
1990s. 

from Interlink—by Eno’s design, it seemed, and 

with some naivety. To be sure, their games 

were proportionally better ( Panic Restaurant, 

for instance), but their prospects were 

disappointing at best. EIM was only producing 

Entertainment technology has moved forward 

artist—were being created under our noses.  Famicom games in the system’s twilight years, to the point where the lines between different 

Graphic designers, illustrators, storytellers,  so original titles from a fairly ripe developer kinds of software are blurring. Personal  musicians, visionaries, counterculture were likely not being considered. Eventually, computers are growing in popularity, and  crusaders, and plain weirdos, all mixing  EIM agreed to make a  Superman game for electronics and media companies, both driven 

together and creating a baseline for digital  Sunsoft, but that was retooled into non-specific by the CD-ROM, are saying things are going 

creative expression. It wasn’t all brilliant, and 

superhero  Sunman, and still fell through in the 

to change. 

in truth, the vast majority of it was disposable 

end. And for Eno himself, running a company 

They did; just not in the way they wanted. 

and unmarketable, but the nails that stuck up 

and managing game development that still 

The word to learn was ”multimedia,”  would later serve as examples of a small-scale wasn’t meeting his ideals was a recipe for 

which in this context meant a convergence  renaissance. 

immense stress, especially at such a young age. 

of entertainment technology—music, movies, 

Without a doubt, Kenji Eno was part of 

EIM crumbled around an emotionally beaten 

video, games, and computer graphics—in a  that renaissance. 

Eno; the company closed shortly after its last 

single unit or platform. CD-ROM and its data 

Born in 1970, Kenji Eno (Iino) was  games in 1992. 

storage could offer all that on a single disc, so it 

demonstrably brilliant from a young age, with 

It was then that Eno stopped working in 

was heralded by many as the ticket out of the 

a natural talent for music. Like many of his 

the game business, and all things considered, it 

analog era. 

generation, Eno was entranced by  Space Invaders 

was the smart thing to do. He was once again 

But the technical advantages of the CD 

and other early video games that reached  a kid looking for a job. Eno’s next position was quickly ran up against the lofty ambitions of 

Japan—the primitive electronic sounds and  not as company president, but as a consultant multimedia proponents. Most of what was  visuals were like windows into another world. 

for a magazine; about as far from games or 

labeled ”multimedia” consisted of canned audio 

After entering elementary school, Eno’s mother 

computers as you could get. And yet, there 

and tiny video clips running on an inelegantly 

disappeared, leaving him and his father, though 

was a digital publishing revolution beginning 

designed desktop computer. It was fun and 

he did not speak much about the incident. As 

to rear its head, and it was that magazine 

interesting to turn an encyclopedia into a flashy 

years went on, the Eno household eventually 

job that brought Eno to the Macworld Expo  

quest for knowledge, but few other subjects 

acquired a personal computer, and it was then 

in January 1994. 

Apple was a struggling company then, but 

were properly harnessed by software makers.  that young Kenji could not just step into but it was early enough in the decline that fanatical 

And this desire for convergence came at a time 

construct his own windows into the digital 

Macintosh users were keeping the dream alive, 

when the sectors of the electronics business 

world. He took to the computer immediately,  so to speak. In addition, the latest Macs being were rather disconnected from one another.  and by his last years in elementary school, had sold at the time were multimedia-friendly, both 

On the other hand, the computer platforms 

submitted to and won a game design contest 

in consumption and creation. A new world of 

were inherently open, and multimedia invited 

with an adventure game,  The Lake Towada   software, creative businesses, and a little bit of a bigger horde of people with a sparkle in their 

 Serial Murders. 

recreational drug use made Eno’s trip revelatory. 

eye, though realizing their dreams was maybe 

At the tail end of high school, at 17,  On the way back home, he told his travel too easy—many multimedia titles were made 

Eno dropped out, apparently to no great  partner, the magazine’s editor, of his desire using drag-and-drop development tools that  consternation of his father, with whom Eno to get back into the game industry—a desire 

may have done more harm than help to the 

says he maintained a good relationship. He 

fueled by the prospects of this new wave of 

medium’s image. 

doubtlessly felt restricted in traditional school,  digital media. 

Ultimately, corporate hubris slowly  and spent the next year unproductive. Whether On March 1, 1994, with encouragement 

submerged the multimedia concept, and what 

by parental goading or epiphany, Eno went  and generous capital from the magazine further undermined it was the same thing that 

looking for jobs one day, got fired from the 

publisher, Eno founded Warp at the age of 23. 

had grown so much of the computer business 

first two, and the third was for a small game 

Come hell or high water, he was going to get 

to begin with: games. The most prominent  company called Interlink. He applied as a  something out of it. 

and best-selling CD-ROMs were titles like  programmer, though he hadn’t done much Myst and  Where in the World is Carmen Sandiego; since his winning adventure game. He got the 

adventure games that integrated fancy music 

job and floundered, yet stayed at the company 

and enhanced animation and video, but on  as a sound composer. 

static, predictable screens. There was a way 

Interlink was a contract developer 

forward, but technological limits put up too 

for other publishers, mainly working on 

many roadblocks. 

the Famicom, and their output was often   I n 1993, Trip Hawkins and his shiny new company 3DO had attempted to bring the 

next evolution of multimedia to homes. 

Because of the marriage of media offered 

substandard (including an amusingly hampered 

Like VHS and Compact Disc, 3DO was a 

by this new technology, new forms of art—and 

version of Sega’s  Altered Beast, which Eno 

standard that could be licensed, and 3DO 

12      SCROLL 11

[image: Image 78]

[image: Image 79]

[image: Image 80]

[image: Image 81]

[image: Image 82]

[image: Image 83]

[image: Image 84]

[image: Image 85]

[image: Image 86]

[image: Image 87]

[image: Image 88]

 T

consoles could support photo CDs and MPEG  integrity is overshadowed by popularity. 

of future products, included photos of the 

 H

video, but they were rarely seen as anything  If you were a hardcore Japanese gamer, staff to go with their names in the credits, 

 E

other than video game systems—later models  you knew Warp as the makers of mostly and game manuals and packaging were 

 R

stopped trying to pretend they were anything  colorful, off-the-wall games, and early doused in irreverent humor. These things 

 E W

else. 3DO’s attempt to gain a foothold in the  adopters of the 3DO in Japan were likely made a Warp release seem like a digital 

industry was riddled with roadblocks and  more attuned to that to begin with. But on magazine rather than a simple video game. 

mistakes, but their relative advantage was  the other side of the world, only a few Warp Their 3DO titles also often went against the 

that they were a new video game company,  games were localized, and mostly their   E

”point” of packaging—most of the jewel case 

established in America, that acted against the  dark, dramatic adventures. The landscape   R

spines have their proper names printed in 

best practices of Nintendo and Sega by opening 

of games was changing, but it’s one thing   E G

English, but the Japanese sides, the ones that 

up the platform to almost anyone who could  to be a ”wild” developer of games in Japan, naturally faced outward, were the names of 

afford to get onboard. Furthermore, the only  and another to get those games out of the completely unrelated music albums. Eno 

3DO consoles released were from Japanese and 

country. However, what stands the test of   A

and Warp were never shy about who they 

Korean companies—ones who would invite  time is that there may have been games by were and what they were working on, 

 M

domestic creators onto the platform. 3DO had  Warp, but you could barely say there was and they delivered on most of it. But that  

a presence in Japan virtually by the beginning,  anything like a ”Warp game.” 

 E

would soon change. 

 S B

and welcomed Japanese software. 

D was in production not long after 

After the success of  D, Warp was 

Likewise, Warp was not going to be  Warp set up shop. It was a supernatural presented with a number of opportunities 

operating like the traditional companies Eno  adventure game dreamed up entirely by of increasing importance: one, that Warp 

 Y W

was involved in, and San-Ei Shobo Publishing,  Eno—it was his take on the ”interactive could extend its reach beyond Japan; two, 

makers of that car magazine that kickstarted  movie,” and was the hat he tossed into that Eno could improve his talents on a 

them, never released a video game before. Warp 

the arena of the multimedia revolution. 

sequel; and three, that Warp could be one of 

could have easily made games for PC or Mac  At the time, Cyan’s  Myst was the golden   A the first developers for the next-generation 

and call it a day, but there was a certain prestige, 

3DO system, known as M2. 

 R

especially back then, in getting your game on 

Though 3DO had largely failed in 

 P

a TV console. But the manufacturing demands 

 , B

the game industry, Matsushita (Panasonic) 

of Nintendo and Sega would have priced Warp 

took the reins of the M2 project, and 

out of the market, and the cheaper formats of 

helped architect a system well beyond 

 U

the PlayStation and Saturn were still months 

the capabilities of the current competition. 

 T B

away. 3DO, with a less restrictive business 

With  D one of the Japanese highlights of the 

model, CD format, and a company thrust under 

3DO library, it seemed natural to grow it 

the spotlight by media hype before its product 

into a franchise on the platform. 

 A

shipped, was the most logical choice. Warp and 

And so, Eno and Warp got to work on 

 R

San-Ei were signed up and got to work. 

 D2. Taking place a year after the events of the 

 E

The first 3DO console, Panasonic’s 

original  D,  D2 again featured heroine Laura 

 L

R.E.A.L., was released in America in the fall 

Harris, now pregnant, and encountering a 

 Y A

of 1993, then in Japan in March 1994. Warp 

new supernatural nightmare. During a plane 

had been hard at work in the interim, and 

flight, a bizarre storm strikes the plane and 

eventually released their first title,  Flopon the 

kills Laura. At that point, Laura’s unborn 

 N

 Space Mutant, the following summer. (San-Ei 

son is somehow removed and transported 

Shobo only published  Flopon and  D while Warp 

 Y

back in time several centuries. And that’s 

self-published in Japan for the rest of their time 

 T

just the opening. Laura’s son would be 

in business.) Warp was real, and they had a 

 H

the hero, now teenaged and fighting in 

home. But the work was just beginning. 

child: a meticulously crafted puzzle-based 

medieval times. And pre-rendered graphics 

 IN

The most passed-around stories of  adventure game that inspired a wave were no longer part of the gameplay— D2 

Kenji Eno paint him as outspoken, insistent,  of contemporaries all over the world.  D 

 G L

would be a real-time 3D action-adventure. 

subversive, and table-turning; ultimately, a  followed a similar path as  Myst in that it Warp met some criticism for its relatively 

troublemaker. But these stories belie the real  was ported to several different platforms, simple games up to that point, but  D2 

qualities that kept Warp surviving as long as  but Warp had only a faint chance to score   I had the potential to legitimize them as a 

 K

they could have: his intelligence and talent. Eno 

as big— D shared several elements with 

developer that could stand with the best. 

 E A " 

had the look of the quintessential ”sheltered   Myst, but its tone, production quality and Furthermore,  D2 was one of the few 

nerd” stereotype—tall, long-haired, and  punishing gameplay (a two-hour time limit, actual games for the M2 upon its reveal, 

overweight—but he wasn’t one to adhere to it.  for one thing) was not going to help it reach and many thought it could be its killer app. 

Despite his maverick style, Eno understood how 

the same audience. Nevertheless, Warp’s 

The nature of it being a 3D adventure game 

to operate in a restrictive commercial business 

insistence to create ”beyond the bounds”  W

brought nothing but comparisons to the 

like the game industry while maintaining  made them nearly as notable as Cyan and Legend of Zelda series, and the M2’s graphic 

 A

a ”never sit still” attitude with Warp—like   Myst in the so-called new wave of computer fidelity was beyond any other console game 

any entertainment business, games are about  game development. In the end,  D sold   R

at the time, causing people to keep their eye 

grabbing an audience and selling, selling, selling.  around 800,000 copies worldwide, and won P G

on new developments. Graphic techniques 

From moment one, Warp’s games were  a Multimedia Grand Prix award shortly that now seem primitive were highlighted 

visibly different from most everything else in  after its release in 1995. 

in  D2—rooms with fully-modeled furniture, 

the mainstream, if not one another. That the 

Seemingly knowing the uphill battle   A

mood-appropriate lighting, and realistic fog, 

dark adventure of  D followed the cartoony  for prominence they faced, along with back when fog was a necessary evil. 

 M

surrealism of  Flopon-kun was no accident—it was 

knowing the niche audience they’d foster, 

Warp continued to produce trailers and 

 E

exactly what Eno wanted: to defy expectations 

Warp self-promoted from day one: almost 

other advertising for  D2 and keep it known 

 " 

and not be pigeonholed. But sometimes artistic 

all of their games featured trailers or demos 

amongst fans and anyone else waiting for 
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 W

the M2, but months of promises were 

from Sony Computer Entertainment was  a break of trust to completely unfurl Eno’s turning into years. There were problems on 

holding that back. As Eno put it, Sony gave 

wrath, if not his pranking prowess. He was 

 H

all sides: For one,  D2 was an entirely new 

preferential treatment to their own games,  someone who spoke his mind, and appreciated I

undertaking for Warp—they went from   L

and unfortunately, they reported that they  others who did. But in cases like this, the gall those simple, often pre-rendered games   E E

only allocated 40,000 copies of  D—which 

was bolstered by the experience of being an 

straight into a complete real-time adventure 

was upsetting enough, until it was revealed 

independent game maker. And for what it’s 

on hardware that was far from done. It’s 

they actually printed half that. Eno was  worth, he already had a Plan B in place. 

 N

a fair assumption that the  couple of CGI 

incensed and betrayed, not to mention 

Almost 20 years later, Eno’s side of this 

trailer scenes and a few minutes of technical 

 O W

facing a big loss as a business. That was  story has been the only one told. It’s not clear demos represented the sum total of 



enough to end the relationship with Sony,  why Sony printed a fraction of the original D2’s finished content. 

when it just barely got started. 

order for  D—perhaps it was just favoritism, as 

But that situation could have turned 

But he wouldn’t just close the door.  the game was a port from another system, and A

around. The M2 itself had a more certain 

He was upset, but for all Sony knew,  didn’t take advantage of realtime graphics—but fate—progress was stalling regularly, and   S O

Warp was still making  Enemy Zero. The  the damage had been done, and everyone though the hardware was reaching a 

PlayStation   D was eventually released,  learned that  Enemy Zero was headed straight for finalized state, the game industry was never 

though in the following weeks, Eno began 

Saturn. Furthermore, Sega would be the safe 

one where more than a few competitors   U

talking to Shoichiro Irimajiri, then vice  haven for Warp for the rest of their life in the could survive equally, so for those and no   T

president of Sega Enterprises. Warp could  business. 

doubt many other reasons, Matsushita got 

start making games exclusively for the 

The events of 1996 contributed to Warp’s 

 S

cold feet and canceled the entire rollout in 

 P

competing Sega Saturn immediately if they 

output becoming significantly slower and 

1997. M2 was dead, and  D2 was now an   O

wanted to, but Eno had another idea—if  narrowed. Losing  D2 led to a closer focus on orphan. On the flip side, the M2 did live on 

he was going to get back at Sony, he’d   Enemy Zero, but Warp did produce a second K

in a handful of Konami arcade games, but 

rather go about it in a way no other game   game for Saturn:  Real Sound: The Wind’s Regret. It E

 D2 was no arcade game, and would have to 

developer would ever dare. 

was a total one-eighty from anything Warp (or 

 N

find a new home or be scrapped. Actually, it 

indeed, much of the game industry) had done: 

 , H

got both, but that part of the story begins 

a visual novel without visuals. Intended as a 

elsewhere. 

game for the blind,  Regret presented a dramatic 

adventure only through voice and sound, like 

 E W

a radio play—the game was a persistent black 

screen otherwise. Among the kooky and 


Digital Complex
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If  Kenji Eno had gotten his way, would games form deeper bonds  SCROLL

with us faster?  A young man with the persuasive power to form his own commercial video game company, no matter who he 

is, will try to cultivate some big ideas, and Eno was in a prime 

©   2 0 1 4   B i p e d a l   D o g

position and point in history—arguably the best of the past 30 

years—to bring forth a wave of creators like him. 


• • • • • •

And yet sometimes he was his own worst enemy. While 

respected for his smarts, Eno seemed to always run Warp like 


Editor

it was the hottest thing going. For a while, it probably was, but Ray Barnholt

a string of obtuse, low-selling games, delayed projects, and the ray@scroll.vg

public break-up with Sony ran in contrast to what he thought of the game industry and where it could be going. 


• • • • • •

Little by little, though, he was getting there. Warp's 

interactive movies were tackling emotional scenarios that other on thE WEb

games have only begun to explore in the past few years, and 

 http://scroll.vg

even then, many are awash in faux-retro stylings that are like anathema the mass market. But those games are getting there, 


on tWittEr

too. And it's not like Warp made it easy for themselves; probably 

 @scroll_vg

all of their games put up some form of mental roadblock for 

many people—how many could say they got through even half 

of   Enemy Zero  when it came out?—but they were found and appreciated by the right people. Sometimes that's enough, but 

creators often feel it's not. 

On paper, it sounds like Eno ruled with total control, 

from deciding every last part of a game right on down to the 

packaging. In reality, he gave his teams a voice, every day, 

whenever necessary. All because he wanted us to have a deeper 

bond with the product to where it stopped being a product. He 

was aware a game was not just programming, but an experience 

felt from the opening of the jewel case to the credits roll that brings you back to the title screen. He knew the product could be art. He chased it for years. 

This has been said in different ways since his death, but it 

bears repeating: video games need more people like Kenji Eno. 

Specifically, people who can see talent where recruiters don't; who can see an audience no one else does; who welcome an 

open dialogue from everyone up and down the ranks; who have 

the capacity to play nice with a corporate overlord up until the point they know they're getting fucked with. We also need more people better than Kenji Eno, and I mean that in the best way 

possible—the ones who can make, collaborate and ship their 

work multiple times to attain long-time, well-earned success.  To attain the bond. Geniuses. Mavericks. Creators. 

His is not a legacy to be lived up to. It's one to carry on. 

rdb
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