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MY BACKGROUND

AGames journalist 19982003 (VGFarq Dagsavisen,
AP,Nintendo mag, PC mag, Playstation mag etc. )

AFreeRecordShopExecutiveouyer1994¢ 1998
A2k+Founder1998¢ 2000,Spaceworld®000

AFuncom ProdudDirectorW ncw n do>  t NEB R dzd

AArtplant Producer 201% 2012
AMegapopFounder2012

ASpillprodusentforeningen, Nordic Game etc. etc.



19921 THE YEAR OF FOUNDATIONS

Alt all startedwith demo scenearoundAmiga 500

AA few hundredNorwegian boysvasbehindscenea
groupof 15¢ 20yearold boysgot reallygoodat it.

Alt wasntthe ideayou had, but how goodyou could
codedirectlyonthe metal

ANo enginesnotools
ASomegameswerein development OlavMgarkrid made

acarracing game in 1992 (nabnfirmedreleasq, while
Gautewasworkingon other stuff.



19931 THE FOUNDING OF FUNCOM

Aln 1993 Funcorwasfoundedby ErikGlgersenlan
Nell, Andre Backen, Ol&arkrid and Gaute Godager

ANo one had anymoney, but Andre Backen used his
military «dimmepengenrthey hired a placein
Munkedamsvelien in Oslbut couldnot afford to pay
anyone orevenbuy properequipment

AMarket wasvery different then, agoldenage for
publisherswho couldthrow moneyafter 3-4 projects
andonly 1 hadto succeed

A The Longourneyof raisingcash androjectsstarted



19931 THE FUNDING OF FUNCOM

AFuncom usedheir demos andexamplesrom other

titles to swaypublishersso cometo Norway. Andcsome
did, likeNamcao

APretendedto have acompanywith actualworkers
whenpublishersvisited Wasjust sittingaroundin a
mockshellin amockcompanywith mockequipment
Family andriendsfrom demo scene.

ALandedthe dealfor their veryfirst game, A Dazeefore
ChristmasPaymentfor the developmentwassetto
50.000 USD, adicouloussumeventhen.

AThemoneywasspent tobuy equipmentand start



199417 THE FUNCOM MADNESS

AWhenall the moneywasspent,wasforcedto sellin a
secondgame toget moneyto paydevelopmentof first!

AQuicklyescalated asthere wasneverenoughmoney
andthe companyscaledncrediblyfast. 100employees
alreadyin 1994 / 1995. Boys 1620 yearsold.

AMostly from the demo scenenotarieslike Ragnar
Tarnquist Jack Wulff, JoachiBarrum MikaelNoguchi
and Hennindroklingcameonboardduring 94 and 95.

AProjectafter projectwassold in topublishers advances
paid out. Advancesvhichwentto completingother
work for hire projects



A WORK FOR HIRE GAME FACTORY
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19961 STRIFE AND TURMOIL

ATheboyishvibe vained andthe promisedFerraris
nevermateralized.Moneywassparse sowaspayments
The mad dash tdeliverprojectstook its toll.

A Aninternalrebellionstartedto form, comingfrom
two sides abnce

A After muchscheming backstabbinggisputedcode
thefts, hacksandevena court settlementtwo new
companiesvasformed; Dimagaand Innerloop.

A Gautehadto travelaround Europe andjivemoney
back topublisher(infogramesetc.) forprojectswhich
would not release



19971 THE NEW FUNCOM WAS BORN

AAccordingo Gaute Funcorwasthisclos€) T N2 Y
collapsing Hesaidhe hadto fight nailandtooth to stop
everyonefrom leaving

AWhat kept peoplewasthat managemennow
promisedFunconmwould changedirectionand make
own games.

AA nastyfinancialmanouveroustedbiggestowner down
to nothing. Jebsercameonboard stillthere today:

ARagnahad provenhisworth on Casper, anevassetto
lead anew projectcalledThelLongestourney. The first

true Funcomndie game.Elsewherean onlineresearch
Nnroiact calledParadionehift etarted(Anarchyy Online)



19971 DIMAGA, MIMAGA

Adack, Chester, Joachim, Mikael aidersformed a
new companycalledDimaga

AFullof youthfull optimismand selfesteem(wascertain
Funcomwould collapseas allthe bestpeoplehadleft)

ASetout to makemakea 2D fighter gameyhichat the
time hadpeakedas games like Tekken and 3D games
floodedthe market

AL astedfor abouta yearuntil fundingdried up

ABack to Funcomvasnot anoption (I gues3, the guysat
Innerloophadbeenmore successfuat raisingmoney!



19971 INNERLOOP

AHenningRoklingformed Innerloopwith a group of
Funcompeople

Alnitial fundingfor somemonthsprovidedby Crystal
Dynamics (BMGyyho waslurkingto startsomething
Sam lateffoundedRockstarperhapsthis couldhave
beenRockstarflrue North :D

AWhenthat crashed Henning sold a#quipmentto fund
a USourtingtrip. Eildoscamein asownersand
Investors,investedin the rangeof 5 million.

AHaddevelopeda uniquelandscapesngine got many
pagesn Edge. Perfect fdtight simsit turned out






1998 1 INNERLOOP

ADimagamergedinto company With Eidosdecidedto
make Joint Strike Fighter, amazingookingfighter
gamewhereyou couldtry the upcomingFighter jets.

ALaunchedhs adecentsuccessafew hundredthousand
copiesshifted. Movedonto Sega Extreme Sports, and
later Project IGI 1 and 2

A Waseventuallypurchasedy VisionPark foraround
100 million NOK. Auccessfuéxit!

ATeammadeManetoppen forVisionPark, and Jack,
Joachim, Mikael and Chesteadfun with it. The seed
for Artplantwasborn!



1998 1 INNERLOOP




094 ONWAARHUSE DISTRIBUTION SCENE

AAll retail chainssuddenlysold games

ADedicatedstores servingollectorsc AkersMic,
EugeneSpiderman

Al ocaldistributorsflourished hunlredsivorkedwith
gamegdistribution- IQ Media,VisionPark, BJ
Electronics, NordiSoftsalesJaclof All Games

AOnlylater camethe companieswith own setc EAcame
first through AkselHeirung

AEveryonamported, strife and struggle



1998 1 CAPRINO GAMES, IN GAMES

ARemo Caprinticenseut the Flaklypdicenseto IN
games in Drammerhe yearisabout98 or so.

AIN gamesgyo bankrupt Caprinaresumecontrol,
«inherit» employeesincludingVoja Stine andl'inka

AMario Caprino isetas lead programmer, eear
demandfrom the Caprinofoundationto securethe
heritage

Alnvestesheavilyinto motion captureand production
raisesin the areaof 20 million NOK. The raceanto
launchPinchcliffeGrand Prix.



TV Commercial




19991 THE LONGEST JOURNEY

AStarteddevelopmentin 1996, as directresultof the
Innerloop /Dimagarebel. C dzy O #raf pXaperself
developedndietitle.

AConcepfereatedby Ragnafgrnquist JarlScherverud
and Didrik Tollefserb(t alsoGaute andlommy Srand)

AComingat the tail end of the point andclickera

AResonatedncrediblywell with a lot of players«The
bestadventuregame evemade»

AWent on to sell500.000+copies beingreleasedn a
rangeof languageg9).
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2000 T PLANETARION / FIFTH SEASON

AThe first evetaunchedNorwegian online game
ABrowserbasedMMO madeby FifthSeason
APlayers control a planet, with the ability to mine its

asteroids for resources, and construct a fleet of
spaceships to attack other player's planets.

AQuickly gained a big following, free, ad revenues

ADotcom crash, turned to paid, sharp decline

AWenton to sellthe game in 2003througha numberof
owners now ownedby Jagex



2000 T PLANETARION / FIFTH SEASON
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2000 7 LAUNCHING FLAKLYPA

AAfter muchturmoil Flaklypdaunchesn 2000
ASolid! VGthe first reviewof gamegivea 6/6 score
ALikethe movie, the gamebecomesa phenomena

AAll retail stores,evengasolinestations plasteredwith
POS material anshocksellers.

ASold amamazing350.000copiesin Norway for 399 /
499retall price(50¢ 65 USD). 30.000 ibenmark

ATo date, arperhapslikely, the bestsellinglocal
Norwegian gamef all time.



1999 - CASUAL, MOBILE, DINOLIFE, TV

AThroughthe d n anyother typesof games and game
companieemerged

AFuncovmmadea casuaportal with 500.000users
O. I O1 3l YY 2 ya mBhilegdmeiatkd siidro.

AMorten LarssemadeDinolife achildrensgame portal

AJosefine gamelsadtheir hayday and gamesameout
In localizedform (Championship Manager Norge)

ATV gamesamealong(includinga gamblingone owned
o0& { LIS Inigls Kebak antnindlessgambling



2000 1T ANARCHY ONLINE

AAnarchy Onlinevasin full swingbut missedaunch
date after launchdate.

AHorribletechnologyprocessestools and very difficult
challengesnadeit into a nightmareto develop And a
dream

AFirstmadeasclientgame,then ported to server

AAt first biginternal resistanceo doingonline games,
but Meridian 59, UO and E€hangedoeople

AFundingwasdryingup, andthe dotcombubblebursted



200117 ARTPLANT

Aln 2001 Jack, Joachim, Chester, Mikaelathérs
formed Artplant.

AContinuedthe goodrelationshipwith VisionPark, and
iInstantlygot assignmentgor work for hire childrens
games.

Aln addition madeart for alonglist of other games.

AA longlist of greatchildrensgamescameout!






2001 1T ANARCHY ONLINE LAUNCHES

A27th of June 2001 Anarchy Onlimpensits gates
AWorst MMO launchin history, peoplestill rememberit

AFundingdried up, peopleworkeddayand night
preppingfor what everyoneknowwould be rocky

AWM othingworked

AGiganti¢ 160.000tems







2001 1T ANARCHY ONLINE LAUNCHES

ABut peoplealsoloved Anarchy, and athe game
changedawayfrom its planned4 yearlifespana great
productwastakingshape

ABut peoplehadbeenscarred
AVeryhard to turnthis shiparound massiveayoffsin

Funcompnew investorsqueeze Andthen Trond Arne Aa
camein during 2003



2001 1T ANARCHY ONLINE LAUNCHES




