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4 THE ORIGINAL CONCEPT FOR PAC-MAN WAS THE RESULT OF
my desire o create a game that evengone could enjoy. With a
female target audience in mind, Fwanted to create a game
based on eating [which is why the name comes from the
Japanese onomatopoeic word pakupaku, the sound one
makes when opening and closing ane’s mouth while earing).
Whenlwas thinking about this, was atarestaurant and
noticed a pizza with a shee missing. | thought, “This is it!”

This was the nspiration, and it became the shape and

general concept for PAC-MAN. Around this time, game

amusement centers were saturated with games where killing
aliens was the main objective. Lots of these games had great
concepts that were fun to play, but | felt that none of these
were eoually accessible to women. Games at the nme lacked
vanety—these wypes of games had arather brutal image and
alargehy male audience. | wanted to liven up the game
amusement centers by bringing female gamers, as well as
couples, to the scene.

lwas inspired by several of &tan's games i this regard;
they had some innovative concepts which taught me a lot
ahout design. Thad no doubt that the concept for PAC-MAN
would appeal towomen, even though T didn't spend a lot of
time seexing their opinion on the ideas. Afterall, eveninthe
fashion and jewelny design industry, you have male designers
creating itemns forwomen. [ was confident that my creation
was something that women would find appealing, sol just
used my own intuition.

When drafting the onginal proposal for the game, | kept

PAC-MAN to myself. When | finally showed the proposal 1o

my boss and colleagues, the response | got wasn'tall thar

qgao

RACER, and TIME CRISIS. Se ick about this article to

editors@gdmag.com.
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Namco's forthcoming
PAC-MaN WORLD 3
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Intensive nine-month programs for the skills and tools you need to turn your ideas into reality.
Financial assistance and career services available. APPLY NOW.

CONTACT US TODAY: call 800.808.2342 or visit www.cdiabu.com
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nPower Software's
Power NURBS is your solution.

TEST DRIVE POWER NURES TODAY ON DUR NEW RE-DESIGNED WEBSITE.
WWW.NPOWERSOFTWARE.COM
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