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CHAPTER 2

CARMACK THE
MAGNIFICENT

April 2012

IT WAS JUST SUPPOSED TO BE A MARKETING GIMMICK.

Six monthsearlier, in October 2011, id Software—the Dallas-based
game developer best known for pioneering the first-person shooter
genre—released a new gamecalled Rage.

“A visual marvel,” declared IGN,in their review of the game.' “A
breakout achievement,” hailed VentureBeat.2 And, quite succinctly,
“Carmack!” cheered the New York Times, referring to id’s legendary
technical director, John Carmack.

Instead of taking a victory lap, Carmack—a thin, blond-haired
forty-one-year-old coder whose work (and speech) often made him
seem part machine—proceeded with his typical postlaunchritual. “A
little R&D period,”helikedto callit. A little break from game develop-
ment to think more broadly aboutthe future.

Typically, these little R8cD periods didn’t lead to larger endeavors,
but occasionally, there would be a venture to pursue. Such was the
Case in 2000, when after finishing Quake ITI: Arena, Carmack decided
he wanted to learn about rocketry and soon after founded a company
called Armadillo Aerospace (whose goal was to build a suborbital space-
craft capable of space tourism). Regardless of outcome, these were periods
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22 THE HISTORY OF THE FUTURE

Carmackgreatly enjoyed and forthis one, following the releas2A PMAC € .

he decided to focus onvirtualreality. | |When asked whyvirtual reality, Carmack would say,
> have beenaspecific incjreason.” And while there may not ; : ic

an almost equally accurate answer could have been “it was only a tar
ter of time.” Because in many ways, virtual reality was the UNSPokey
end point of where his engineering efforts had always been heading

OFRage

NG Particula,
ting inciden,)

AS A BOY—YEARS BEFORE HE’D PLAY HIS FIRST COMPUTER GAME—joy N CAR.
mack got his gaming fix with tabletop role-playing games like Dun.

aying
That

Peak
adventures into existence; and then when he grew bored with the loose
restrictions of those rulebooks, Carmack moved to charting his own
invented journeys on sheets of graph paper. Between that passion fo,
world-building, and a penchantfor fantasy or science fiction Novels,
it was clear from early on that Carmack preferred to spend his time
inventing complex worlds or inhabiting those which had been invented
by others, So naturally, he was drawn to the godly powerand as
wish obedience of programming on computers,

OFall the things to program,
graphics. He loved how something
mishmash of 1’s and 0’s—led to th

geons & Dragons.’ Though what he enjoyed even more than pl
these games was overseeing them in the role of Dungeon Master.
enabled him—either from the rulebook or his imagination—to g

-you-

Carmack’s favorite soon became
as simple as binary code—just a
€ creation of colors, images, and
the keyboard can be lonely. Like
ce and purpose-driven friendship

hanging out on dial-up-accessible

Palmer Luckey, Carmack found sola
online,

; and eventually, while he wasstill in
make a gameofhis own.

d his next (Wraith: The Devil’s Demise)
publisher, Nite Owl Productions. Nei-

underworld of computer game
high school, Carmackset out to

‘That game (Shadowforge) an
were both distributed by a small
ther game sold
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CARMACK THE MAGNIFICENT 23

e: his work for Nite Owl got him hired to write a tennis game for
£ larger, Louisiana-based publisher called Softdisk. There, Car-

a sine a handfulofkindredspirits, three ofwhom he would end up
vestige his own gamestudio with in 1991: id Software.
" At the time of id’s founding, almostall the best-loved and best-
colling games were being made exclusively for consoles. There was a
seat reason for this: with underpowered graphics, computer games
inst couldn’t match the speed andsplendor of those made for con-
oles. Take, for example, a side-scrolling console gamelike Super
Mario Bros. When players decide to run Mario (or Luigi) across the
screen, the “camera”is able to keep up, keeping our hero in the frame
and doing so in a smooth and seamless manner. With computer
oames, however, this was notthe case. If a character moved beyond
ie frame, this would lead him to an entirely new screen, That’s just
how it was, an understandable by-product of underpowered graph-
ics, and this remained the norm until John Carmack came up with a
technique called “adaptivetile refresh” that made it possible for per-
sonal computers—PCs—toperform smooth and seamless Mario-like
scrolling. In fact, to prove just how Mario-like their games could be,
the founders of id Software made a democalled Dangerous Dave in
Copyright Infringement, which nearperfectly re-created the first level
of Super Mario Bros. 3 (save for swapping out Mario with a spritely
dude named Dave).

This breakthrough technique, adaptive tile refresh, became the
centerpiece ofid’s first game: Commander Keen. Thoughthat gamesold
pretty well, it still only sold pretty well “for a computer game.” That
was the qualifier that was always used back then; because compared to
hit console games(like Super Mario Bros, which sold tensof millions of
copies), or even just mildly successful console games(like Hogan's Alley,
whichsold over a million copies), the best-selling computer games(even
those part of popular franchises like Ultima or Zork) rarely managed
'0 crack a hundred thousand copies. So that qualifier existed—“for a
Computer
Comman
With

som

game’—butit wouldn’t last for much longer. Because after
der Keen, id was able to change the perception of PC gaming

a decade full of megahits: like Wolfenstein 3-D (which sold over
‘Wo hundred thousand copies), Quake (which sold over one million
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24 THE HISTORY OF THE FUTURE

ies), and most notably Doom (which, at one point in thcopies » ANC

cr . heir
Hashware’)Windows software’).

Gameslike Wolfenstein 3-D, Quake, and Doom made Carmac,
yck star, and techniqueslike adaptivetile refresh, surface caching -. 5 * . F

Carmack’s reverse made him a legend within the gaming commun;
But there was also something else about him—something ien Feologica
in nature—that elevated Carmack from mere living legend to Sin,

nological
famous blog Post

entitled “Parasites,” Carmack likened software patents to “Mugging
» Patents

Qs,

dalfian hero: a belief that openness, open sourcing, and tech
transparency werecritical to innovation. In a now-

someone,” explaining that “in the majority ofcases in softwar
effect independentinvention.”

These were not just empty words. Carmack lived by this Credo,
‘That's why he always publicly shared the source code for his games (af
ter they had been released); that’s why he regularly provided elabo
advice to hardware vendors (like Sony,
that’s why hereadily divulged experime
theories when delivering keynote speeches (particularly at QuakeCon,
an annualcelebration ofid Software’s games),

In fact, Carmack believed so greatly
ofbehavior—sharing,

fate

Microsoft, and Nvidia); and
ntal findings and in-progress

in the importanceofthis type
divulging—that when he sold his com-

09 (and then signed a five-year-contract
had special Provisions written into that

advising,
pany to ZeniMax Mediain 20
to work for his acquirer), he

howey, ys d in‘als er, Car terestethinking about seque Mack wasn’t inls : .°F Spin-offs just yet. First, he wanted to &
f 

 

Find authenticated court documents without watermarks at docketalarm.com. 

https://www.docketalarm.com/


Real-Time Litigation Alerts
  Keep your litigation team up-to-date with real-time  

alerts and advanced team management tools built for  
the enterprise, all while greatly reducing PACER spend.

  Our comprehensive service means we can handle Federal, 
State, and Administrative courts across the country.

Advanced Docket Research
  With over 230 million records, Docket Alarm’s cloud-native 

docket research platform finds what other services can’t. 
Coverage includes Federal, State, plus PTAB, TTAB, ITC  
and NLRB decisions, all in one place.

  Identify arguments that have been successful in the past 
with full text, pinpoint searching. Link to case law cited  
within any court document via Fastcase.

Analytics At Your Fingertips
  Learn what happened the last time a particular judge,  

opposing counsel or company faced cases similar to yours.

  Advanced out-of-the-box PTAB and TTAB analytics are  
always at your fingertips.

Docket Alarm provides insights to develop a more  

informed litigation strategy and the peace of mind of 

knowing you’re on top of things.

Explore Litigation 
Insights

®

WHAT WILL YOU BUILD?  |  sales@docketalarm.com  |  1-866-77-FASTCASE

API
Docket Alarm offers a powerful API 
(application programming inter-
face) to developers that want to 
integrate case filings into their apps.

LAW FIRMS
Build custom dashboards for your 
attorneys and clients with live data 
direct from the court.

Automate many repetitive legal  
tasks like conflict checks, document 
management, and marketing.

FINANCIAL INSTITUTIONS
Litigation and bankruptcy checks 
for companies and debtors.

E-DISCOVERY AND  
LEGAL VENDORS
Sync your system to PACER to  
automate legal marketing.


