design and coding for your game is getting off to agood start. Here are some points to ponder...

l-. rf the Ji11-of-the-Jungle graphics code isn't good enougrh,
Dave Cooper (white Shadow) is working on some very good sprlteroutines and also code for panning (in 15-co1or-nCa.y i,rignt
be able to adapt those to 256-coror vcA. [or do it yourserrl

2. F'or a  soundtrack, wetll be able to use the eerie tiigital
sound effects sinilar to the UltraForce demo. Ultraforce is
now developing two garnes for us (thanks for pointing rem out),plus Larry ripton is creating a rhythn sequencer tnat is ;;good as MoD rnusic (plus it's cornpatible with Adlib and thespeaker, thougrh it sounds aweful.)

3. Chip Hageman (Gandalf ) , who runs our support BBS (The trtistyMountain), was organizing a sinilar ultirnJ-style  pr;ject thalgot swept under the carpet when other projects -came arong.Talk to him he has some great ideas, intt he knows soie
extremely talented people who night help out.

4. we shourd be able to make a game that matches ultina insophistication, but is actually bigger and better. withgreat graphics, sound, and gameplay, this can be the
shareware rnegahit of L992. origin had ingenuity, but in allhonestyr w€ have access to technology that G riqht years
ahead of them.

5. Therne: How A 3-volume trilogy with great character building,
where charaeters can be moved back and forth between worlds(though the worlds are not interrelated. ) This can surqe pastthe goofball themes of games like Commander Keen.
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