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2O YEARS OF CREATIVE MADNESS
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THANKS FOR INFO!  



MEGAPOP - COMPANY OVERVIEW

ÅGames journalist 1993 ς2003 (VG, Faro, Dagsavisen, 
AP, Nintendo mag, PC mag, Playstation mag etc. ) 

ÅFreeRecordShop Executivebuyer1994 ς1998 

Å2k+ Founder1998 ς2000, Spaceworld2000

ÅFuncom Product DirectorΨлм ςΨлфΣ tǊƻŘǳŎŜǊ Ψлф ςΨмм

ÅArtplantProducer 2011 ς2012 

ÅMegapopFounder2012

ÅSpillprodusentforeningen, Nordic Game etc. etc. 

MY BACKGROUND



MEGAPOP - COMPANY OVERVIEWÅIt all startedwith demo scene aroundAmiga 500

ÅA few hundredNorwegian boys wasbehindscene, a 
groupof 15 ς20 yearold boys got reallygoodat it. 

ÅIt wasntthe ideayouhad, but how goodyoucould
codedirectlyon the metal

ÅNo engines, no tools

ÅSomegames were in development, Olav Mørkridmade
a carracing game in 1992 (not confirmedrelease), while
Gaute wasworkingon other stuff.

1992 ïTHE YEAR OF FOUNDATIONS
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ÅIn 1993 Funcom wasfoundedby Erik Gløersen, Ian 
Neil, Andre Backen, Olav Mørkridand Gaute Godager 

ÅNo onehadanymoney, but Andre Backen used his 
military «dimmepenger» they hireda placein 
Munkedamsveien in Oslo, but couldnot afford to pay
anyone, or evenbuyproper equipment

ÅMarket wasverydifferent then, a goldenage for 
publishers, who couldthrow moneyafter 3-4 projects
and only1 hadto succeed

ÅThe Long journeyof raisingcash and projectsstarted

1993 ïTHE FOUNDING OF FUNCOM
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ÅFuncom used their demos and examplesfrom other
titles to swaypublishersto cometo Norway. And some
did, like Namco. 

ÅPretendedto have a companywith actualworkers
whenpublishersvisited. Wasjust sitting aroundin a 
mockshellin a mockcompanywith mockequipment. 
Family and friendsfrom demo scene.  

ÅLandedthe dealfor their veryfirst game, A Daze before
Christmas. Paymentfor the developmentwasset to 
50.000 USD, a ridicouloussum eventhen.  

ÅThe moneywasspent to buyequipmentand start

1993 ïTHE FUNDING OF FUNCOM
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ÅWhenall the moneywasspent, wasforcedto sellin a 
secondgame to getmoneyto paydevelopmentof first! 

ÅQuicklyescalated, as there wasnever enoughmoney, 
and the companyscaledincrediblyfast. 100 employees
alreadyin 1994 / 1995. Boys 16 ς20 yearsold. 

ÅMostly from the demo scene, notarieslike Ragnar 
Tørnquist, Jack Wulff, Joachim Barrum, Mikael Noguchi
and Henning Roklingcameonboardduring 94 and 95.  

ÅProject after projectwassold in to publishers, advances
paidout. Advanceswhichwent to completingother
work for hire projects.  

1994 ïTHE FUNCOM MADNESS
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A WORK FOR HIRE GAME FACTORY 

ÅBut it wasnot THEIR 
games
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ÅThe boyishvibevained, and the promisedFerraris 
never materalized.Moneywassparse, so waspayments. 
The mad dash to deliverprojectstook its toll.  

Å An internal rebellionstartedto form, comingfrom 
two sides at once. 

Å After muchscheming, backstabbing, disputedcode
thefts, hacksand evena court settlement two new
companieswasformed; Dimagaand Innerloop.

Å Gaute hadto travel aroundEurope and givemoney
back to publisher(infogramesetc.) for projectswhich
wouldnot release

1996 ïSTRIFE AND TURMOIL 
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ÅAccordingto Gaute Funcom wasΨthis closeΩ ŦǊƻƳ 
collapsing. He saidhehadto fight nail and tooth to stop 
everyonefrom leaving. 

ÅWhatkept peoplewasthat management now
promisedFuncom wouldchangedirectionand make 
own games.  

ÅA nastyfinancialmanouveroustedbiggestownerdown
to nothing. Jebsen cameonboard, still there today. 

ÅRagnar hadprovenhis worth on Casper, and wasset to 
lead a newprojectcalledThe LongestJourney. The first 
true Funcom indiegame. Elsewherean online research
projectcalledParadigmshift started(Anarchy Online)

1997 ïTHE NEW FUNCOM WAS BORN
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ÅJack, Chester, Joachim, Mikael and othersformeda 
newcompanycalledDimaga. 

ÅFull of youthfull optimismand selfesteem(wascertain
Funcom wouldcollapseas all the best peoplehadleft) 

ÅSet out to make makea 2D fighter game, whichat the
time hadpeakedas games like Tekken and 3D games 
floodedthe market. 

ÅLastedfor abouta yearuntil fundingdriedup  

ÅBack to Funcom wasnot an option (I guess), the guysat 
Innerloop hadbeenmore successfulat raisingmoney!  

1997 ïDIMAGA, MIMAGA 
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ÅHenning RoklingformedInnerloop with a groupof
Funcom people. 

ÅInitial fundingfor somemonthsprovidedby Crystal 
Dynamics (BMG), who waslurkingto start something. 
Sam later foundedRockstar, perhapsthis couldhave 
beenRockstartTrue North :D  

ÅWhenthat crashed, Henning sold all equipmentto fund
a US courtingtrip. Eidoscamein as ownersand 
investors, investedin the range of 5 million. 

ÅHaddevelopeda uniquelandscape engine, got many
pagesin Edge. Perfect for flight simsit turned out

1997 ïINNERLOOP
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1997 ïINNERLOOP



MEGAPOP - COMPANY OVERVIEWÅDimagamergedinto company. With Eidosdecidedto 
make Joint Strike Fighter, an amazinglookingfighter 
game whereyoucouldtry the upcomingFighter jets. 

ÅLaunchedas a decentsuccess, a few hundredthousand
copiesshifted. Movedon to Sega Extreme Sports, and 
later Project IGI 1 and 2 

ÅWaseventuallypurchasedby VisionPark for around
100 million NOK. A successfulexit! 

ÅTeam madeMånetoppen for VisionPark, and Jack, 
Joachim, Mikael and Chester hadfun with it. The seed 
for Artplantwasborn!  

1998 ïINNERLOOP
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1998 ïINNERLOOP



MEGAPOP - COMPANY OVERVIEWÅAll retail chainssuddenlysold games 

ÅDedicatedstores serving collectorsςAkers Mic, 
Eugene, Spiderman

ÅLocaldistributorsflourishedΣ ΨhundredsΨ workedwith
games distribution- IQ Media, VisionPark, BJ 
Electronics, Nordic Softsales, Jack of All Games

ÅOnlylater camethe companieswith own setςEA came
first throughAksel Heirung

ÅEveryoneimported, strife and struggle

ó94 ONWARDSïA HUGE DISTRIBUTION SCENE
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ÅRemo Caprino licensesout the Flåklypa licenseto IN 
games in Drammen, the yearis about98 or so. 

ÅIN games gobankrupt. Caprino resumecontrol, 
«inherit» employees, includingVoja, Stine and Tinka. 

ÅMario Caprino is setas lead programmer, a clear
demandfrom the Caprino foundationto securethe
heritage.  

ÅInvestesheavilyinto motion captureand production, 
raisesin the area of 20 million NOK. The race is on to 
launchPinchcliffeGrand Prix. 

1998 ïCAPRINO GAMES, IN GAMES
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1998 ïCAPRINO GAMES, IN GAMES
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ÅStarteddevelopmentin 1996, as a direct resultof the
Innerloop / Dimagarebel. CǳƴŎƻƳΩǎfirst proper self
developedindie title. 

ÅConceptcreatedby Ragnar Tørnquist, Jarl Scherverud
and Didrik Tollefsen (but alsoGaute and Tommy Strand)

ÅComingat the tail end of the point and clickera. 

ÅResonatedincrediblywell with a lot of players«The 
best adventuregame ever made» 

ÅWent on to sell500.000+ copies, beingreleasedin a 
range of languages(9). 

1999 ïTHE LONGEST JOURNEY
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Å

THE LONGEST JOURNEY
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1999 ïTHE LONGEST JOURNEY
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ÅThe first ever launchedNorwegian online game 

ÅBrowserbasedMMO madeby Fifth Season

ÅPlayers control a planet, with the ability to mine its 
asteroids for resources, and construct a fleet of 
spaceships to attack other player's planets.

ÅQuickly gained a big following, free, ad revenues

ÅDotcom crash, turned to paid, sharp decline 

ÅWenton to sellthe game in 2003, througha numberof
owners, now ownedby Jagex. 

2000 ïPLANETARION / FIFTH SEASON 
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2000 ïPLANETARION / FIFTH SEASON 
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ÅAfter muchturmoil Flåklypa launchesin 2000

ÅSolid! VG, the first reviewof game givea 6/6 score

ÅLike the movie, the game becomesa phenomena

ÅAll retail stores, evengasolinestations, plasteredwith
POS material and shocksellers. 

ÅSold an amazing350.000 copiesin Norway for 399 / 
499 retail price(50 ς65 USD). 30.000 in Denmark

ÅTo date, an perhapslikely, the best sellinglocal
Norwegian game of all time. 

2000 ïLAUNCHING FLÅKLYPA



MEGAPOP - COMPANY OVERVIEWÅThroughtheфлΩǎ manyother types of games and game 
companiesemerged

ÅFuncom madea casualportal with 500.000 users
ό.ŀŎƪƎŀƳƳƻƴ ŜǘŎΦ ύΧŀƴŘ a mobile game datingstudio.

ÅMorten Larssen madeDinolife, a childrensgame portal 

ÅJosefine games hadtheir hayday, and games cameout
in localizedform (Championship Manager Norge) 

ÅTV games camealong(includinga gambling oneowned
ōȅ {ǇŜǘŀƭŜƴύΧƭŀǘŜ night Kebab and mindlessgambling

1999 - CASUAL, MOBILE, DINOLIFE, TV
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ÅAnarchy Online wasin full swing, but missedlaunch
date after launchdate. 

ÅHorrible technology, processes, toolsand verydifficult
challengesmadeit into a nightmareto develop. And a 
dream. 

ÅFirst madeas clientgame, then ported to server 

ÅAt first big internal resistanceto doingonline games, 
but Meridian 59, UO and EQ changedpeople

ÅFundingwasdryingup, and the dotcombubblebursted

2000 ïANARCHY ONLINE



MEGAPOP - COMPANY OVERVIEWÅIn 2001 Jack, Joachim, Chester, Mikael and others
formedArtplant. 

ÅContinuedthe goodrelationshipwith VisionPark, and 
instantlygot assignmentsfor work for hire childrens
games. 

ÅIn additionmadeart for a longlist of other games. 

ÅA longlist of greatchildrensgames cameout! 

2001 ïARTPLANT 
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2001 ïARTPLANT



MEGAPOP - COMPANY OVERVIEWÅ27th of June 2001 Anarchy Online opensitsgates

ÅWorstMMO launchin history, peoplestill rememberit 

ÅFundingdriedup, peopleworkeddayand night
preppingfor what everyoneknowwouldbe rocky

ÅΨNothingΩ worked

ÅGigantic, 160.000 items

2001 ïANARCHY ONLINE LAUNCHES 
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AO 
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ÅButpeoplealsolovedAnarchy, and as the game 
changedawayfrom its planned4 yearlifespana great
productwastaking shape. 

ÅButpeoplehadbeenscarred! 

ÅVeryhard to turn this shiparound, massive layoffsin 
Funcom, new investor squeeze. And then Trond Arne Aas 
camein during 2003

2001 ïANARCHY ONLINE LAUNCHES 
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2001 ïANARCHY ONLINE LAUNCHES 


