VGC Exclusive! Interview with the original Dragon’s
Lair creators PLUS the “lost” Dragon’s Lair 2 scene!
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In 1283, Cinematronics released Dragon's Lair, the first laser-disc
animated arcade game. Over 20 vears later, Dragon's Lair has been
releazed on a vanety of sysiems and was recenily added to the
Guiness Book of World Records. It sits along side Pong and Pac-
Man as one of only three arcade games in the Smithsonian. All three
craatars, designar Rick Dyer, producer Gary Gokdman, and legendary
animator Don Bluth, sat down with Video Game Collechar for a rana,
exclusive inlariew

The thrae Dragon’s Lair creators Don Bluth, Rick Dyer and Gary Gold-

N

On Getting Started:

Don: | worked at Disney in 1855 on Sleeping Beauly. This was
while Walt was still alive and he just brought this engrgy to the whole
place, | left in 1856 [onginally to'go on & mission [o Argentna with
the Church of Latter Day Saints) and returned in 1971, | worked there
until 1979, and was being groomed 1o bacome Director/Producer, but
things were differenl. A lot of the production values were removed
and the defense was always
that it was LoD expansive.

There was a group of us wha
were very inferasted in sorl of
the more raditional style of
animation. We found that a kot
of the *0id Masters” at Disney
couldn't really remamber or
show us some of the processes
to achieve certain special
affects. We leamed that you
could dao this really great

Dirk just saved 15% by swiltching his

magical flying horse armar insurance
animation and it didn't have to mﬁEEﬂ.r .

cost that much, because wa

wera daing it ourselves. We bought some equipment and over four
and a half years we produced a 27-minuie film entitlted Banjo the
Woaodpie Cat.

Gary: We decided to leave and start our own company. Seventeen
people resigned including me and Don and John Pomeroy. The
media made a big deal about it, saying Dizney's bast animalors were

leaving and Disney took it very hard. | think it would be years, thaugh,

before we really realized how much thay had it out for us after that.
On getting the Bluth Group to animate Dragon's Lair:

Rick: | had bean designing videa games for anothar company. We
wara making handheld games and | had an idea for an animated
game. My wife Jan and | went to the movies and we were saeing The
Secraf of MIMH. As soon as | saw it | pointed at the screen and said
*That's whao | want o animate my gamsa!”

Gary: We had just finished the release of Secred of NIMH and
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wie wara warking on our
second featurs filnn titled
East of the Sun: Wesf of the
Moon. But a union strike shut
dlowr production and aur
invesiors walked away. Mext
wi ware approached by a
very distinguished Japanese
businessman who said ba
wanted fo finance our next film
We were really exciled and
every time he would call we

Deiegted Scene from the Dragon’s
Lair 20™ Anniversary Spacial Edition
woilld have the whole office s&t: Hey, why is Dirk heading into the
gathered arcund the phane Tunnel of Love alone?

to see if he had the money yvat Finally, he called (o say e had our
monay. He told us it was in gold bars, buried under the runway of the
airport in Switzedand, Obviously, this could not be true — but | got ks
narma and maybe someday 1'll find out where hi lves, Then, along
came Rick Dyer and his idea for Dragaon’s Lair,

More money problems:

Gary: We agreed to work on Dragon’s Lair for Rick and the next
three months were spant trying to finance the animation part of it
We borrowed from friends and friends of friends but were sl short
the money we needad to have a chip ready to present at the Chicago
codn-op show, Then one day, Don's brother showed up with a grocery
bag stuffed with a huge amount of cash. Fifty thausand dallars! \Wa
weran't too sure where it came from and it looked a little suspicious
bt we took it to the bank and over tha next three Rours explained s
origin and made sure it was ok o deposit it. It turns out, Don's brother
had found an investor, accepted their first paymeant and as a joke he
cashed it and brought it over in a Safeway bag

On the struggle to bring Dragon’s Lair to life:

Rick: | had a staff of about
3 people, bui they weren't
animators. They weare
programmers and they would
write scnpts and sand them
over for Don and his guys to
anmate

Gary: But we would often
re-write the scripts as we
animated, and what they gol
back was sometimes very
different than what they sent. This caused a bol of friction within their
group, but we were shielded from that. Rick was the buffer

Girls Gone Wild: Mordroc's Castie
Editiomn

Don: The animators just loved working on Dragon’s Lair, because i
wiasn't a feature (film). On a feature everything s about discipline anc
control and | think for many of them working on Dragon's Lair was a
lot maore fun.

Gary: All of the play testing was done in housea. At the ime, it wasat
turming out very good. It anded up thal 30% of the animaton was
gither re-done or cut from the game. The Mudmen scene made i
in; another scene called 'Gargoyles' was cul but appeared on the
Dragon's Lair Special Edition by Digital Leisure

On the success of Dragon's Lair:

Rick: This was a' very expensive game o produce, At the time the
average coin-op budget was around 150 or 175 thousand dollars and
wa spant 10 imes that on the animation alone! Mo one was really
sure hiow it would do. We spent three months on five minutas of
footage for the Chicago coin-op show but we didn't have a finished
product to show them, After the show, when | asked Jim Pierce
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(President of Cinematronics) how things went, he gat this big smile
on his face and said “we booked 10 million dollars in ardars.”

Don: Part of the appeal was watching yoursell dia in funny ways
We had done research and found that, at the time, teenagers didn't
walch animated films. Part of growing up = that you have to spit out
your chikdhood and cartoons were parl of that, so leenagers weran't
really supposed to like animation. But we thought gur audience
was Benage boys, 50 we had o make something differant than the
cartoons of their childhood and these death scenes are funny, but
maore mature, In Space Ace, we took it a slep farthar with Dexter. If
youl lost, you actually lost your manhood by having him
tum into & child again P

On Who Created Dirk the Daring:

Rick: Wall, Don did a lat of the characier
sludies... ..

Don: Oh, it was all Rick. We wenl over to his office
and | remamber bim showing us his ideas, and he had
tis sort of bumbling character far the game.

Rick: Bul Space Ace, thalt was mosily Don
On selling the home console rights to Dragon’s Lair:

Rick: I had met with Al Kahn (President of Coleco) at the Chicago
game show. He was very excited about Dragon’s Lair and avery ime
we talked he would say "Rick. how much you want for those home
fghts¥" 10 which | would always reply “four million dollars.” And this
went an for awhile, until one tima we were on a conference call and
he asked about the home nights again and when | again told him four
million dollars he gat really angry, and shouted * = dammit, Rick!
Thare is no way we'ré gonna pay you four mition dollars. The most
we will pay you is two mition dollars!” | don't know if he heard this
ol [ha call, but Jim Pierce was inthe room with me-and his head
Just hit ther table. Thes was a time when most home console fghls

were selling for maybe 25 thousand. This game changed everything.”

David Foster, Prasident and Founder of
Digital Lessure, has rescusd many laser-disc
and full-mation viden games from obscurity.
How, the: Toronto-area self-taught programmer
umed video game publizher alks about the
pasl, present and future of "his kind of games.”

On getting started:

In high school | worked for @ Commodore dealar who sold sysiems
but also pubkshed and sold their own software and hardware products
I was self-taught and workad on word processing and spreadsheel
applcations that were originally designed for the Commodore Pet. but
want on to become huge sellers on the Commodore 64, | became their
senior programmer while sbill in high school,

| eft there and along with one of their VP's created a company called
tgital Sodutions, Our biggest product was a word processor called
Paperback Witer, but we were contacted by KayPro, who owned that
copyright and the title was change to Pocke! Whter.

On his previous company Ready Soft:

We staried ReadySoft and ane of our first products was a
Commodore B4 emulator for the Amiga, which was just a huge success
One of my farmer employees had separately been working on a home
warson of Oragon's Lair that would feature the game play in its original

arcade glory, and hia was really interestad in doing it himself, but when
he was about 75% done he ran out of funding and we stepped in to
fimish it

The Amiga was one of the first computers that could realty handle the
video of those games but due to space Emilatons of the floppy discs
any one releasa would only contam about 15% of the arcade version

We started Readysaft in 1998 and sold it in 1996 to a Canadian
film company called MaloFim . This was during the full motion video
craze when Hollywood was tning (o get into gaming. MaloFim had just
gone public about a year earkier and they bought us and three ather
companies. They were Irying to expand too fast and fiell on hard times.
They quickly gave up the rights ta Dragon’s Lair, which they had nevar
been too interested in, and we were able to get them back because of
aur leng relabonshap with The Bluth Group,

On Cliffhanger

Without a doubt the biggest hale in our
ibrary is Chffhanger. We have pursiued
that game for 10 vears, and sometimes we
have been very close to getting the rights to
re-release it I'm not really sure why it hasn't
worked out, there have been other games G
based on Lupin the Thind, but one factor may be
that the director of the original Lupin the Thind video footage
used in Ciiffhanger, Hayao Miyazaki, has since become very famous
and successiul, He directad Sperited Away, and it may be possible that
he jusl doesn't want his footage used in a video game. Another game
we pursued was Super Don Quixofe, but again itwas a Japanase
company and we have chased the rights to a dead end

On the future of “video" video games:

It's forfunate that the technology has improved and we are able o
release these games in their original format. IU's great that the new
systems, even the ones that aren't that new anymore, support DVD's
50 we can release these games in DVD quality. Also, we are exploring
new formats to deliver games, like digital cable and satellite

On publishing original titles:

Digital Leisure specializes in games using full-motion video. Thay have
brought new génerations of gamers such classics as Dragon's Lair,
Space Ace, and.,...Dvug Wars?

Pubishing new games isn't really our gaal, but with our acquisition
of the American Laser games we did acquire a game called Shoot
Chut af Ofd Tuscon. This was & full-motion video game that was never
released. though all of the video had been shaot. This tite was a litlle
more advanced than their other games, in tarms of blue screen and
mattng, bul it is a bit challenging for us in thal there is no referenca
for a finishad product. In a way, it is similar to the 207 Anniversary of

continved on page 48



David Foster

continued from page 19

Dragon's Lair, in which we had access to scenes thal
had ended up on the cutling rocm floor, and we ware
able to integrate those into a finished product.

On Thayer's Quest:

Al of the coding was done from scratch, but there
wasn't a film masier to usa for the footage, the laser
discs are the only video masters that exist, Luckily,
thers = a great group of enthusiasts who were
able to help us with the finished game. Historically.
the fans, especially from the Dragon’s Lair project
website (www.dragons-tair-project.com), are a great
resource. They hand picked frames from the oniginal
laser discs to create a new video master. Thay
also gave us insight info ways some of the original
game play could be enhanced and that allowed us
to include two versions on the same disc—a “home”
varsion with some great enhancemants and an
*arcada” version that includaes the orfginal arcade
release.

On Dragon's Lair in High-Definition:

Crriginally, when we met with Sony and Microsoft
(about releasing classic laser disc games for nexd
genaration consoles) they weren't that interastad.
They really wanted to focus on games that
showcased the 30 capabiliies of their systems, But
now, we are creating a version of Dragon’s Lair in
high-definition that would be perfect for HD systems
like Xbox 360. Dragon's Lair, Space Ace and
Dragon's Lair Il are perhaps the only laser games
that could be created in high definition sinca, unlika
Thayar's Quesi and most other laser disc gamas,
the original film masters for the Don Bluth games
siill exist, As wa work on a high-definition version of
these games hopefully the hardware makers will look
at them again with an open mind,
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Dragon’s Lair2—Thel eNne

Few games have received as much lasting attention, dedication and fanfare as Dragon’s Lair. The recent special edition DVD games
published by Digital Leisure have restored many of the lost and unreleased scenes, but in our exclusive interview with the creators,
Video Game Collecfor uncovered an important piece of Dragon’s Lair history that had remained hidden—until now. When asked about
the unreleased laser disc game Bamacle Bill, Don Bluth recalled that their studio had built a scale model of a 3-masted tall ship to use in
creating animation scenes for the game. When partner Gary Goldman reminded him that the ship had actually been built for a sequence in
Dragon's Lair 2, the memories came flooding back. The two had created, scnpted, storyboarded and scored an entire 2 minute sequence thal
would have been perhaps the most complex animated scene in Dragon’s Lair history. The scene was actually a musical number featuring
a character called The Pirate King, singing the ‘| am a Pirate King' song from Gilbert and Sullivan’'s musical The Pirates of Penzance. The
music would have continued with Dirk battling The Pirate King and a host of sea creatures. Although the scene was never completed due fo
the high cost of animating such a complex sequence, most of the production work was completed and the creators are hopeful that the scene
will one day be completed for inclusion on yet another upcoming special edition Dragon’s Lair compilation. Presented here, for the first time
anywhere, are the original storyboards, hand-drawn and by Don Bluth himself. The storyboards are in sequential order, with a "threat” scene
which shows the corect movement at the bottom, and a “resolve” scene which shows the continued animation after a successful move. The
final six panels on page 21 show the "death resolves” — the animated sequence that would follow an incorrect move.
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Death Resolves

§ e

Ivdr
r .
gy
=15 Kk

o

*

F




