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Founding and Background

Dynamic Modeling group at LCS
o Created Zork for mainframes
Original intentions

¢ Keep people together

o Make serious software for PCs
¢ Launched Zork to get started




Infocom’s Board of Directors
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From left: Marc Blank, Joel Berez (Pres1deﬁt),
Al Vezza, J.C.R. Licklider, Chris Reeve
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Company Culture “...alevel of 28 mg of

Budweiser Beer was also
noted. This is equivalent

Fun, humorous group to a goldfish drinking
eighteen six-packs in a

Young and funky seven minute period.”

INFODOPE

ambridge, MA /2

TRIAL REVEALS HOLLYWOOD
FRAMED IN FISH KILLINGS

Union Memorial Hospital, Lakeville, CT
By Flaxo F. Gorilla 11, Legal Affairs Writer e TR TR
Summary of findings from Coroner's Examinatior
InfoTester Dave "Holly- N S
wood" Anderson was declared
ir by a jury of hi rs
in a sensational murder trial on
Friday. The jury needed only
minutes to reach its ver-
declaring Anderson inno-
of the charge of murder-
three goldfish in the Apt
> Fish Pond on
Wednesday, November 16.
Hollywood, speaking at an
Aku victory celebration
ving the trial, termed the
tion"s case "a deliberate,
malicious frame-up" -ar the
jury’s verdict "a blow for jus-
tice." He vowed to bring a suit
against District Attorney Mark Fish expert,
Blanc for Defamation of Char- Dornbrook
Isi ) er met a fish he
like, says
P "Icon" Dornbr
have & indicted for
perjury. i 1 intenti
The most climactic moment in the trial came
e Attarney S. Eric Meretzky called a surpri
ify. Shock rippled through the crowd
"Big" Al Vezza was summoned to the
who refused to take the chair until handed
stunned the court by fingering jury member Poh
Lim as the true murderer.
(continued on page 2)




Technical Achievements

Better English parser

The Z-machine

+ Made games compact

System of development

¢ MDL - Platform-independent byte-codes
o Efficient and cost-effective




Selling Games

Released Zork in 1980 for TRS-80 Model |
Spawned sequels, Deadline, Starcross, more

A LOCKED DOOR A DFAD MAN.

Your greatest challenge
lies ahead-and downwards

Firs rhimmnur.
1\11_. et

SIRQROSS
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Why were games fun?

“Understood” many English sentences
Vivid stories, characters
Demographics




Self-publishing

Your greatest challenge
lies ahead-and downwards.




Marketing and PR

Discover, March 1984




Ads
WE STICK OUR GRAPHICS WHERE

see Infocom’s 3

INFOCOM

The next dimension.




CBS Morning News

Marc Blank

(The Witnhess)







InNfocom Rockets to the Top

20 rFlSst

Zork | - Infocom - A
[ 19 Lode Runner - Broderbund -
|39 | Zaxxon - Datasoft - AT
|65 | Choplifter - Broderbund -
| Frogger - Sierra On-Line - /

| 64 Deadline - rnrecom AP, TRS, AT
|62 Zork II - Infocom - -
5 Ultima Il - Ongin Systcms
9 8 |60 i Snooper Troops #1 - Spinnaker - /
10 9 &4 Temple n[ﬂpshai Epy‘a
n 12 |54 Zork I - Infocom -
12 |33 |66 f Wizardry - Sir-Tech -
13 |15 |12 Legacy of Llylgamyn - Sir-Tech - A
14 14 51 Castle Wolfenstein - Muw AP, A
5 |21 |13 Planetfall - Infocom - AP, RS, AT
16 10 36 Jump Man - Epyx -
17 |19 |51 Flight Simulator - Mcroso"t
(a@] 5 |31 |22 |K witness - infocom - A7 T N
OO 19 |30 |60 Knight of Diamonds - Sir-Tech -
20 |13 |13 Telengard - Avalon Hill - AT
O\ 21 16 | 51 | Ultima 11 - Sierra On-Line -
gl 22 |23 | 39 | Ft. Apocalypse - Synapse -
23 |17 | 7 | Enchanter.Infocom: AP, /
;'-‘ 24 18 L | Blue Max - Synapse - ~
q.) 25 27 | 47 Miner 2049er - Micro Lab - #
el 2 4 |3 Pitstop - Epyx -
E 27 |25 |35 | Suspended - Infocom - /
28 |22 | 63 Sargon Il - Hayden -
Q) 29 |45 | 8 Millionaire - Bluechip -
) 30 |20 |55 | Starcross - Infocom -/
q) 31|26 54 “Night Misslon” Pinball - & "!:;'c-
32 | 1 |& mfidel - Infocom - AP AT. I8M
Q 33 50 Fllghtslmulmrll Sublnglc
M |29 Pooyan - Datasoft -

7
2
4 |  Sargon Il - Hayden -
37 |28 | 3 | Popeye - Parker Brothers -
11 |  Star League Baseball - Gamesw
56 Shamus - Synapse - }
3 Star Trek - Sega -

Murder by the Dozen - CBS Software - A

Infocom's Sales (1981-1984)

12,000,000 -
10,000,000
8,000,000 -
6,000,000
4,000,000 -
2,000,000
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Shift to Business Products

Original intentions

Status

Diversify products
Monetary advantages

o Higher profit margins

o Consistent revenue stream

“We didn’t want to be a $10 million company. We
wanted to be a $100 million company.”
-Tim Anderson

INFOCOM




Cornerstone is Born

Cornerstone: relational database
ldea of two members from LCS
Work starts in 1982

HOW IN REGIOMAL =
CﬂRﬂVﬁHd._ 3

Brian Berkowitz



Transition to Business Software

Changes in management
¢ New CEO: Al Vezza

32 to 100 employees in 1984
New, expensive office building
Sought outside funding

Al Vezza




Trajectory of Growth

Infocom Game Sales (1983-1985)
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Trouble Arises

Costs up, revenues flat
+ Sales projections off
¢ Inadequate funding

Clashes within company
o Game profits — business division
oGames vs. business work styles

Morale sank




Cornerstone Released in 1985

CORNERSTONE,
THE SOPHISTICATED Easy to use

DATABASE SYSTEM
NONPROGRAMMER Not programmable, slow
' $1.8 million in sales
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Struggling to Make it

Debts

o Lost over $4 million in 1985
¢ Bank called in loan

Cut costs

o Layoffs

¢ Cornerstone axed




Jim Levy (left) and Joel Berez (right)
celebrating “InfoWedding” for
Activision merger




Continuing Problems

Losses of $200,000/quarter
¢ Increased competition: Nintendo, Sega, graphics

Infocom dismantled in 1989

o B

Rise f Nitendo, grphics mm




Reasons for Success

Games: right products at the right time
¢ Demographics matched products
o Graphics in infancy

Mystery House, 1980 Ultima II, 1982

INFOCOM




easons for Success

Company culture excelled at making games
Good marketing and public relations




Text vs. graphics

WOULD YOU SHELL OUT
$1000 TO MATCH WITS
WITH THIS?




Reasons for Failure

Engineering culture resisted graphics

Cornerstone: wrong product, wrong time

¢ Performance and functionality
o dBASE Il

Lack of finances
+Spent money didn’t have




What Can We Learn?

Business Lessons
¢ No universal strategy for success
+ Buy time to improve and refine new products

Success and failure not simple!
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Game Over




