
OC VIDEOGAME LABS & STUDIOS THRIVE 
Though the meanest gameplay in town could be called: ‘Bet Your Company’

or
Godthink in Ludoland

By Ned Madden

(click on the page number to go to any section )

PRELUDE..................................................................................................................2
1.  POLYGON PATCH..............................................................................................3
2.  OC SCENE—THE LEADERS TALK.................................................................5
2.1  Brian Fargo, InXile CEO....................................................................................5
2.2  Martin Alper/former chairman of Virgin Interactive........................................5
2.3 Dave Perry (native of Northern Ireland), President/ Shiny Entertainment.......5
2.4  Mark Surfas, CEO/GameSpy Industries: ..........................................................6
2.5  Doug Hare, The Collective:.................................................................................6
2.7  Tom Jung, Art Institute Game Instructor (and former Blizzard game 
developer) ...................................................................................................................6
3.  OC INDUSTRY NUMBERS.................................................................................7
4.  SUCCESSES..........................................................................................................8
4.1  Blizzard................................................................................................................8
4.2  Shiny ....................................................................................................................8
4.3  Collective..............................................................................................................9
4.4  Quicksilver...........................................................................................................9
4.5  Gamespy—In A Class By Itself...........................................................................9
6.  TEACHING THE NEXT GENERATION.........................................................11
6.1  UCI Game Lab ..................................................................................................12
6.2  Art Institute.......................................................................................................13
7.  ‘BET THE COMPANY’ .....................................................................................14
8.  INTERPLAY & VIRGIN—START OF SOMETHING BIG............................16
8.1  Interplay ............................................................................................................16
8.2  Brian Fargo........................................................................................................21
8.3  Like A Virgin.....................................................................................................22
9.  BLIZZARD..........................................................................................................24
9.1  Adham Starts With Fargo, Too ........................................................................26
9.2  Battle Over Battle.Net .......................................................................................28
9.3  Blizzard Biz........................................................................................................30
9.4  Lovin’/Hatin’ Blizzard ......................................................................................33
10.  SHINY................................................................................................................33
10.1  Perry Talks ......................................................................................................35
11.  COLLECTIVE..................................................................................................38
12.  PRESENT AT THE CREATION.....................................................................38
13.  GAMING ON THE STREET...........................................................................39
14.  GODPLAY ZAPS THE STATUS QUO...........................................................41
15.  ‘SYNESTHEZIOR’...........................................................................................46



2

2

PRELUDE
At first clash, I hold my own against the adroit gamesmith with his wicked tricky 

conjure.
Crackling thunderbolt to the chops.
Booming magic blast back at ya.
I shift in my seat in the darkened conference room of an inconspicuous one-story 

white office building on a side street hard by John Wayne Airport.  In my hands I grip a 
shiny black Microsoft Xbox game controller, my fingers mashing buttons as I stare at the 
comic-book carnage unfolding on the wallscreen.  Caught up in an epic struggle between 
the forces of darkness and light (set to a rumbling, crashing Wagner-esque soundtrack), I 
exult in the thrill of digital battle joined.  

Across the broad table from me, expertly thumbing away on his own Xbox 
controller, sits Richard Hare, partner and creative director at Newport Beach-based 
videogame developer The Collective, Inc.  The tall, strapping, thirty-something Scotsman 
also served as the executive designer of “Wrath Unleashed,” the soon-to-be-released 
action/strategy LucasArts game that has us so engrossed.

“You should’nae expect much mercy, you know,” Hare calls to me over the din in 
his rolling Edinburgh accent.

Arsenals engaged, we command our projected game proxies to fight it out in 
simulated rugged mountain terrain under a haunted faux sky for supremacy and mana—
power and status in the world of “Wrath.”  Our pixel-toed surrogates hurl ruinous 
firepower and magic spells at one another across a broken fractal expanse.  

My character is Helamis, the “Dark Chaos demigod”—a stormy, temperamental, 
unpredictable, semi-nude, purple-hued, too-rude ‘tude warrior priestess sporting snaky 
Medusa locks, high-heeled kneeboots, supermodel physique and a world-class sneersnarl.  

Hare’s blonde, turquoise-toned Aenna, the “Light Order demigod,” is Helamis’ 
equally sexy though xanax-tranquil and benevolent caped rival. Putting these two 
computer-generated beauties on the same hex-space to duel unleashes more than a bit of 
their special kind of videoid wrath upon each other…and the world, for sure.  Which is 
precisely what Hare and I have electronically compelled our big-breasted battlers to do.  

In the frenzied action, some twitchy fingerwork gets my animated anti-hero’s 
scepter to spew forth hurricane-force, jets-off-a-carrier-deck winds mingled with a 
withering fusillade of explosive jagged-energy lightning bursts.  Accompanied by loud 
whooshes and booms from the console speakers, the jags crackle across the screen and 
slam into Hare’s stoic Aenna, knocking her backwards onto ersatz rocky ground, sending 
spiky helmet and golden pigtails flying.  

Helamis flits across the battlefield toward the fallen water queen, blasting away 
via lethal scepter and bewitching eyeblinks as she closes in for the kill.  But before the 
dark lady can apply her patented Kiss of Death, ever-resilient Aenna hops up—unfazed 
and rugburn free—and wraps Helamis in a wall of ice. Helamis quickly melts her way out 
and the demigoddesses proceed to go at each other with focused ferocity, scepter-to-
scepter, toe-to-toe—rockin’ sockin’ whammin’ bammin’ hackin’ whackin’ and thwackin’ 
as high-pitched grunts and squeals of fury, exertion and hair-pulling pain yelp from the 
speakers. 
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I labor lustily, but soon discover that my hurried, harassed Helamis is wholly 
engaged in fool’s play, because Hare knows every damn dodge in the code.  

“Watch this,” he calls out with a laugh, and then makes Aenna disappear.  While 
the clueless Helamis swings futilely away at empty space, Aenna re-appears directly 
behind her.  Helamis spins around, but too late. Fatal ambush!  Heart pumping, I do what 
I can to save the virtual vamp, but Hare’s aqua mistress of might crunches my polygonal 
paladin with a lethal Magic Blast.  The imaginary avatar slumps forward, health gonzo.  I 
watch her limp form slowly rise up past the cool, self-satisfied gaze of Hare’s ringer and 
ascend ethereally into thin air (to be reincarnated another play, to fight again another 
day). Music fades.  Game over.  

Hare cackles at me with a big grin.  “You did’nae think you could win first time 
out, did you?”

Oh, I won all right, I tell him. Helamis goes unmourned—I’ve had fun and a rush 
to boot.  Torqued by the gamer what wrought the game!  Harried by Hare himself.

“I could play all day,” I tell him, even as I plot my revenge.  Next time maybe I’ll 
be Epothos, the demigod who bestows heat and light on the world.  Or maybe the dark 
lord Durlock, master of metals and earth.  Or a dark unicorn, or iron golem, or Cyclops, 
or fire giant, or copper dragon.  Or maybe Nightmare, a horsey-type demon creature 
bearing a wraith rider.  It could h�D�S�S�H�Q�������0�D���D�Q�D���R�Q���W�K�H���P�D�Q�D��

Which is what the Collective and LucasArts are counting on from the thousands, 
perhaps millions, of fans who play their videogames.  

 “Wrath Unleashed,” due out this winter for the Xbox system and the Sony 
PlayStation2 computer entertainment system, is the latest blockbuster-in-the-making 
videogame to emerge from the startlingly fertile and imaginative hotbed of game 
development companies based in Orange County. 

1.  POLYGON PATCH
All around OC they sit quietly in perpetually darkened workrooms with the blinds 

drawn.  Young men (mostly, though more and more women keep arriving) spend long 
hours huddled—in the fashion of medieval monks at their illuminated manuscripts—in 
front of glowing computer screens.  Programmers and digital artists and animators and 
designers and musicians creating mass fantasies.  Eating at the workstation, fingers flying 
on keyboards and consoles, they perfect and test the electronic game products developed 
in the labs and studios here for the voracious appetites of major global videogames 
publishers.

And it’s quite a mighty little business they’re in—the world's most dynamic 
entertainment industry fusing music, film, sport and celebrity with interactive 
entertainment.  Some industry factoids:

�x�� According to research firm IDC, when you account for console systems, personal 
computers and handhelds, computer and video game sales could approach $17 
billion in 2003, with another $1.1 billion in online gaming revenues. 

�x�� According to Forrester Research, nearly 49 million American homes today have 
at least one video game system. Nearly 75 million homes are projected to have a 
system by 2005, achieving a 70 percent penetration level.

�x�� The Orange County Register reported that domestic retail sales totaled $9.4 
billion in 2001, surpassing U.S. box-office movie receipts.
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�x�� Market research firm NPD Group said in September 2003 that videogame sales—
which drive the industry's profits—were up 5.7 percent in dollar terms and 18.5 
percent in unit terms.  (However, when compared with 2002, sales dropped 3.4 
percent during the first eight months of this year, largely because of aggressive 
price cuts on consoles and games, and even Microsoft’s Xbox laid off workers.)  
Beyond the numbers, the T-shirted, headset-wearing warriors who make all this 

possible constitute an invisible army—the seemingly inconspicuous creative talent who 
make up the companies behind this great modern techno-hobby—the videogames that 
people play.  The goal is to make a fun and enjoyable and possibly moving experience.  
Most games fail at that because it simply is not easy to do.

Orange County names like Blizzard, Interplay, Virgin Interactive, Shiny, The 
Collective, QuickSilver, GameSpy—are well known in the videogaming world.  Others 
like newcomers World Fusion, InXile, Taldren, Troika, PersistentWorldZ, Nexus and 
Sneaky Rabbit are just gaining recognition. 

Worldwide, millions of gamers know the names of the games thought up here: 
“Enter the Matrix,” “StarCraft,” “Warcraft” and many, many more.

And an all-star cast of videogame-biz playaz calls OC home: Brian Fargo 
(Interplay/InXile), Martin Alper (Virgin), Allen Adham (Blizzard), Herve Caen 
(Interplay), David Perry (Shiny), Bill Fisher (Quicksilver), Mark Surfas (GameSpy)…and 
on and on.  

But legendary names instantly recognizable to videogame insiders would most 
likely draw blank stares if mentioned to the average OC person-in-the-street. I stumbled 
onto this hidden OC treasure when I was working at a Newport Beach e-commerce 
Internet company.  We put together websites to test the product and so I started 
OCGamersBiz.com because we all liked games.  I decided to concentrate on the OC 
games business because on the Web, you’ve got to specialize.  Focus.  Niche.  So I put 
every game company and their products that I could find on the OCGamersBiz.com site.  

I learned that Orange County videogaming has to be one of the SoCal’s best kept 
secrets: a concentration of development studios perches here on the doorstep of 
Hollywood, turning out best-selling product for the entertainment industry’s hottest, hit-
driven segment—the $7-10 billion interactive videogames industry.  And currently flying 
well below the general public’s awareness level.  

I found companies like Blizzard that are high-flying and companies like Interplay 
that are struggling to survive, battling through management changes, fewer product 
releases and falling revenues.  I found people at local game companies wholly caught up 
in creating vivid new worlds, and I also found people who buy and sell those same local 
game companies like Monopoly properties.  Blizzard makes the finest games in the 
industry, yet was just recently in play in a deal in which Blizzard owner Vivendi 
Universal was absorbed into the General Electric corporate monolith, merging with NBC 
broadcasting into an entity called NBC Universal, worth an estimated value of $43 
billion.

According to some estimates, almost three dozen videogame companies call 
Orange County home, but one of the first things I discover about the anonymity of OC 
games developers is that they make a deliberate point of not calling attention to 
themselves.  The only advertising the companies do is for employees—programmers, 
artists, animators, producers, designers.  In fact, of all the game companies I visited for 
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this story, only two—Interplay and The Collective—even have their names on the door.  
Anonymity on the ground is shared unoffocial policy for a scene in which some 
misguided fans can literally become fanatics who will actually journey right up to a game 
company’s front door to pay a visit for reasons both benign (e.g., curiosity about who 
makes a favorite game) and otherwise (e.g., anger about getting kicked off Blizzard’s 
Battle.net for cheating).

Many of the game studios and labs are located in office parks and corporate 
buildings spiraling out from around the vicinity of John Wayne Airport—making OC a 
sort of a Gamers Landing.  Or maybe skip the flight metaphor—how about OC 
as…Game Point… or…Polygon Patch (or Paris West Coast, since Vivendi owns 
Blizzard, Atari Infogrames owns Shiny and Titus Interactive owns Interplay).

Or some sort of games corridor or gamezone or gamers gulch, or maybe just a 
slightly unusual place where lots of gamers just happen to live and work…a Players 
Paradise.

2.  OC SCENE—THE LEADERS TALK
2.1  Brian Fargo, InXile CEO

“I’m a native and it’s all about lifestyle here. Orange County has an excellent 
game industry talent pool, so this is a great place to do business.  The pay is good.  L.A. 
is too crowded.  Northern California is too cool (temperature-wise).  Half my company 
surfs.  We’re close to the beach.  These guys (and one lady programmer) are smart and in 
demand.  They can pretty much work anywhere and they’re not going to work just where 
they’re paid the most.  Here we don’t have lunch, we have ‘recess.’  And you know what 
that means for surfers a block from the beach.”
2.2  Martin Alper/former chairman of Virgin Interactive

“I’m a U.K. import, shipped out of sun-deprived London in eighty-six and 
brought the family to Orange County and never left.  I wanted to replicate the success we 
had with Virgin.  So I moved to Laguna Beach and set up offices in Costa Mesa. There’s 
lots of Brits and Scottish in Southern California.  Programming is a close-knit community 
and the game programmers know each other.  Work is based on recommendations and 
referrals.  We had built a nucleus of people in Europe and many of them relocated to 
Orange County.  This place has an idyllic lifestyle.  It’s not culturally exciting, but for 
that I go to New York or Europe.  Since I’ve arrived in Laguna I’ve kept moving closer 
to the beach.  Now, my home’s just a hundred yards from the beach and I like that.”
2.3 Dave Perry (native of Northern Ireland), President/ Shiny Entertainment

"I see this whole coast as one big games corridor.  There is work to do the whole 
way up and down it.  And OC is an exceptional spot for our industry.  At one point I had 
NINETEEN headhunters working for me trying to find people that could make video 
games.  That's when I realized the true potential of Orange County.  I started hiring from 
Europe and deeper into the United States and Canada.  When you get someone from 
England into a hotel like the Surf and Sand in Laguna Beach, overlooking the ocean, and 
you put him and his wife in the hotel, they will almost instantly accept the job.  Quite 
frankly, a lot of people around the world would be happy to PAY to visit the Orange 
County coastal villages, and we get to live this way!  Orange County has a second 
valuable asset and that is that it's close enough to Los Angeles and Hollywood to do real 
business.  I can be in a meeting in Hollywood in just over and hour, and so we get to not 
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only enjoy working in this area, but also easily be available to work very closely with 
major corporations or studios in Los Angeles.  Finally, the third thing is that game 
developers tend to be fun people.  So they like to do fun things.  If you look at a map of 
Orange County, it's surrounded by fun things—Baywatch-style beaches, surfing, 
snowboarding, Las Vegas, Disneyland, etcetera.  That's also a major attractor, not to be 
underestimated."
2.4  Mark Surfas, CEO/GameSpy Industries:

“The games business worldwide is growing at a fast clip.  There are numerous 
areas, like Vancouver, that have a concentration of games development companies.  
Orange County does have an opportunity to be a center of gaming.  The county has large 
number of developers, like Blizzard and Shiny.  We've really seen the growth of the 
developer base here over the past ten years.  With a successful developer like Blizzard, 
you're going to see spinoffs.  More and more people are looking for ways to get into the 
industry.  In the past, that kind of growth has been enthusiast driven.  They—mostly 
males—are willing to work somewhere for almost nothing until they're given the chance.  
Even from that kind of start new companies develop.”
2.5  Doug Hare, The Collective:

“All of California is great for gaming.  The Bay Area has a huge concentration of 
game developers, and there’s a reasonable distribution of game developers in Southern 
California.  Orange County has the advantage of being close to L.A. without being in 
L.A.  It’s a lifestyle issue.  I came to Orange County from the U.K. in 1994 and I fell in 
love with the place.  The weather.  The beach.  All the things to do.  It’s a beautifully 
centralized location.  Here you have the best of all worlds.  It’s safe and clean.  
Companies are migrating south from the Bay Area because it’s cheaper to live here and 
you’re only an hour away from L.A. and Hollywood, the center of the entertainment 
world.”
2.6  Mark W. Warner, President/Nexus Entertainment; head of the International 
Game Developers Association (IGDA) Orange County Chapter:

“Dallas, Houston, Seattle, the New York area, Virginia, Research Triangle Park in 
North Carolina—there are lots of areas in the country with concentrations of game 
development companies.  Still, Orange County is exceptional—it happens to have a large 
concentration of developers.  Of course, the whole of Southern California is a games 
mecca, of sorts.  Electronic Arts is building a huge facility in Playa Vista, San Diego has 
Midway Home Entertainment.  And here in Orange County, Blizzard is a huge player.  
Also, though GameSpy isn’t a developer, they’re a provider of middleware and they have 
a huge content side with their game news publishing arm.”
2.7  Tom Jung, Art Institute Game Instructor (and former Blizzard game developer)

“OC is a fantastic place.  You can’t beat the weather, though you’re indoors all 
the time.  When you’re developing games you shouldn’t have too much else to do 
because all the activities here tend to get in the way.  Ideally you want your gamers to 
have the vampire monitor tan.  The county has a great tech base in its office parks, 
modern facilities set up for the Internet and ideal for game development.  There are a lot 
of savvy companies and a strong, established game developer community.  When I was at 
Blizzard we’d meet guys from the other companies at lunch.”



7

7

Add to the appealing surroundings the opportunity to earn good money in a down 
economy.  The games business attracts its talent not only because they consider the work 
fun, but also because, once inside, the rewards can be quite lucrative.

Game Developer Magazine reports that game developer salaries are highest in 
California and Texas, where game development studios tend to cluster.  The magazine 
published the results of its annual game developer salary survey in its July 2002 issue. 
The survey indicated that the digitainment industry has remained healthy despite the 
downturn in the overall U.S. economy. Survey highlights included:

�x�� The average game programmer salary is $66,000.
�x�� A technical director with six or more years experience earns an average of 

$104,000.
�x�� Game artists earn an average of $61,000.
�x�� A game designer with one year of experience earns an average of $52,000, 

with the highest salary reported at $300,000.
�x�� Game producers earn an average of $76,000.
�x�� Women in the game industry fare better than women in other industries, 

earning 89 cents on the dollar, exceeding the national average of 76 cents.
�x��

3.  OC INDUSTRY NUMBERS 
To get a picture of the size of OC gaming, I contacted Michael Pachter, a 

videogame industry analyst for Wedbush Morgan Securities, an investment banking firm 
headquartered in Los Angeles.  Pachter provided some estimates of the dimensions of 
OC’s games scene.

“Just guesses,” he said, “but there are probably between thirty to fifty games-
related companies doing business in Orange County.”

Though he estimates that total employment here is roughly 1,000 persons, Pachter 
suggests that local games companies employ “around five-to-ten percent of all game 
development talent in the U.S.”  

Pachter puts total U.S. games industry sales at around $7 billion, so he estimates 
that somewhere between $300-$700 million in RETAIL game sales originate in Orange 
County.  

“Total revenues for the firms is probably ten percent of that”—roughly $30-$70 
million. 

But there’s really no accurate way to completely measure the size and impact of 
the games industry in Orange County.  Videogame counsels and PCs are the hardware 
that provide the basics of gameplay, and some Orange County companies make elements 
of this hardware. For example, Irvine-based Western Digital provides the WD Protégé 
hard drive for use in the Microsoft Xbox system.  The WD Protégé is a single platter, 3.5-
inch hard drive designed for cost-sensitive personal entertainment and PC markets. . 
Western Digital began shipping the hard drive to Microsoft in June 2001.  In August 
2003, Xbox sales accounted for six percent of Western Digital drives shipped, versus 
three percent in the previous quarter, according to Hoefer & Arnett.

The videogame industry’s tendrils reach deeply into the Orange County economy.  
Videogames designed for the adult industry rarely show up on developer product lists.  

And many people work off the books for years developing titles.  
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Atticus Wagner is director of investment screening for the Tech Coast Angels, an 
Orange County investment group.  He said the group averages about five companies per 
yet who request investment dollars.  The strengths he sees in these companies are: 
“management, games already developed and market traction.”  The weaknesses he sees 
are: “A lot of competitors, many who are big companies, and not enough initial funding.”

How many companies did TCA fund?
“Not one.”
Still, although it’s a volatile global business employing few sons of privilege, 

some locals are regular worldbeaters. 

4.  SUCCESSES
4.1  Blizzard

The corporate star of OC videogaming is the highly regarded Irvine-based 
Blizzard Entertainment, founded by Allen Adham in 1994.  Blizzard is the “crown jewel” 
property of parent-company Vivendi Universal Games (VUG), which also owns Sierra 
Entertainment.  VUG is the world's second largest maker of games for the personal 
computer and operates the Internet's largest free online gaming site—Blizzard’s 
Battle.net, which has 11 million users. VUG, with annual revenues of $600 million, was 
an operating unit of Vivendi Universal Entertainment.  A recent mega-billion dollar deal 
just merged GE's NBC broadcasting unit and Vivendi Universal Entertainment into a 
company called NBC Universal, which will be owned 80 percent by the U.S. group and 
20 percent by VUE's shareholders. 

Blizzard is considered the powerhouse “king” of OC game developers, renowned 
for helping redefine strategy and fantasy computer games in the 1990s.  Blizzard employs 
200 persons at its offices near the UCI campus. Blizzard is best known for popular hits 
and many of the industry's most critically acclaimed games, including the “StarCraft,” 
“Diablo” and “Warcraft” series.  Fans are anticipating the upcoming massively 
multiplayer online role-playing game (MMORPG)—“World of Warcraft.”  “StarCraft: 
Ghost” will release in 2004. Blizzard's track record includes eight #1-selling games and 
multiple “Game of the Year” awards. 
4.2  Shiny

Newport Beach-based Shiny Entertainment developed Atari Inc.’s “Enter The 
Matrix,” this year’s #1 selling video game worldwide and the fastest selling movie-based 
videogame in history.  “Enter The Matrix” is a third-person action game that parallels the 
Keanu Reeves film “The Matrix Reloaded,” from Warner Bros. Pictures and Village 
Roadshow Pictures.  The game was released in North America in May of this year for the 
PlayStation2 and Xbox systems, the Nintendo GameCube and the PC.  Though widely 
panned by the gaming community, “Enter The Matrix” sold more than one million units 
in North America within 18 days of its release, making it the fastest-selling game in this 
territory in the company’s history.  Games sales combined with box office tallies from 
“The Matrix Reloaded,” the second chapter in the Wachowski Brothers’ film trilogy, 
accounted for the largest multi-genre entertainment premiere ever.  The title helped Atari 
claim an 18.4 percent share of videogames software sales during May 2003, earning the 
company the top ranking among all videogame publishers during the month, according to 
The NPD Group, Inc.
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4.3  Collective
Game industry veterans—the Hare brothers Doug and Richard and Gary Priest—

founded the Collective in 1997.  One of the largest independent game developers in the 
U.S., Collective Studios now employs more than 60 people at its Newport Beach facility.  
The studio is a premier developer of interactive entertainment software and technology 
for all major console and computer platforms.  In recent years, they’ve created popular 
third-person action/adventure games, including the critically acclaimed “Indiana Jones 
and the Emperor's Tomb,” “Buffy the Vampire Slayer” and “Star Trek: Deep Space Nine 
- The Fallen.”  Next up: “Wrath Unleashed.” 
4.4  Quicksilver

Irvine-based Quicksilver Software Inc. (QSI), headed by Bill Fisher, has been 
developing cutting-edge games for 17 years.  QSI has developed dozens of commercial 
games, including highly respected strategy titles such as Interplay Production's best-
selling “Castles and Conquest of the New World,” and Activision's “Shanghai: Dynasty.”  
QSI's recent releases include “Invictus: In the Shadow of Olympus,” “Star Trek: Starfleet 
Command” (adapted from the popular Star Fleet Battles tabletop game) “Shanghai: 
Second Dynasty” and “Shanghai: Mah-Jongg Essentials.”  QSI broke new ground in 
strategy gaming with top-rated titles such as “Castles” and “Conquest of the New 
World.”  Together, these games have sold well above one million copies.  QSI was 
awarded “Classic Game of the Year” by Computer Games Magazine for its Activision 
title “Shanghai: Second Dynasty.”  QSI's four titles in this line have sold nearly a million 
copies.  Next, QSI set its sights on one of the top franchises in the business: “Master of 
Orion 3,” developed for Infogrames/Atari. QSI is also actively in production on a Web-
based multiplayer game inspired by the innovative board game “Cosmic Encounter,” as 
well as another Web-based title based on the best-selling book “Rich Dad, Poor Dad.”  
And the company is working on a future combat simulation title for the U.S. Army.
4.5  Gamespy—In A Class By Itself

The official slogan for GameSpy Industries, located in Sky Park Circle directly 
under the flight path at John Wayne Airport, is “GameSpy - Home of the Connected 
Gamer™.”  My take is that this can be read two ways, referring to 1) GameSpy 
customers, or 2) Mark Surfas.  I bet on the latter.  

Founded by Internet consultant Surfas in 1995, GameSpy Industries is a major 
player in the videogame business without actually making videogames.  GameSpy bills 
itself as “the leading online entertainment and technology company that delivers live 
multiplayer gaming and editorial content to consumers worldwide.” 

An empire of the Internet, GameSpy offers an array of online software and 
services for PC games.  It was also a pioneer in helping consoles go online, first as an 
early supporter of online play for Sega's defunct Dreamcast console.  GameSpy also 
developed online services for Sony's PlayStation2, and was the first to offer online play 
for Microsoft's Xbox via software that allows an Xbox to tap into a PC's broadband 
connection. 

“We’re completely focused on online play,” explained. Surfas, who said that he 
made a conscious decision early on not to become a game developer.  

“Instead, we wanted to be platform for the entire gaming industry, be in every
game.  I love multiplayer games, and we saw an opportunity to use the Internet to 
participate with the whole games industry.”
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GameSpy, with 80-plus employees, has three divisions: live gaming, media 
(publishing and advertising), and game development technology and licensing. 

GameSpy's consumer services division is all about online gameplay, operating 
live multiplayer game services and game-focused editorial Web sites. 

The live gaming group manages GameSpy3D and builds and manages GameSpy 
Arcade. A huge games and entertainment community, GameSpy Arcade is the leading 
online multiplayer game service with more than nine million subscribers worldwide.  
They can play more than 400 popular computer games like “Quake 3,” “Half-Life,” 
“Poker” and “Spades,” testing their skills against millions of potential opponents around 
the world for free.  

The GameSpy media division is an online publishing empire, operating websites 
and selling advertising.  The GameSpy Editorial Network of 50-plus game-focused 
websites reaches more than 16 million consumers per month (source: ComScore) with 
game information written by professional journalists and through active contributions 
from the community.  Developers and publishers who want to market their games to 
GameSpy's community also participate—providing interviews, screenshots, previews, 
and live chats in order to build excitement around specific titles.  

“The GameSpy Network of websites, including GameSpy.com and 
FilePlanet.com, reaches the largest audience of hard-core gamers available on the 
Internet,” said Surfas, who estimates that GameSpy’s 50+ websites attract 750,000 
visitors (GameSpy numbers) per day.  “The GameSpy Network has a reach that is five 
times the circulations of the most popular gaming magazines, and it provides a wide 
variety of content for every flavor of game fan.”

I particularly enjoy the editorial part of GameSpy’s offerings.  The GameSpy 
Daily e-newsletter is a welcome sight in my inbox.  Though I don’t spend much time 
with the game reviews, I do appreciate the notification about great feature articles like 
GameSpy’s “The Top 25 Most Overrated Games of All Time,” “The Top 25 Smartest 
Moments in Gaming History,” “The Top 25 Dumbest Moments in Gaming History” or 
“Ten Reasons You Don't Want to Run a Massively Multiplayer Online Game.”  The 
stories are well written with contributions from GameSpy’s expert editorial staff, and 
these stories provide enjoyable reading about some of the videogame industry’s 
background. 

GameSpy's other media property, the Mplayer® Entertainment Network, is the 
largest online advertising network targeting tech-savvy entertainment enthusiasts. In 
2001, GameSpy purchased Mplayer from HearMe, a publicly traded provider of VoIP 
application technology. GameSpy acquired the assets of Mplayer for a combination of 
stock, cash, and a promissory note.  In the deal, HearMe acquired a 10 percent stake in 
GameSpy.

GameSpy also develops and licenses technology products and services which are 
incorporated into hundreds of PC and console games, providing multi-player 
functionality, security, data collection, and in-game advertising to most major game 
publishers. This game development tools group builds software development kits and 
manages services for more than 100 developers and many publishers. 

“We supply everything from in-game chat and player matching to anti-piracy to 
persistent storage,” Surfas said.
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Despite GameSpy’s success, Surfas’ business model for staying out of the line of 
fire in the potentially lethal battleground of game development has its detractors.  

“I love the guys at GameSpy,” said Michael Pachter of Wedbush Morgan.  “But 
it’s essentially a tools company and an ad agency.  Which would you rather be, the guys 
who make the movies or the guys who advertise the movies?”

I went online to get some player feedback on GameSpy.  The Urban Dictionary 
(www.urbandictionary.com) website carries a range of opinions, both positive and 
negative, about GameSpy posted by assorted opinion-posters.  To wit (complete with 
original wording and spelling):

Source: Avatar - 5/26/03 07:55:16 PM—
GameSpy is a fantastic company! 
C&C Generals has an awesome in-game GameSpy server browser! 
GameSpy is still a great server browser with comprehensive filtering options! 
GameSpy is THE place to game on the internet!
Source: Frank - 4/19/03 08:16:07 PM—
A really shitty gaming website network which is covered with pop-up adverts, 

arrogant fools and the creators of a sub-par server browser software. Only used because 
the websites hold a monopoly over the gaming communities they write about and because 
they are the best know.  Also see “screwed over original hosted sites on Planet Quake in 
the pursuit of making themselves into a profitable company.

"Gamespy sucks bawlz." 
"Gamespy opened another Planet website. It's sucking my will to live." 
"Gamespy are the worst evr. lews."
Source: unknown - 7/9/03 07:48:10 PM—
The shittiest place u could ever go.  i also like 2 call it a pos factory.
Gamespy is a pice of shit factory.
Source: vash- 7/10/03 11:21:45 PM—
its a fucking stupd program that freezes up on you all the tme and causes so many 

errors...but also a place where you can meet freat people and play with them too but other 
than that its jus shiat

"sorry bout that..stupid gamespy froze up" 
"GAMESPY SUCKS HAIRY MONKEY BALLZ " 
"im gonna kill the people who made gamespy so friken homo"
Source: Gamespy Sucks - 8/2/03 05:36:32 PM—
A horrible network of crappy crap that has monopoly over the online gaming 

network and needs to get major hacked!
Gamespy sucks dude!

And so goes the gamerflame—out of millions of customers, some just aren’t 
gonna like what they get.  Which is why, I suppose, that the GameSpy HQ building 
displays no signage indicating its name or what work takes place inside.

6.  TEACHING THE NEXT GENERATION
Videogame development has made its way into college curriculums, and entire 

game programming universities have emerged.  The academic world has opened its arms 
to the gaming world.

HTTP://WWW.URBANDICTIONARY.COM/
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 “Ludology” (from ludus, the Latin word for “game”) is a new discipline that 
studies games in general and computer games in particular (Hey—how’s “Ludoland” for 
a name?).  I first heard the term ludology from UC Irvine’s Celia Pearce, associate 
director of the university’s Game Culture & Technology Lab and a games lecturer and 
author, as well as one of the few professional women in the industry.  

As Pearce explained, ludology encompasses not only the academic discipline of 
game theory, which focuses on strategy, but also game design, game variants, the study 
of mutators (game rules) and operators (function performers), and so on.  

“It's a growing academic field, but everyone has to keep in mind that game theory 
and criticism has to answer to the actual needs of players, developers and researchers,” 
Pearce said. “To build relationships with game companies, universities have to be 
perceived as understanding the practical matters and urgent problems involved in making 
games, and running a company while doing it.”
6.1  UCI Game Lab

UC Irvine is building its on-campus Game Culture & Technology Lab—a 
research lab in UCI's Department of Studio Art in the Claire Trevor School of the Arts 
that deals with games, animation and the Internet.  The Lab was formed out of the Games 
Research Initiative of The California Institute for Telecommunications and Information 
Technology [Cal-(IT)².  

CAL-(IT)² is a partnership between UC San Diego and UC Irvine that seeks to 
ensure that California maintains its leadership in the telecommunications and information 
technology marketplace.  Cal-(IT)² is one of four institutes established through the 
California Institutes for Science and Innovation initiative proposed in the year 2000 by 
California Gov. Gray Davis. On April 25, 2003, Davis signed a bill that fully funded the 
four California Institutes for Science and Innovation. The bill authorized $308 million in 
lease-revenue bond financing for completion of Institutes capital projects.  

The mission of UCI’s Game Culture & Technology Lab is to “expand the notion 
of how game metaphors, design principles and technologies can be utilized for alternative 
content and context delivery.”  Focused on the next generation Internet, the Game Lab 
combines theory and practice, science and art, education and entertainment. 

“We have an interim space in Studio Art and the final space, whose exact size is 
yet to be determined, will be inside a building now under construction on campus," said 
Celia Pearce, Game Lab associate director.  “The Game Lab is not a teaching program 
per se, but we will be having both graduates and undergraduates working on research, 
although it's hard to say how many until the research gets funded.”

One of Pearce's tasks with the project is to create financial and intellectual 
partnerships with the local game community.

“Many games companies view universities as employee hatcheries, a crude but I 
think accurate description of the current situation," Pearce observed.  "We're often seen 
as a supplier of talent, a sort of free labor pool providing interns who can later become 
employees."

A lecturer in games theory and teacher of game mechanics and structure, Pearce 
regularly faces over-enrolled classes because the subject matter is so popular.

“We want the industry to see the academic sphere not as vocational schools but 
rather as research institutes that they could do more to utilize,” she explained.  “After all, 
making and marketing games is a very expensive proposition, so games companies tend 
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to be risk averse. This means that they can miss the next big trend.  For example, on a 
basic level if they'd understand that since girls make up fifty-one percent of the 
population, you'd double your audience if you bring girls to games.  When doing games 
research at UCI, we work with consumer technologies and look at game content.  So we 
say to the game developers, help yourselves by inviting us to the party.”

The Game Lab and the San Diego Supercomputer Center are launching the Game 
Research Grid, the first-ever massively multi-user grid-based game server for use in 
games research, pedagogy, art and experimentation. Butterfly.net, Martinsburg, W. Va., 
backed the project through a software gift and technology partnership.  Butterly.net 
produce the world’s first standards-compliant Grid Computing software for “massively 
multiplayer” (a.k.a. “persistent-state”) online game worlds. Butterfly.net’s software will 
be installed initially on a high-performance grid system at the San Diego Supercomputer 
Center and be made available to researchers, instructors, artists and independent 
developers for research with multi-user game worlds.  Proposals will be considered on an 
ongoing basis beginning November 15.

“We see online games as the genesis of the next phase of our culture, and the 
future of global communications, entertainment and understanding,” said David Levine, 
Butterfly.net president and CEO. “This project will provide a sandbox where the 
emerging geniuses of this new art form can experiment and invent without commercial 
pressures or design compromises. The Game Research Grid provides the opportunity for 
researchers and independent artists and studios to create new gameplay possibilities in an 
environment free of technology constraints, then bring the best game ideas to market on a 
commercial grid.” 

Butterfly.net’s software is currently being used by a number of commercial 
developers and technology partners, with product release dates set to begin mid-2004.
6.2  Art Institute

Opportunity in Orange County's fertile games field has also attracted the for-profit 
Santa Ana-based Art Institute of California, which, anticipating a growing job market for 
its graduates, offers a bachelor of science degree in Game Art & Design. 

Launched in Orange County October 2002, the Art Institute’s Game Art & Design 
program is aimed at students who want to prepare for entry-level art positions in the 
game development field.  Currently 125 students are enrolled in the program.  In the fall 
2003, the Art Institute has more than 200 (approximately 80 new) students in the 
program, which is ranked by Electronic Gaming Monthly magazine as one of the world’s 
top five game-degree programs.  

Tuition is $355 per quarter credit hour.  A full-time class load is between 12-16 
credit hours per quarter.  Since most students take 16 credits per quarter, on average that 
means tuition of between $4-5,500 per quarter. 

“When making the decision to launch a new program, we look at the community 
our school serves and determine whether there will be student interest and employment 
demand for the kinds of talent, skills and competencies our students will have upon 
graduation,” said George Sebolt, Art Institute president. “In Southern California, we are 
in great proximity to the thriving videogame development industry.  We saw the Game 
Art & Design program as a perfect fit with Orange County for students and employers.”

Jay Vales, 29, a fourth-quarter game art & design student at The Art Institute, 
agrees.  "I like the program because it allows me to work and play at the same time," said 
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Vales, a Huntington Beach resident and former art teacher for the Irvine Fine Arts Center. 
"It's exciting to be learning about something that I have such a great interest and passion 
for. The process of creating and designing something that people will want to use, 
something they will use for play.  For me, even though the program is demanding, it's 
easy to stay committed because I love it."

7.  ‘BET THE COMPANY’
And some OC videogames companies could use help.  Despite the attractiveness 

of the area and the attractions of the business, some experts don’t at all consider this 
place an exceptional game hub.

“The Orange County games scene is ever-dwindling and there’s no advantage to 
being there,” observed Wedbush’s Pachter (who lives and works in Long Beach).  
“Interplay has gone away from development toward a licensing model.  Orange County 
has a solid base of game development companies and a talented, educated workforce, but 
there’s no regional significance for Orange County in the games industry, which is truly 
global.  The Bay Area has a greater concentration of games companies than Orange 
County.  So does Texas; even Scotland does.  ‘Grand Theft Auto’ (Rockstar Games' 
groundbreaking non-linear urban crime game) came from Edinburgh.”

For years Interplay Entertainment was the pre-eminent OC game development 
and publishing company.  Interplay owns development studios Black Isle (“Baldur’s 
Gate” and “Icewind Dale” series), Digital Mayhem (“Hunter: The Reckoning” and 
“Giants: Citizen Kabuto”), and until recently, Shiny Entertainment (“Messiah”).  Some 
Interplay videogames display genteel titles like “Die By The Sword: Limb from Limb” 
and “Run Like Hell,” made for PCs and Nintendo, Sony, and Microsoft consoles. 
Interplay has licenses to use brands such as “Advanced Dungeons and Dragons” and 
“Star Trek” for incorporation into its products.  It competes with the industry leaders—
Activision, Atari and Electronic Arts. But at this stage, it is a mere shell of the company it 
used to be.  

Interplay is 72 percent-owned by Paris-based Titus Interactive, whose principal 
shareholders are the Caen brothers—Interplay CEO Herve and Interplay director Eric. In 
January 2002, Interplay founder and CEO Brian Fargo resigned, citing Interplay's poor 
financial performance.  Interplay filed a Form 8-K with the SEC alleging that Fargo had 
not attended to his responsibilities in the preceding four months.  Interplay claimed Fargo 
wanted to “secure a highly lucrative severance and separation package for himself.” 
Fargo refuted this, claiming that he wanted nothing.  By the end of March, Interplay and 
Fargo had come to terms, allowing a seemingly amicable split.  The agreement 
effectively settled all disputes concerning Fargo's services to and resignation from the 
company, but the situation remained dire.  

Some industry analysts at the time regarded Fargo's resignation as the latest 
development in the disagreements between Interplay and its French parent company, 
Titus Games, underscoring Interplay's shift in focus from PC-only games to publishing 
games for video consoles like the PlayStation and Xbox.

In May 2002, Interplay sold off Shiny to Atari/Infogrames for $47 million.  
Despite the influx of cash, in August 2003, the company’s reported second quarter results 
revealed a continuing decline in its fortunes, although the reported losses of $5.4 million 
were better than the original estimates of a $9 million loss.
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In October 2002, the NASDAQ authority announced that Interplay was delisted 
from its small cap market. This decision was mainly due to the fact that Interplay’s share 
price was below $1 during a six-month period.  Interplay remains listed in the Over The 
Counter Bulletin (OTCB) Board with the symbol IPLY.

Virgin Interactive, originally based in Costa Mesa but later relocated to Irvine, 
was once seen as a major game publishing rival to industry giant Electronic Arts.  In the 
‘80s and ‘90s, Virgin was responsible for breakthrough titles like “The 7 th Guest” and 
franchises such as “Command & Conquer” and the Capcom titles in the west.  In 2000, 
Virgin Interactive became Titus’ distribution subsidiary, and earlier this year Titus buried 
the Virgin Interactive name and rebranded the firm as Avalon Interactive.

None of this activity has seemed to do Titus much good.  In June 2003, Titus 
escaped bankruptcy by successfully renegotiating a significant part of its outstanding 
debts, estimated at $100 million.  Reported Rob Fahey of gamesindustry.biz:

“Already Titus has attempted to rescue this situation by stripping the assets of its 
subsidiaries - just about every key franchise owned by Interplay has now been sold. The 
road ahead looks difficult for Titus, with apparently insufficient cash to release titles or 
fund further development, and no obvious financing routes open to it. Being bought out 
by a larger industry player looks like the best hope for the group - but whether it has 
anything worth buying is another question.”

Even Electronic Arts (Redwood City, Calif.), the $2.5 billion, industry-leading 
interactive entertainment software giant, decided to forsake the OC.  EA’s Irvine studio 
developed “Command & Conquer General,” a modern warfare-based game that was 
ranked the #1 selling PC game for February and March of this year, according to NPD 
Group/NPD TechWorld.  Recently, EA moved its Irvine operation to L.A.

And smaller companies like CodeFire Inc., founded in 2000, can come and go 
much more quickly. Video games developed by the Irvine-based designer included the 
“Sega Swirl” for Palm and the three-in-one collection “Sega Smash Pack” for Game Boy 
Advance.  In August 2002, CodeFire announced the acquisition of the intellectual 
property rights to “Wiz-War,” a popular board game featuring battling wizards and stolen 
treasure.  In September 2002, CodeFire announced the availability of the collection of 
direct Sega Genesis ports of three classic Sega Genesis games—“Sonic Spinball,” “Ecco 
the Dolphin” and “Golden Axe.”  In March 2003, CodeFire's CEO and President Michael 
Williams wrote in an email posted in the wiz-war.com message forums: “CodeFire has 
gone out of business.”

What’s going on?  
“Budgets have just gone insane,” said Brian Fargo, the man who started it all here 

in the early ‘80s with the company that became Interplay.  “I’ve watched the videogame 
industry go from a twenty million dollar a year hobby business to ten billion dollar 
industry,” said Fargo, erstwhile head of Interplay and current CEO of InXile, a freshly 
minted Newport Beach game developer. Fargo said a typical game has a $200,000 per 
month run rate, and takes 18 months to complete.  “An average game can get to four 
million fast.”

“It’s a roller-coasterish, competitive, volatile industry,” noted Doug Hare, partner 
at the Collective, which he said works from earnings alone.  “Game makers are reticent to 
go to new things because the risks are so great, and the industry has never been tougher to 
break into than it is now.”
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Nexus’s Mark Warner knows what it’s like in the world of startups.  “It can take  
three years and up to four million dollars to make a serious game,” he explained.  
“Blizzard spent six million on ‘Warcraft.’  And this is a hard business to make money in.  
The money goes to the publisher and the distributor, not the developer.  You want to 
make enough money to cover your costs, keep your people happy, pay some bonuses, 
start your next game.”

But he has hope.  “Still, it’s almost a ten billion dollar industry, so there’s plenty 
of room for every genre,” said Warner. “It’s just that the established companies have the 
resources and the top people and they hold onto them.”

“Everybody’s scared,” said Bill Fisher, president of Irvine-based Quicksilver 
Software.  “The problem is that it’s hard to make as much money as expected.  Standards 
keep going up and games are more and more expensive to produce.  You could spend 
five to ten million dollars, and you need half-a-million to a million units in sales to break 
even.  Before, games makers lost often but it was hard to lose big. Games were cheap to 
produce. You were almost guaranteed to make money.  Not anymore.  This year alone a 
large number of console game projects were cancelled, which cost twenty-to-forty people 
on each project their jobs.”

Changes in the game industry have forced game developers to rethink their 
business models in a mature market. 

“You can’t keep all your eggs in one basket,” declared Fisher, who said that 
Quicksilver regularly works in military applications and goes outside standard videogame 
company markets for projects like multiplayer games for cell phones.

8.  INTERPLAY & VIRGIN—START OF SOMETHING BIG
The essential story of the videogames business in Orange County revolves chiefly 

around the interwined activity of three men and three companies—Brian Fargo at 
Interplay, Martin Alper at Virgin Interactive, and Hervé Caen at Titus Interactive. 
Interplay and Virgin Interactive pioneered the games industry in OC in the 1980s. Hervé 
and Eric Caen founded Titus Interactive in Paris in 1985, and the French software firm 
that took control of both companies in 1999.  

In the beginning, things were so much simpler.
8.1  Interplay

In 1981, Brian Fargo graduated from Corona del Mar High School.  A serious fan 
of first-generation computer entertainment software, he found a company called Saber 
Software to make videogames.  

“I thought that I could do better than the games I was playing—Magnavox, Atari, 
Apple, Sierra graphic adventures,” he said.  “Use music, real artists, and off you go.”

His first game was “Demon's Forge,” a graphic adventure for the Apple II and 
PC.  He sold the games on 5.25-in. floppy disks which he copied himself and wrapped in 
plastic baggies.  In October of 1983, Fargo renamed Saber Software and Interplay 
Productions was born.

“We started off as developers before becoming a publisher in 1988,” he told 
GameSpy in a November 2000 interview. “The name came from the concept of 
interactive gameplay.  This was before the word ‘interactive’ became a buzzword for our 
business. Some people think it also relates to Internet, but I can't say we were that far 
ahead.” 
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Moby Games lists 188 games developed or published by Interplay between 1984 
and 2003.  IF-Legends.org details games developed in the early years for systems like the 
Amiga, Apple II, Atari 8-bit and Atari ST, Commodore 64 [Disk], Macintosh, PC and 
PCjr:

“Mindshadow” (1984) was Interplay’s first original game. Based loosely on the 
old Robert Ludlum novels, it focused on the main character losing his identity and trying 
to claim it back. It was a very unique game concept at the time and one of the clever 
aspects was that players would enter THINK NOUN and each time the player entered a 
word that related to the past, part of his/her memory came back. As a player, you actually 
won when you reclaimed your whole past. 

Then came “The Tracer Sanction” (1984), “Borrowed Time” (1985), and “Tass 
Times in Tonetown” (1986) 

“Neuromancer” (1988) with music by Devo (yo Akron!), was based on William 
Gibson's cyberpunk novel. After being distributed by Electronic Arts and Activision for a 
few years, this was Interplay's first release under their own name. According to the 
manual, Timothy Leary gave some assistance to this project. 

Comments: “It's all about hacking into computer bases and upgrading your 
internal software.  It is an RPG but with a lot of adventure elements, though the control 
system isn't too sophisticated (but it's great fun, anyway).” 

Package blurb:
Nowadays, hacking in somewhere you don't belong can get you in trouble. In a 

hundred years, it will get you killed... 
You got 30 megs online, three viruses, six icebreakers and a smart-mouth ROM 

construct riding shotgun. 
As you go hacking in hard on the immense icy-hard crystal of the new database, 

something stirs within it. Artificial intelligence? 
"You know," says your ROM construct, "maybe the ice here is so hard not just to 

keep cowboys like you out, but 'cause they wanta keep something else in." 
And then you remember: They're called AIs 'cause they don't care when they kill 

you. 
It's party time in Cyberspace.
Then followed: “Lord of the Rings” (1991), “Star Trek: 25th Anniversary” (1992) 

and “Voyeur” (1993).  Interplay's 10 Year Anthology (1994) was a compilation for the 
PC.  It contained “Mindshadow,” “Tass Times in Tone Town,” “The Bard's Tale,” 
“Battle Chess,” “Wasteland,” “Dragon Wars,” “Castles,” “Lord of the Rings,” “Star Trek: 
25th Anniversary,” and “Another World.”

In 1993, Interplay formed the MacPlay division, which went on to become the 
dominant Mac game publisher of its time, releasing numerous popular titles, including 
“Wolfenstein 3D,” “Descent” and “Descent II,” and “Castles: Siege and Conquest.” After 
releasing “Fallout” and “Starfleet Academy” in the late '90s, however, MacPlay fell 
dormant, angering customers whom it disappointed with unfulfilled promises of 
continued support (e.g., the patch for “Starfleet Academy”).

Interplay did not wholly abandon the Mac market, however, and over the next few 
years it licensed a number of its games to such Mac publishers as Logicware. In October 
2000, the MacPlay brand itself was licensed to United Developers along with the Mac 
publishing rights to five Interplay titles, including “Baldur's Gate II” and “Icewind Dale.”
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In 1996, Shiny Entertainment (founded in Newport Beach in 1993 by ex-Virgin 
gamer David Perry) entered the PC market and produced the highly successful MDK for 
Interplay, which subsequently acquired Shiny.

In 1997, Interplay popped out “Redneck Rampage,” a notorious pseudo-3D first 
person shooter parody of “white trash” Americana which two years later landed them in 
court as defendants in a $33 million lawsuit.  Interplay was named in a suit filed against a 
number of videogame and entertainment companies by the parents of the kids shot to 
death in Paducah, Ky. by teenage killer Michael Carneal.  Complete with tabloid leather-
fetish cyborg aliens, cloned drunk rednecks and a machine gun bra, the game presented 
an experience that, despite its sheer tastelessness, couldn’t help the plaintiffs, who alleged 
in the suit that the game helped contribute to Carneal’s own rampage.  Case dismissed.  
(Note to writers looking for easy shorthand hillbilly labels to spice up their work: my 
brother Clete would like you to know that the name “Cletus” is an honored Roman-cum-
Irish name long associated with popes and saints, not toothless, corn whiskey-swillin,’ 
slack-jawed yokels—you too, Simpsons.  And Eddie Murphy, for that matter.)

While Interplay’s game-publishing machine rolled on, the business of making 
games took a turn for the worse beginning in 1998.  On the business front, in June of that 
year Interplay completed its initial public offering, which kicked off a long series of 
economic setbacks for the company. 

In 1999, Titus Interactive, one of France's leading software publishers led by 
Herve Caen, paid $10 million to buy 2.5 million shares of Interplay stock.  Chairman 
Brian Fargo said in a press release that “these ... transactions improved our financial 
position and should alleviate cash flow and short-term debt issues.”

In 2001, while most other videogame companies saw their stocks soar, Interplay's 
shares declined 82 percent as the company's losses mounted and it unsuccessfully sought 
a buyer before Titus assumed control. Through the third quarter of 2001, Interplay had 
released only seven new titles for the year, compared with 26 in the same nine-month 
period in 2000.

In June 2001, Titus announced that they would be selling their 34 percent stake in 
Interplay, prompting the American publisher to seek the sale of the company.  After THQ 
and Pacific Century CyberWorks Japan withdrew their offers, Titus stepped back in to 
affirm their intentions to retain their shares, ending any further Interplay plans for sale.

In August 2001, Titus announced that it had extended its stake in Interplay to 51 
percent by turning some of its convertible bonds into actual shares in the company.  A 
statement from the French company said that “this purchase raises Titus Interactive's 
voting rights and will enable, during the Annual General Meeting in September, a re-
election of the board and a takeover of Interplay by Titus Interactive.”

Describing the move, Eurogamer.net wrote: “France continued its dastardly plot 
to dominate the global computer games industry.  Interplay now joins Hasbro Interactive, 
Mattel Interactive, GT Interactive, Sierra, Interactive Magic, Accolade and a host of other 
American publishers to have been taken over by the French.” 

On September 11, 2001, Titus announced replacement of five of seven members 
of the Interplay board of directors with Titus nominees. Brian Fargo, Interplay founder 
and CEO, was retained. 

On September 20, 2001, Canadian game developer BioWare Corp. and Parallax 
issued a press release alleging that “there are additional royalties due to both BioWare 
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and Parallax.”  BioWare filed an additional suit alleging that “Interplay has breached two 
contracts with BioWare by sublicensing distribution of BioWare games to third parties 
without the knowledge or consent of BioWare.”

On Sept. 28, 2001, Interplay announced a deal with Vivendi Universal Publishing, 
giving Vivendi exclusive rights to publish and distribute Interplay games in exchange for 
a $13.5 million advance.

On November 29, 2001, BioWare terminated its contract with Interplay to 
develop “Neverwinter Nights, ” a computer role-playing game for either singleplayer or 
multiplayer play.

January 2002 was a busy month in the history of Interplay.
On January 7, Brian Fargo submitted his resignation, and on January 25, he 

resigned. 
Also on January 25, BioWare and Interplay issued a joint press release 

announcing a settlement in which Infogrames would publish “Neverwinter Nights.”
On January 28, Titus and Interplay announced that Herve Caen, co-founder of 

Titus Interactive, would take on Interim CEO responsibilities at Interplay.  That same day 
Interplay filed its Form 8-K with the SEC against Fargo.

In his resignation letter, Fargo cited an alleged reduction in his responsibilities as 
CEO, which prompted Interplay’s filing with the SEC.  Interplay threatened to sue Fargo 
for the above allegation as well as unfair competition.  Interplay claimed Fargo wanted to 
“secure a highly lucrative severance and separation package for himself,” while Fargo 
claimed in an interview that he wanted nothing.

Reported Fahey:
“Interplay’s finances were intertwined with those of Fargo himself and failure to 

come to terms could have been disastrous for the company.  Interplay’s bank line of 
credit (their borrowing program) relied on a $2 million guarantee from Fargo.  The lender 
used $1 million of Fargo’s cash to repay that program.  Fargo also made a $3 million loan 
to the company in April 2001 that was due in May 2002. Interplay was also owed $2.5 
million by a business controlled by Fargo.  That was written off as a loss.”

On March 22, Interplay announced that a settlement has been reached with Fargo 
concerning matters related to Fargo's tenure as chairman and CEO of Interplay and his 
resignation from such positions in January 2002. 

By April, however, the situation at Interplay had not improved. Short of cash, 
Titus resorted to short term loans to Interplay, to fund operations and keep Interplay 
solvent.  Titus made one-month loans to Interplay in the amounts of $115,000 on April 
15, and $363,000 on April 29.  

On April 25, Interplay announced the sale of its Shiny Entertainment subsidiary to 
Infogrames, Inc. According to the terms of the deal, Interplay received approximately 
$47 million in a combination of cash and a promissory note.

The sale of Shiny on April 30, 2002 offered a lot of breathing room, according to 
Fahey.  Infogrames paid Interplay $2,983,561 in cash and paid $26,145,925 directly to 
Interplay’s creditors.  $7,250,000 went to David Perry and the Shiny Group, Inc., in 
connection with Interplay’s original acquisition of the developer.  Lastly, Infogrames 
gave Interplay a promissory note for another $10,809,076, the last payment of which was 
to be made on July 31.  This process also led to Interplay settling a legal dispute with 
Vivendi Universal Games, Inc. and a promissory note was given to Warner Bros., 
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promising to pay $2,000,000 due April 30, 2003, to cover payments due under the 
“Matrix” game licensing agreement.

Frictionless Insight's Kyle Ackerman summed up the situation in June of 2002:
“Interplay's problems can be divided into money problems and control problems.  

Interplay has had a long history of financial losses, including $46.3 million in 2001 alone.  
Amidst the turmoil, Interplay only released ten titles in 2001, compared with 32 titles in 
2000.  Like many companies, Interplay kept little cash on hand, and relied on credit 
agreements and revenue from game sales to operate.  With fewer titles shipping, and 
problems with their credit agreements, Interplay had to find sources of cash and ways to 
cut costs.”

In October 2002, the NASDAQ authority announced that Interplay was delisted 
from its small cap market (Interplay’s share price was below $1 during a six-month 
period). 

Interplay itself attributes the company’s troubles to market forces:  “The 
worldwide market for interactive entertainment software has grown significantly in recent 
years,” the company explains on its website. “This growth has been driven primarily by 
the growth of PCs and video games consoles. The distribution channels for interactive 
entertainment software have changed significantly in recent years as developers are 
competing for decreasing shelf space. Consumer software, which was once typically sold 
through specialty stores, is now distributed through mass merchants and consumer 
electronics stores which generally stock a limited number of titles that are expected to sell 
large numbers of units. As development costs and competition for shelf space continue to 
remain high, the potential for consolidation within the industry will…increase.”

In January 2003, GameSpot’s Sam Parker, wrote that  “Financially troubled 
publisher Titus has revealed plans to sell Interplay, which it took over in August 2001.  
While Interplay doesn't have many current hit franchises to lean on besides ‘Baldur's 
Gate,’ Titus doesn't plan to let Interplay go in a fire sale. In the French business 
newspaper ‘Les Echos,’ Titus CEO Hervé Caen recently said, ‘Our priority is to sell 
Interplay for a good return.’” 

On March 14, 2003, Interplay sold off the rights to Digital Mayhem’s “Hunter: 
the Reckoning” license to Vivendi Universal.  Interplay cited financial strategy as the 
reason for the sale.

“Our focus has been on improving our balance sheet and steering the company 
toward highly profitable content,” said Interplay Chairman and CEO Herve Caen. “What 
we have done with the ‘Hunter’ franchise highlights many of Interplay's strengths: the 
ability to secure a license, create an acclaimed game franchise from scratch, then leverage 
that asset to fund future development of the company's core products like ‘Baldur's Gate: 
Dark Alliance,’ the recently announced ‘Fallout: Brotherhood of Steel,’ ‘Icewind Dale,’ 
and several other soon-to-be-announced properties.”

The next game in the Hunter series, and the first to be published by Vivendi, will 
be “Hunter: The Reckoning Redeemer.”

With no major sales in the June quarter of this year, Interplay’s asset stripping had 
slowed down.  But even with the sale of “Hunter: The Reckoning” to Vivendi for $15 
million, the six-month figures for the company showed only $200,000 of income, on 
substantially lower revenues than last year ($20 million as against $27.2 million).
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During the summer, Interplay dismissed Vivendi Universal Games (VUG) as a 
distributor of its games over outstanding royalties due following Interplay's release of 
“Lionheart.”  On September 23, 2003, VUG sued Interplay in Los Angeles Superior 
Court, alleging that Interplay made claims for payments it was not actually owed in order 
to get out of the distribution deal the two companies signed in August 2002.  The suit 
asked for a determination of each side's obligations under the distribution deal, damages, 
interest and an injunction preventing Interplay from gaining another distribution deal 
with a different company.

Interplay is contemplating a counter-suit against VUG.  According to the 
company, its upcoming releases “Baldur's Gate: Dark Alliance 2” and “Fallout: 
Brotherhood of Steel” are still expected to be released in the fourth quarter of this year.

In many ways, according to an online observer, Interplay is aiming to become a 
production company rather than a publisher—a model increasingly common in game 
development circles, and one that may indicate the shape of things to come for the 
industry.
8.2  Brian Fargo

Despite his personal setback, after his resignation Fargo remained upbeat about 
Interplay and its products:

“We can certainly be criticized for financial performance, but I don't think anyone 
can criticize our games,” he said at the time.  “We continued to put out quality games, 
games of the year, even with all this going on.”

Fargo is known throughout the software entertainment industry as one of the 
“Founding Fathers”.

In his 20-plus years in the software publishing industry, Fargo has accomplished 
quite a bit in addition to founding Interplay in 1983 and taking it public in 1998.  While 
at Interplay, Fargo brought Universal/MCA in as a 45 percent equity partner and 
negotiated numerous content licensing agreements with companies such as Paramount, 
Universal, Nintendo, MLBA, NHL and Caesar’s Palace.  He negotiated his largest 
licensing agreement with Warner Brothers for the highly coveted and valuable “Matrix” 
franchise. 

Under Fargo’s leadership, Interplay held a position as the top creator of PC role-
playing games, yet was flexible enough to successfully launch into the next-generation 
console machines with titles like “Baldur’s Gate: Dark Alliance” for the PS2 and 
“Hunter” for the Xbox. 

In addition to Interplay, Fargo formed an online entertainment company with 
partner Softbank in 1996, and sat on the board of Virgin Europe after Interplay acquired 
it in 1998.

Fargo has served on the board of the IDSA and has given key speeches at the 
leading game industry shows such as E3, Global Gaming Forum and the Computer Game 
Developers Conference. 

Yet, despite all this, when the L.A. Times recently ran a long article (“Hollywood 
Interactive,” 8/18/03) on how the deal for “Enter the Matrix” game was put together, it 
didn’t mention Fargo or Interplay, or even Shiny Entertainment and David Perry, who 
developed the game.

“Hollywood leads the way in the pop culture phenomenon,” Fargo told me.  
“Orange County entertainment companies don’t often show up on the radar for papers 
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like the Times when they do stories on Hollywood dealmakers, even though I did the 
‘Enter the Matrix’ deal.”

Fargo has moved on with his new company—InXile, based on the peninsula in 
Newport Beach.  In May 2003, he acquired the license to the classic RPG “The Bard's 
Tale” from Electronic Arts. Fargo was a designer on the original “Bard's Tale,” which 
was developed by Interplay back in 1987. 

At the end of July 2003, InXile bought back the rights for “Wasteland” from 
Electronic Arts.  “Wasteland” was developed 1986-88 by Interplay for Electronic Arts.  
At that time, Interplay was a developer, but not a publisher. Later, they occasionally 
licensed it back to include it in some collection.  Now, Fargo owns it again.
8.3  Like A Virgin

In 1984, while Brian Fargo was getting Interplay Productions off the ground, 
across the sea a proper British gent named Martin Alper and two partners in the video 
distribution business founded Mastertronic Inc., a London-based videogames distributor.  
None of the directors professed to know anything about games, but that didn’t stop them.  

In 1986, tired of “sun-deprived London” and eager to attack the American games 
market, Alper, who among his partners possessed the most marketing flair (he had even 
partnered with Ringo Starr in a business venture), came to the U.S. to set up operations 
here for Mastertronic. 

“I chose Southern California because it’s a nice place to enjoy life,” Alper 
recalled.  He moved his family into digs in Laguna Beach and opened offices in Costa 
Mesa.

In early 1987, Mastertronic partner Frank Herman signed the company up as U.K. 
distributor for the Sega Master System range.  That year, Mastertronic successfully sold 
the entire Master System supply of product they could acquire and were then appointed 
as distributors in France and Germany as well, and thus Sega Europe was born.

In mid-1987, entrepreneur Richard Branson’s Virgin Group saw in Mastertronic’s
Sega activity an opportunity to expand Virgin Games, and so bought about half of 
Mastertronic from an investment group.  In 1988, Virgin acquired the rest of the company 
from the original founders. Virgin Games merged with Mastertronic and Virgin 
Mastertronic was born.

By 1991 nearly all of Mastertronic's profits derived from doing business with 
Sega, which bought the company that year.  The publishing arm of Virgin Mastertronic  
became Virgin Games.

In 1991, heading Virgin Games in the U.S., Alper had employees Graeme Devine 
and Rob Landeros form what would become Trilobyte, Inc. to create an innovative new 
game. The two moved to Jacksonville, Ore., to develop an idea they had for one of the 
first CD-ROM based games. “The 7th Guest” featured a gothic-horror tale set inside a 22-
room mansion, with enigmatic puzzles, stunning 3D visuals, and dazzling full-motion 
video.  The following year, Virgin Games launched “The 7 th Guest,” which went on to 
sell more than two million copies worldwide. Bill Gates himself lauded it as “the future 
of multimedia.”

Also in 1991, Alper welcomed game designer David Perry, a native of Northern 
Ireland who moved from the U.K. to the U.S. to join Virgin Games in OC.  At Virgin, 
Perry led the development teams for several award-winning games, such as Disney's 
“Aladdin,” 7-UP's “Cool Spot” and McDonald's “Global Gladiators,” which won a slew 
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of industry awards and gave Perry credibility in the U.S. interactive entertainment 
industry.  

(In October 1993, David struck out on his own, forming Shiny Entertainment and 
beginning work on Shiny's first blockbuster title, “Earthworm Jim,” which later spawned 
a Marvel comic book and a syndicated cartoon series on TV.  In 1996, Shiny entered the 
PC market and produced the highly successful “MDK” for Interplay, which subsequently 
acquired Shiny.)

Also in 1992, Alper bought Las Vegas-based Westwood Studios, makers of “The 
Legend of Kyrandia” adventure game.  While with Virgin, Westwood Studios would 
become best known for its “Command & Conquer” franchise, one of the most successful 
PC game lines. It was also licensed to develop games based on the “Blade Runner” and 
“Dune” movies.

In 1993, Virgin Games became Virgin Interactive Entertainment Ltd. (VIE).  For 
the next decade, VIE itself would ride the mergers & acquisitions merry-go-round.

In the fall of 1994, Branson sold VIE to TV and film producer Spelling 
Entertainment Group Inc., a subsidiary of the Blockbuster video rental chain.   That year, 
Blockbuster invested $1.25 billion in cable-colossus Viacom, the conglomerate formed in 
1971 when FCC rules forced CBS to spin off some of its cable TV and program-
syndication operations.  After Blockbuster’s 1994 investment, Viacom then bought 
Blockbuster for $8.4 billion.  As a result, Spelling owned about 90 percent of VIE and 
Viacom owned the remainder.  However, the picture was further complicated by the fact 
that Viacom owned about 75 percent of Spelling

“At that time, Viacom had its own games business called Viacom Games, but it 
had no appetite for the games category,” Alper said.  “They pretty much left us in the 
backwater.”  

In 1995, Viacom announced that it wanted to acquire Spelling's interest in VIE, 
which it called its “preeminent multimedia software unit.”  Said Frank J. Biondi, Viacom 
president and CEO: "We are retaining our interest in Virgin Interactive Entertainment 
because of the importance of the new and burgeoning multimedia market and its position 
as a core asset in our overall strategic vision for that market."

“What he really meant was that they wanted to sell Virgin,” Alper said.  
“Eventually, they broke us up into pieces.”

In September 1998, Electronic Arts bought Westwood and “certain other studio 
assets” of VIE from the Spelling Group for $122.5 million in cash.

In February 1999, Interplay acquired 43.9 percent ownership of VIE.
In October 1999, French publisher Titus Interactive announced that it had 

acquired a 50.1 percent share of VIE.  In January 2000, Titus completed its acquisition of 
Virgin Interactive, which became a Titus distribution subsidiary.

On July 1, 2003, Titus Interactive rebranded VIE as Avalon Interactive, putting 
the long-standing Virgin Interactive name, once one of the industry's biggest publishers, 
to rest at last after years of difficulties.

But by then, Martin Alper was long gone.  At the end of 1999, he decided that he 
had had enough.

“I was the only person left from the original Virgin Interactive group, and it was 
no longer fun.  My appetite for the games business was no longer there.  I like being an 
entrepreneur.”
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He resigned his position as Chairman of Virgin Interactive, to become chairman 
of the board of Pixelpushers, Inc., an online media company based in Newport Beach.  

Martin Alper founded Virgin Interactive in 1986 and under his leadership grew 
the company to annual revenues of $250 million. The company was a pioneer in many 
areas of the interactive world from computer and videogames to the early development 
phases of online multiplayer games. In addition to its Irvine Headquarters, Virgin 
Interactive established offices in London, Paris, Madrid, Hamburg, Tokyo, and 
Singapore.

VIE left a mighty legacy.  Adventure game series published under VIE included: 
the “Broken Sword” series (“Broken Sword: The Shadows of the Templars,” “Broken 
Sword: The Smoking Mirror”), “The Legend of Kyrandia” series (“Fables & Fiends,” 
“The Hand of Fate,” “Malcolm's Revenge”), and the “Stauf” series (“The 7th Guest” and 
“The 11th Hour: The Sequel to The 7th Guest”).  

Together, Interplay under Fargo and Virgin under Alper laid the foundation in the 
‘80s and ‘90s for the nascent games industry in Orange County.  Fargo gave local game 
business leaders Blizzard’s Allen Adham and Quicksilver’s Bill Fisher their starts.  
Martin Alper brought Shiny’s Dave Perry and the Collective’s Doug Hare over from the 
U.K.  They literally created the OC games scene.

In March 1997, OC Weekly's Wyn Hilty reported on the annual paintball match 
between Interplay and Virgin. “The two Irvine computer-gaming companies have been 
duking it out for three years now at S.C. Village, an elaborate paintball-gaming facility 
surrounded by cow pastures in the wilds of Corona,” wrote Hilty.  “The past year has 
seen an intense shakeout in the industry, with layoffs and deceased companies littering 
the field, but the folks at Virgin and Interplay haven't forgotten how to have fun.”  Hilty 
describe the scene: “Virgin president Martin Alper—a bearded Brit—strode down the dirt 
road toward the playing field while Brian Fargo—Interplay's dark-haired, enthusiastic 
CEO—bounded about, rallying his troops.”

9.  BLIZZARD
Blizzard Entertainment corporate business headquarters occupies a spacious, 

modern two-story office building nestled among R&D and light manufacturing facilities 
in the 185-acre University Research Park adjacent to the UCI campus. Outside in the 
bright California sunshine, the company presents the world with a sober, anonymous 
rustbrick façade.  Inside, they follow a basic all-Hallowe’en-all-the-time-motif.

Crossing the Blizzard threshold takes a visitor into a surreal realm in which retail 
artifacts from Blizzard’s “Warcraft” and “Diablo” games seem to have exploded out into 
plain ol’ workaday hallways and offices. Cabinets full of Blizzard merchandise crowd the 
rooms, banners cover the walls and plastic swords and shields and full-size Orc monsters 
fill the spaces like some weird Tolkien section at a corporate ToysRus for adults.  Only 
this one has, in addition to videogames-making facilities, full film-production and sound-
recording studios, as well.

Blizzard was founded in February 1991 under the name Silicon & Synapse by 
chairman Allen Adham, president Michael Morhaime and vice president Frank Pearce.  
Classic Silicon & Synapse titles include “The Lost Vikings,” “Lord of the Rings,” “Battle 
Chess,” “Blackthorne” and “The Return of Superman.” 
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What started with three UCLA grads grew (200+ employees today) into a 
powerhouse developer producing games such as “Warcraft,” “Diablo” and “StarCraft” 
that have become household names to an international audience.  “Diablo II” sold more 
than three million units, and a copy of “StarCraft” was even taken aboard the U.S. Space 
Shuttle Discovery in May 1999 during the first docking mission for the International 
Space Station. 

“Blizzard is the premier PC gaming brand in the world because we focus on 
making the best games in the world,” said Paul Sams, Blizzard’s senior VP of business 
operations.  Sams is responsible for the overall management of Blizzard business 
operations, including public relations, marketing, administration, operations, and finance.  
He directs corporate strategy, maximizing licensing opportunities for Blizzard properties, 
including “Warcraft,” “Diablo,” and “StarCraft.” Additionally, he is responsible for 
managing the growth of Battle.net, the company’s online gaming network. Since its 
January 1997 launch, Battle.net has grown to be the largest online gaming service in the 
world, with over11 million active users.

 “We attribute our success to making great games,” he explained.  “Our games are 
going to be the best in the world when we release them—bug free, polished, fun and 
replayable.  And our leadership will fall on their swords (and not the plastic ones, either) 
before we’ll release a game that doesn’t live up to those standards.”

The design teams that make all the lucrative Blizzard magic occupy the second-
floor of the Blizzard building.  A relentlessly male environment, both restrooms have 
“Men” signs on the door.

Rob Pardo likes to defy gamer stereotypes.  Blizzard’s senior game designer is a 
self-described “geek/jock” who not only designs and plays videogames, but plays 
competitive ice hockey as well.  

“It’s not all about geeks playing games every night,” he said.  “We’re 30ish now 
and have families, and we do other things.”

 Pardo leads the development teams for Blizzard’s “Warcraft” games—
“Warcraft® III: Reign of Chaos,” which was released last summer, and the upcoming 
“World of Warcraft,” a Massively Multiplayer Online Role Playing Game set in the 
familiar lands of Azeroth. The game is currently in development.

At Blizzard, games development is a collaborative, team-based process. Team 
One, which works on “Warcraft III,” consists of 30-35 people.  Team Two, which works 
on “World of Warcraft,” consists of 60 people—“Lots of content creators,” said Pardo.

“My job is the generation of ideas, pitching some ideas, pulling other ideas out of 
the team and into the game,” he explained. “We take something that we think will work 
and iterate on it, polish it.  If in the end, it doesn’t work the way we like, we throw it out 
and redesign.  This is a creative process that works not by meetings, but by 
conversations.”

My Blizzard tour concludes with a walk through a subdued, acre-sized “quality 
assurance” room, where scores of hourly-wage (between $8-10) testers stare into screens 
playing games, looking for bugs in the software.  The pay might not be great, but if you 
can afford to live in Orange County and work at Blizzard, that would have to be one of 
the great all-time entry-level jobs.
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9.1  Adham Starts With Fargo, Too
The Blizzard ethic (or esthetic) extends back to Allen Adham’s days as an OC 

high schooler in the late ‘70s and early ‘80s.  Adham played computer games on the old 
Apple II microcomputers and did some work for his friend Brian Fargo at a tiny gaming 
company called Boone Corporation.  Fargo would invite Adham into Boone on occasion 
to play/test games in development.  After Boone closed, Fargo and a few of the Boone 
programmers started Interplay. Adham graduated from high school and went to UCLA to 
study computer science.  He spent his summers coding games for Interplay, Datasoft and 
The Software Toolworks.  Among the games he worked on were “The Demon's Forge,” 
“Mindshadow,” “Battle Chess,” “Global Commander” and “Gunslinger.” 

After graduation from UCLA, the success of “Gunslinger” and “Demon's Forge” 
encouraged Adham to create his own game company, which he named Silicon & 
Synapse.  In its pre-“Warcraft” days, the company served as a third-party developer 
creating entertainment software for a variety of platforms, including DOS, Macintosh, 
Sega Genesis and Super Nintendo (SNES).  Some of the company's best-known titles 
include “Rock 'n Roll Racing,” “The Lost Vikings,” “Blackthorne,” and “The Death and 
Return of Superman.”

The now classic SNES “Rock 'n Roll Racing” and “The Lost Vikings,” published 
by Interplay, became hits and attracted much praise from the gaming community, and 
provided the impetus that S&S required to make the leap to the big time—“Warcraft.”  

But before that would happen, the Silicon & Synapse brain trust felt that success 
meant a name change was in order (“no one knew what a synapse was anyway”), so in 
1993 the company became…Chaos Studios.  A year later they got it right when they 
changed name to Blizzard Entertainment.

The crucial moment in Blizzard’s path to success was just around the corner with 
the development and release of “Warcraft” for the PC, which received critical acclaim 
and took the relatively young real-time strategy (RTS) genre to a new level.

The original “Warcraft: Orcs and Humans” was touted as one of the best strategy 
games of 1994.  The game's epic sequel, “Warcraft II: Tides of Darkness,” won many 
accolades including Game of the Year and Best Multiplayer Game.

Adham would follow up with the action role-playing game (RPG) “Diablo,” and 
the incredibly popular “StarCraft.”  These franchises helped redefine strategy and fantasy 
computer games. Even though many developers have tried to knock Blizzard from the 
throne, the company has always come out in the end as king. Without Adham's presence, 
it's possible that strategy/RTS games would look quite different today. 

In 1994, the year that Chaos Studios became Blizzard Entertainment, the 
company was bought by Torrance, Calif.-based Davidson & Associates, Inc., a maker of 
educational software.  Founded by Jan Davidson in the 1980s, the company marketed the 
“Math Blaster” learning series, designed to teach math fundamentals.  More successful 
with its test preparation software (e.g., the SAT and later ACT) than its games, the 
company was bought out by Knowledge Adventure in 1995.  Knowledge Adventure was 
a subsidiary of CUC International, a huge consumer services company based on 
Stamford, Conn.

In 1996, San Mateo-based game maker Condor became a part of Blizzard.  
Founded in September 1993 by future Blizzard partners David Brevik, Max Schaefer and 
Erich Schaefer, Condor had enjoyed early success with their first project—“Justice 
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League Task Force” for the Sega Genesis.  Silicon & Synapse was developing the SNES 
version of the game, and in the spring of 1994, Brevik met with Adham at the Consumer 
Electronics Show (CES) in Chicago.  Until that time, the two companies had not spoken 
at all regarding the development of the same game.

By 1996, Condor was looking to leave the risky console market.  Their courtship 
with Blizzard began when Condor management, after being turned down by multiple 
companies at the CES, pitched the idea for “Diablo” to Blizzard.  Blizzard liked it and 
wanted to publish the game.  In February, Blizzard acquired Condor and renamed it 
Blizzard North.  Traditionally, Blizzard “South” has developed the "craft"-series 
(“Warcraft,” “StarCraft” and “World of Warcraft”) games, while Blizzard North has 
continued to focus on the “Diablo” world. 

The original “Diablo,” released in January 1997, debuted at number one in the 
United States and was named Game of the Year.

“StarCraft,” released in March 1998, was the company's third Number-One 
selling game and was named the best-selling game of 1998 by PC Data. The game's 
expansion set, “StarCraft: Brood War,” was widely acclaimed and was named best 
expansion of 1998. 

In 2001, Blizzard released “Diablo® II: Lord of Destruction,” the expansion set 
for 2000's bestseller “Diablo II.”  Selling over a million copies in its first month of 
release, “Lord of Destruction” was called “the definitive add-on” by the trade press and 
was one of the biggest sellers of 2001.

The recent announcement of “StarCraft: Ghost” further expands the “StarCraft” 
storyline, and takes Blizzard back to its console roots. The game offers an in-depth 
perspective on familiar planets and former battlefields from the legendary universe. Also, 
as the story unravels, players find themselves traversing uncharted terrain and battling 
adversaries never before seen by followers of the series. Currently under development for 
the Xbox, GameCube and Playstation 2, “StarCraft: Ghost” is slated for release later in 
2003.

“Our early projects were all conversions, which allowed our programmers to 
become familiar with game coding techniques and our artists to ease into game artwork,” 
Adham told IGN's Tal Blevins in a Feb. 2001 interview.  Early projects included: 
Commodore 64 “Battle Chess,” Windows “Battle Chess,” Amiga “Battle Chess II,” 
Amiga “Lord of the Rings,” and Windows “Shanghai.” 

“Our first originals were ‘The Lost Vikings’ and ‘Rock & Roll Racing’ for the 
Nintendo, and those two titles together garnered us a Developer of the Year award and 
that combination of critical acclaim and sales success is what really put us on the map as 
a game developer. The rest is history.”

“We are a game company, staffed only by gamers, and managed at all levels by 
gamers,” Adham declared. “We make all of our strategic decisions through the eyes of 
gamers. Our first goal is not to ‘make money,’ but rather to ‘make great games.’  Of 
course, it is a happy side effect that great games, regardless of release dates, have long 
shelf lives and make lots of money. So if you truly put the game first, then decisions like 
holding a product an extra couple of months, even if it means missing Christmas and 
incurring the wraith of eager consumers, become fairly clear.  Over the long run, we have 
NEVER regretted a decision that put the quality of the game first.”
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9.2  Battle Over Battle.Net
In 2002, Blizzard found itself at the center of a worldwide controversy over a free 

software project, called “bnetd,” that emulates Blizzard's popular Battle.net gaming 
service.  The central complaint from many critics is that it is “erratic, buggy, and riddled 
with players who cheat.”  St. Louis-based ISP Internet Gateway created the bnetd project, 
which ran private servers for Blizzard’s multiplayer games.  Company founder Tim Jung 
said they set up bnetd because: 

“Battle.net is often slow and/or down due to maintenance or a server crash, the 
staggering numbers of players on battle.net make it difficult to locate friends or other 
players willing to play the games as intended without cheats, the use of the battle.net chat 
rooms brings attention to your computer similar to using an IRC client with the end result 
being users with poor game etiquette attacking those of us who were simply looking for 
an enjoyable gaming experience, it became increasingly frustrating to us as gamers to 
have opponents disconnect in the middle of a game because they were losing, and, 
finally, being unable to play over the internet on battle.net if you were behind a firewall 
or using NAT (Network Address Translation) on your network.”

On February 19, 2002, Vivendi Universal Games/Blizzard Entertainment 
demanded the shutdown of bnetd.org, claiming their software violates the Digital 
Millennium Copyright Act (DMCA) by bypassing “anti-circumvention technology.”  
Blizzard demanded that the open-source project be shut down under the contention that it 
provided software that emulates the server portion of some networked games. This allows 
people who legitimately purchased Blizzard software to create private game networks 
with their friends.  Unfortunately, because the open-source server does not (and cannot) 
contain Blizzard's proprietary ID check, it also permits people with pirated copies to use 
the server.

On April 8, 2002, Vivendi Universal sued Internet Gateway, claiming online 
gaming software distributed by the company infringes on copyrights for Vivendi games. 
The suit claimed that Internet Gateway and Jung violated copyrights held by Blizzard. 
The suit made no mention of the DMCA, instead relying on the 57-year-old Lanham Act, 
one of the bulwarks of U.S. copyright law.  The suit alleged that the bnetd name infringes 
on the Battle.net trademark and accused bnetd creators of illegally copying portions of 
the code for Blizzard software to create the tool. The suit also alleged that by providing a 
means of online play that does not verify the player is using a legitimate copy of the 
game, bnetd is encouraging piracy. The suit sought an injunction against Internet 
Gateway to prevent distribution of bnetd and unspecified monetary damages. 

Jung responded: “A group of volunteers decided to write a server for Blizzard 
games because the Blizzard servers were undependable and we wanted increased 
functionality.  Vivendi claims that the server violates the law because it does not 
implement checking the game's CD-KEY, designed to prevent the use of illegal copies of
their games. We asked them to give us the information we needed to do the checking, but 
they refused.”

In an interview with C|Net, Fred Von Lohmann, senior staff attorney for the 
Electronic Frontier Foundation, which represented Internet Gateway, said: "The bnetd 
creators had no special access to Blizzard code. Instead, they simply monitored data 
activity while using the Battle.net service to gain a rough idea of how online play worked 
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for the games. Von Lohmann called the piracy charge a spurious argument, similar to the 
tactics record companies have used against music-swapping service Napster. 

“If you've got a problem with pirates, go find some pirates and sue them,” he said. 
“Instead, the copyright holders are going after innocent tool makers.”

The gaming community’s response to Blizzard’s action was vociferous. A website 
called www.boycottblizzard.org  was launched.  Online posted criticisms were blistering: 

“Hello, I’m Crito and I live in Poland. I'm outraged with the Blizzard's behavior. 
It reminds me the communist times in my country. Therefore, I'm urging all of you to 
BOYCOTT this company; to BOYCOTT its 'parent', Vivendi, too. To spread the idea of 
BOYCOTT on the net.”

Anonymous—“Well fuck you, Blizzard; I've actually enjoyed playing Diablo 2 
greatly, despite the repeated server and duping problems, but I can't support a group of 
assholes who employ gestapo tactics over baseless accusations.”

Another anonymous—“Yeah, lets spamm those corporate bli$$ard bastards....”
Aaron Potts, a self-described “Webmaster, Gamemaster, and part-time 

comparative religion scholar,” escalated the dispute into a geo-political polemic.
“The second issue is that of Vivendi Universal's ownership of Blizzard. Vivendi 

Universal's water division has acquired by force and by legal maneuvering hundreds of 
water concessions around the world, many of them in third world countries. In several 
instances, Vivendi has been criticized for cutting off supplies of water to poor villages in 
order to send the water to tourist destinations and local American military bases. On a 
more domestic front, Vivendi Water has used campaign donations, backroom 
maneuverings, and in several instances outright bribery to take over public water utilities 
in America, and in very nearly every instance has caused water utility prices to rise as 
they siphon water off to sell as ‘premium’ bottled water at vastly increased rates. One 
may ask, ‘What does that have to do with Blizzard?’ Every dollar spent in support of 
Vivendi Entertainment is just one more reason for Vivendi Universal to hold that 
investment.”

(NOTE: According to online reports, Vivendi Universal divested the majority of 
their ownership of Vivendi Environment [of which Vivendi Water is a section] in 2002, 
and owns about 20 percent now.)

Writing in InfoWorld on March 08, 2002, columnist Russell C. Pavlicek argued 
the case against Blizzard:

“The problem here is one of precedent. If you thought you were free to use legally 
obtained software any way you wanted, think again. Under the guise of protecting its 
intellectual property, Blizzard has also demonstrated that it is possible to force its 
customers to use its software with its services alone. And don't think for a minute that the 
rest of the software industry hasn't noticed. Up until now, producers of a product could 
void a warranty if you did not use the product according to the manufacturer's 
instructions. But now, the producers of a product can actually demand that you use the 
product in a certain way. Attempting to use the product in a different way could not only 
void the warranty, it could make you subject to prosecution. It's amazing how the right to 
protect intellectual property has managed to erode the rights of consumers.”

Counter-posts were just as vociferous: 
Anonymous—“ The material belongs to Blizzard and they can do whatever the 

hell they please.”

HTTP://WWW.BOYCOTTBLIZZARD.ORG/
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In his 6/19/2003 Weblog posting, Kieran Healy provided some insight into the 
brouhaha: “Blizzard and Vivendi would most likely have been willing to let bnetd sail 
under their radar had it not been for the fact that a splinter group made a variant that 
would allow the online play of the beta of ‘Warcraft III’ - a splinter formed because the 
core bnetd devs chose not to add that functionality for that reason.”

bnetd is not the only group that ran afoul of Blizzard and Vivendi. FreeCraft, an 
open-source real-time strategy (RTS) game which allows players to use the data files 
from games such as “Warcraft II,” uses a free cross-platform real-time strategy gaming 
engine. It is possible to play against human opponents over a local network or the 
Internet, or against a computer. The engine can be used to build RTS games, though only 
“Warcraft II” was supported.  It successfully ran under Linux, BSD, BeOS, MacOS/X, 
MacOS/Darwin and MS Windows.  But, as of June 20, 2003, FreeCraft was shut down. 
The development team received a cease and desist order from Vivendi/Blizzard lawyers 
asserting that the name “FreeCraft” caused possible confusion with the names “StarCraft” 
and “Warcraft,” and also some of the ideas within the engine were too similar to 
“WarCraft II.”  There will be no more updates to this game, and it is no longer available 
for download.

Again, the gaming community looked upon the action with a mix of disfavor and 
resignation.  Project Inferno: “Way to go, Blizzard, now the only competitors to worry 
about are the ones who can afford lawyers and actually hold competing market share. Of 
course, not using a *Craft for a game project might have kept it under the radar a while 
longer. Unfortunately, maybe the concept of FreeCraft as a project was doomed from the 
start, when it tried to clone every aspect of the game ‘Warcraft II.’”
9.3  Blizzard Biz

In 1996, Davidson sold Blizzard to CUC International, a huge consumer services 
company based in Stamford, Conn.  Blizzard became part of CUC International's 
software division, the number one publisher of entertainment software with 18.3 percent 
of the market in dollars and 16.7 percent of the market in units for January through 
September 1997, according to PC Data.  With the combined sales of other CUC-owned 
software companies, including Davidson & Associates, Blizzard Entertainment, Gryphon 
Software, and Knowledge Adventure, CUC was the leading publisher of consumer 
software in North America.

In December, 1997, Cendant Corporation, New York, N.Y., was created from the 
merger of CUC International with HFS Inc., Parsippany, N.J., a leading franchiser of 
hotels, residential real estate and car rental operations with such brands as Days Inn, 
Resort Condominiums International, Ramada, Coldwell Banker and Century 21.  
Blizzard became part of Cendant Software, one of the largest PC consumer software 
groups in the world and a world leader in electronic publishing.  Cendant Software 
consolidated the sales, manufacturing, finance, accounting and management of Cendant 
Corporation's software divisions, including Sierra, Knowledge Adventure, Davidson & 
Associates, Inc. and Blizzard Entertainment. Cendant developed and distributed CD-
ROM and DVD-ROM-based products under the brand names Adibou, Blizzard, 
Knowledge Adventure and Sierra.  

In 1998, along came Vivendi, the French communications, building and water 
giant which started out as a water utility but is now a $50-billion-a-year media 
conglomerate.  Havas, S.A., Vivendi’s multimedia and publishing arm, agreed to spend 
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$800 million to purchase Cendant Software, which it considered the world leader in 
interactive games.  The move was aimed at turning Havas from a French publishing 
house into a world leader in electronic publishing and strengthening its U.S. operations, 
since the U.S. market accounted for 80 percent of Cendant's $600 million in net sales in 
1998.  Havas completed its acquisition of Cendant in 1999, naming the subsidiary Havas 
Interactive and setting up operations in the U.S. and Europe.

In 2000, Vivendi purchased Seagram and its Universal movie and music 
businesses. Vivendi, Seagram and French cable TV producer Canal Plus formed Vivendi 
Universal.  In June 2000, Havas Interactive purchased Universal Interactive Studios.

On Dec 18, 2000, Vivendi renamed its Havas media subsidiary Vivendi Universal 
Publishing, and its games division Vivendi Universal Games (VU Games). VU Games, 
headquartered in New York, is a leading global publisher of multi-platform interactive 
entertainment.  Along with Blizzard, the company's portfolio of North American-based 
studios includes Black Label Games, Fox Interactive, Knowledge Adventure, Sierra 
Entertainment and Universal Interactive.  These companies develop and publish some of 
the industry's best-selling PC, console and online-based games. In addition, through its 
Partner Publishing Group, VU Games also co-publishes and/or distributes interactive 
products for a number of strategic partners, including Interplay, Crave Entertainment, 
Mythic Entertainment and Simon & Schuster, among others. 

In July 2003, best-selling franchise series from Vivendi Universal Games 
included:

“Crash Bandicoot”: 30 million units sold. 
“Diablo”: 13 million units sold. 
“JumpStart”: 13 million units sold. 
“Spyro The Dragon”: 12 million units sold. 
“Barbie”: 11 million units sold. 
“Warcraft”: 9 million units sold. 
But despite the success of the games unit, things had not been going well for 

Blizzard’s parent company.
In March 2002, Vivendi announced it would take a $15.95 billion non-cash write-

down for the first quarter.   By the end of the year, things had gotten even worse.  
Vivendi CEO Jean-Marie Messier had sought to transform a sleepy French utility into a
modern media titan, straddling the Internet, television, music and publishing industries. 
But the plan faltered, with the company posting losses totaling $26 billion in 2002.  Jean-
Rene Fourtou replaced Messier as Vivendi CEO.

In early 2003, Vivendi announced a planned sale in which it sought some $14 
billion for its entertainment subsidiary.  It attracted several suitors, but most bidders 
dropped out, considering the price too high.  In the end, General Electric was left 
competing for the unit with a consortium led by Vivendi Vice Chairman Edgar Bronfman 
Jr. 

On July 1, 2003, the co-founders of Blizzard North, the unit responsible for 
creating the monumentally successful “Diablo” franchise, resigned in a surprise move.  
Erich Schaefer, Max Schaefer and David Brevik, along with Blizzard vice president Bill 
Roper, are expected to start a new videogame company.

Reported CNN/Money: “Blizzard is the crown jewel in Vivendi's gaming empire. 
But analysts say it may not be worth as much today as it was last week”. 
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Said P.J. McNealy, an analyst with American Technology Research: “You lose 
them, you lose ‘Diablo,’ which is one of the cornerstones of the business.” 

The “Diablo” franchise is one of the best selling in the gaming industry's history, 
with some 13 million units estimated sold. 

On Sept. 2, 2003, Vivendi Universal and General Electric announced that they 
had agreed to hold exclusive negotiations for a merger of their Vivendi Universal 
Entertainment and NBC subsidiaries. 

General Electric would pay about $3.8 billion in cash and take on some $1.6 
billion in debt in exchange for an 80 percent stake in the new company, which would be 
valued at about $40 billion. Vivendi Universal would own the remaining 20 percent of 
the new company, a stake worth more than $8 billion.  The deal would create one of the 
world's largest vertical media conglomerates, with combined 2003 revenues of $13 
billion, according to the companies.

On September 3, 2003, Vivendi announced that it has decided not to sell its 
gaming assets, which includes Blizzard Entertainment. After many months of speculation 
(rumor had it that both Microsoft and Electronic Arts were both interested in purchasing 
it), the company announced it would instead split its music and games business into two. 
Fourtou also said that Vivendi has decided not to sell its video games and music 
businesses, which had previously been earmarked for disposal, for the time being.  
However, Vivendi is considering splitting its activities into two separate companies: one 
including the telecoms assets, and one including the remaining entertainment assets. A 
decision on the potential split will be taken within the next few months, Fourtou said.

On October 8, 2003, French media and communications group Vivendi Universal 
and U.S. conglomerate General Electric said they had agreed to merge their U.S. 
entertainment assets, marking the beginnings of a huge new U.S. media group. 

The new company, which will combine GE's NBC broadcasting unit and 
Vivendi's 86-percent subsidiary Vivendi Universal Entertainment, would be called NBC 
Universal and would be owned 80 percent by the U.S. group and 20 percent by VUE's 
shareholders. 

“The merger will create one of the world's most profitable and fastest-growing 
media companies, with an estimated value of $43 billion," GE and Vivendi said in a joint 
statement. 

Under terms of the agreement, debt-laden Vivendi Universal would receive $3.3 
billion dollars in cash for contributing Vivendi Universal Entertainment to the merged 
group. 

As part of the deal, the new company would also assume about $1.7 billion in 
debt. 

NBC Universal would have assets ranging from the NBC U.S. television network 
to the Universal film studios, as well as cable networks and theme parks. 

Although the deal does not mark Vivendi's full exit from the vast U.S. media 
market, it puts an end to the French company's ambitions to directly rival Time Warner, 
the biggest media conglomerate in the world. 

The new company was calculated to have expected revenues of $13 billion this 
year if it had already existed and core earnings of nearly $3 billion. 

The merger was also expected to generate cost savings and revenue growth of 
$400-$500 million. 
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 GE and Vivendi said in the statement they expect the deal, which has to be 
approved by antitrust authorities, to be completed in the first half of 2004.
9.4  Lovin’/Hatin’ Blizzard

Any successful operation the size of Blizzard is going to have both proponents 
and detractors.  To give both sides a hearing, I visited the Urban Dictionary for some 
extremely personal definitions of “Blizzard.”

Source: Latin_Heart - 8/2/03 07:27:35 PM—
A company that makes videogames to get rich.  AKA: The Devil
1.-Blizzard makes a game. 
2.-Nerds buy the game. 
3.-Blizzard gets richer.
Source: unknown - 3/9/03 07:35:57 PM—
1) A pathetic videogame company. Credentials include shit games such as 

“Starcrap,” “Warcraft 3” and the “Diablo” series. 
2) Gay company that created one of the gayest games ever made in “Starcraft.” 

They are taking money to the bank because mindless sheep love to spend their time in 
their parents' basements planning how one millisecond of delay might cost them 1 
mineral.

Holy, look at that pile of shit “Starcrap” that Blizzard created.
Source: cool - 6/10/03 06:11:26 PM—
Supporter of the nerds of America.
If it weren't for Blizzard, what would nerdy kids sit around at home doing in their 

rooms all day on the computer besides gay porn?
Source: Urban Dick - 8/30/03 03:45:21 PM—
producer of incomplete computer games and crappy console games 
another blizzard game? i guess i will buy that too, become addicted then lose 

interest until another blizzard game comes around
Source: Wasted-Blodmage - 8/25/03 02:44:20 PM—
n. A game company which creates the most addictive award-winning games. 
Has created “Starcraft” and “Warcraft” universes, and the ever-popular Diablo 

game.
Hey, look, that game was made by Blizzard. 
Source: Boochies - 8/27/03 03:29:05 AM—
A bonko game company (thanks for “Warcraft” guys!) 
Aw man, there's a blizzard outside - better play some “Warcraft” (oh hey, that's 

my Blizzard - que ironico).

10.  SHINY
Newport Beach-based Shiny Entertainment, a division of Atari, Inc., is a leading 

interactive video game developer and the creator of numerous titles for PC and video 
game consoles.  New York-based Atari, Inc. (Nasdaq: ATAR) develops interactive games 
for all platforms and is one of the largest third-party publishers of interactive 
entertainment software in the U.S.  The company's 1,000-plus titles include hard-core 
games such as “Driver,” “Enter the Matrix,” “Neverwinter Nights,” “Stuntman,” “Test 
Drive,” “Unreal Tournament 2003,” and “Unreal Championship,” and mass-market and 
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children's games such as “Backyard Sports,” Nickelodeon's “Blue's Clues” and “Dora the 
Explorer,” “Civilization,” “Dragon Ball Z” and “RollerCoaster Tycoon.”

David Perry founded Shiny in 1993.  Perry launched his career at just 15 years of 
age when he started writing computer game programming books in his native Northern 
Ireland. At age 17, Perry moved to London, where he developed professional games for 
key publishers such as Mikro-Gen, Elite Systems, Probe Software, US-Gold, Mirrorsoft 
and Virgin Games. After developing hit videogames such as “The Teenage Mutant Ninja 
Turtles” and “The Terminator” for Orion Pictures, he moved to the United States to join 
Martin Alper at Virgin Games in 1991.  While with Virgin, Perry led the development 
teams for several award-winning games, including Disney's “Aladdin,” 7-Up's “Cool 
Spot” and McDonald's “Global Gladiators,” which won a slew of industry awards and 
gave Perry credibility in the U.S. interactive entertainment industry.

In October 1993, Perry struck out on his own to form Shiny.  Perry signed a 
worldwide publishing deal with Playmates Interactive Entertainment and began work on 
Shiny's first blockbuster title, “Earthworm Jim.”  The “Earthworm Jim” series of games 
racked up millions of unit sales worldwide across the Sega Genesis, Super Nintendo and 
PC platforms, and spawned successful sequels and several lucrative licensing deals.  With 
action figures, comic books and a syndicated television cartoon series on the Universal 
Cartoon Studios/Warner Kids Network, “Earthworm Jim” became one of the best-known 
videogame characters of all time.

In 1996, Shiny entered the PC market and produced the highly successful “MDK” 
for Interplay, which subsequently acquired Shiny. Games that followed included “Wild9” 
(1998), “R/C Stunt Copter” (1999), “Messiah” (2000) and “Sacrifice” (2000), which 
collected more than 40 awards for Best Strategy Game.

On May 2, 2002, Interplay sold Shiny to French-American videogame publisher 
Infogrames for $47 million.  Infogrames is the largest interactive games publisher in 
Europe. The Shiny studio will continue to hold the “Matrix” franchise and the deal 
includes the license to produce three games based on the “Matrix” movies.

 On May 7, 2003, Infogrames changed its name to Atari in an effort to increase its 
profile with consumers by reaching back into gaming history.  To mark the new Atari and 
the new ticker symbol "ATAR," CEO Bruno Bonnell opened Nasdaq trading.  

“What we have decided to do, following a very precise strategy, effectively is to 
adopt this brand Atari,” Bonnell said. “Clearly we feel like it is the symbol of the global 
company that we became during the last two years.”  Bonnell said the parent company 
trading on the French bourse will continue to be known as Infogrames Entertainment. 

The Atari name is the most storied in videogaming, dating back to the early 1970s 
when Nolan Bushnell and a team of engineers at Atari created "Pong," the arcade video 
game that was so popular machines sometimes jammed because they were overflowing 
with quarters.  Over the years, Atari went through many incarnations, and at one point 
operated as a subsidiary of what was then called Warner Communications and is now 
known as AOL Time Warner.  Atari ceased to be a standalone company in 1996, when it 
was acquired by JTS.  In early 1998, JTS sold the Atari rights and assets to toymaker 
Hasbro. 

Infogrames, founded in France in 1983, acquired the rights to the Atari brand in 
early 2001 when it bought Hasbro Interactive.  In October 2001 the company relaunched 
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the brand and began using it as a games publishing label.  Though its origins are French, 
Bonnell said 65 percent of the company's business is done in the United States. 

 In 2002, the company cut 60 percent of its French work force.  Bonnell said he is 
dividing his time evenly between the two sides of the Atlantic. 

Infogrames/Atari shares have risen more than 130 percent on the Nasdaq since 
April 18, 2003, when the company said it had completed work on “Enter the Matrix.”
10.1  Perry Talks

Perry has been riding high with the success of “Enter the Matrix.”  He just moved 
into new digs in Newport Beach when he agreed to talk about the videogame business in 
Orange County and Shiny’s place in the mix.

Q—Why does OC have so many games development studios?
P—The fact that there are quite a lot of video game people in Orange County was 

originally caused by a few companies, like the British-owned Virgin Games (Richard 
Branson's video game company), Interplay Productions (run by Brian Fargo in Irvine) 
and Blizzard Entertainment (based in Irvine, now owned by Vivendi Universal).
Companies like these were successful and grew very quickly.  They attracted key talent 
from around the world, and in just a few years of the early ‘90s, Orange County started to 
nurture quite a serious talent pool.  In those days it was easy to start your own video 
game company (it's extremely difficult and expensive today), and so many of these 
people would start their own little development studios.  (That's how I started Shiny.)  
That said, not a lot of them have survived, as the cost of making games is exploding.  It's 
rapidly becoming like making movies, and due the hit-driven nature of it all, there are 
many, many teams that end up falling by the wayside.  On the other hand, just like 
Hollywood, there are some very strong and successful studios also.  One trend I have 
noticed is that when these companies start in Orange County, they very very rarely ever 
leave.  They all love it here.

Q—How do you place Shiny and yourself in the context of the OC “Games 
Game,” the competition among games companies here?

P—Shiny is definitely one of the oldest video game development companies in 
Orange County.  In October this year, we will hit 10 years of making 
professional games.  Our first was “Earthworm Jim”, which won numerous industry 
awards and ended up with a TV show made by Universal Cartoon Studios, a Marvel 
Comics book and a toy line from the company that made “Teenage Mutant Ninja 
Turtles.”  The most recent game we shipped in May was “Enter The Matrix,” which 
contained about one hour of exclusive new “Matrix” movie footage, actually made by the 
directors and crew of the “Matrix” movies just for the enjoyment of gamers.  This had 
never been done before, and the game hit #1 in just about every country.  It's been a 
massive hit, and it shows how working closely with Hollywood in interesting new ways 
can be very lucrative.  The Wachowski Brothers (creators of the “Matrix Reloaded”) are 
real gamers and they had a unique vision of how Hollywood could team up with a game 
company.  They managed to break new ground and now after seeing their success, other 
key directors are starting to collaborate at this level also.  For me personally, after making 
games for over 20 years, I am always interested in ways to shake things up a bit and so 
for me the fun is not just playing games, it’s finding new ways to make games.  For 
example, there were only six  ways to license a movie from Hollywood, (from #1, just 
buying the name, to #6, buying rights to the movie name, the movie footage and all the 
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actors), and now the Wachowskis created #7 by making new footage just for the game.  
My question when I sit at my desk is, “What’s #8?”  When I work that out, then I have to 
make it happen.

Q—How significant is this blend of Hollywood and the games industry?  Is 
this the single most important trend for both entities?

P—The goal of most gamers is to be playing games that they can get completely 
immersed into.  Meaning, they look down at their watch and hours have somehow 
passed.  To make this happen (like it does in your very favorite movies or books) requires 
the quality of games to catch up with the quality of movies that you see.  As an industry, 
how do we do that?  Well, instead of using cheaper “B” talent for acting, we now look to 
use the A+++ talent that Hollywood uses.  Same for audio – why use a video game 
musician working from his house when you can have a score from an Academy Award-
winning composer?  Same for writers; the list goes on.  Our goal is quality.   In the past, 
our hands were tied. If you remember back to the “Space Invader” days, the machine that 
you played on was so visually primitive it would have been impossible to achieve this 
level of quality.  Today, we have PlayStation 2, Xbox and Gamecube.  None of these 
machines are really there yet, but they are close enough to tease everyone.  In 2005-2006, 
we expect to see the launch of Gamecube 2, Xbox 2 and PlayStation 3.  This will be what 
I consider the first time in the thirty years of videogames to really get the gloves off and 
push for true emotion from the game player.   Our Holy Grail is making you feel for 
game characters like you do for movie characters.  Meaning if someone you care about in 
a movie dies, you can find yourself weeping.  Games as an entertainment medium should 
have that power, and I think that will be a key point that helps introduce even more 
people to games.  Currently, 50 percent of Americans play video games, and we are 
hoping that some day that will be 95 percent.

Q—What is it like to have a #1 best seller in “Enter the Matrix”?  Does it 
make things easier or more complicated in accomplishing your goals?

P—Having a hit is fun, it opens a ton of doors.  We get to meet famous people all 
around the world and Shiny has rapidly developed a reputation in Hollywood. More 
importantly “Enter The Matrix” was released on time with the “The Matrix Reloaded” 
movie, which is uncommon, as games tend to take longer to develop than movies.  Heck, 
we even get to deduct the games we purchase from our taxes—what more could you ask 
for!

Q—Online reviews (Amazon, DailyGame.net, FragLand.net) of “Enter the 
Matrix” praise the game for excellent voice work and score/sound, high-quality 
movie clips, and graphics and character modeling but the criticisms of the gameplay 
have been scathing.  How do you respond?  

P—We also have our critics...  :)  Our industry is getting more and more like 
Hollywood when it comes to reviews.  Everyone has their own opinion, some you agree 
with, some you wonder if the reviewer has gone mad or if they even experienced the 
thing they have just reviewed.  One thing with "Enter the Matrix" is that it's not for hard-
core gamers, it's for the mass-market fans of the movie.  If you make a game just for the 
hard-core guys, you make the hard-core magazine reviewers happy, but you end up 
focusing on a very small market that is already very oversaturated.  We got a Teen rating 
and went for the widest worldwide market possible, after over three million copies sold 
and over a million rentals I still get stopped wherever I go by gamers saying how much 
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they enjoyed the game and how they finished it twice (with both key characters.)   Like in 
any movie, with games there are always things we would like to do better and quite 
frankly that's what keeps the job interesting as we find new and better ways to make 
games.  Hence, a clear increase in the number of sequels in both industries and so far, 
game sequels seem to be raising the bar quite nicely.

Q—Is it important for Shiny to be a subsidiary of a huge parent company 
like Atari/Infogrames?

P—As games get more complex, as teams grow in size and as budgets balloon, 
we are very happy to have the backing of one of the best names in video games.  Atari is 
respected worldwide and has incredible publishing power.  Meaning, when Shiny makes 
a major game like “Enter The Matrix,” Atari can have millions of copies sitting on store 
shelves all over the world just by clicking their fingers.  That's the kind of support we 
need, as our audience is our livelihood.  Atari also does a lot of television advertising, 
and that's a great way to reach out to the public, whereas the smaller publishers just can't 
afford to compete.  If you had the next big movie property, would you give it to a 
developer with a weak or untested publisher?  That's why companies like Atari are 
needed, as confidence is key.

Q—What can you say about the growth of Shiny?
P—Shiny started with nine employees in 1993.  (Recently) we moved to Newport 

Beach, and we now have around 50 staff.  We don't do any training on site, 
so these people are all hired guns.  In the next year, we expect our team to hit about 65, 
although there are hundreds of support people and contractors working on our games 
with us, and by keeping that structure, we hope to remain in our Newport Beach 
headquarters for some time before we need to move again.  As for our games, the last 
official press release that went out (Aug. 03) was when we passed the three million 
copies sold of “Enter The Matrix.” So already (at approximately $50 per game and 
completely ignoring that it's the #1 rental) this means that this team has triggered another 
$150 million of game sales on just one game (AND we still have Christmas and the 
release of another Matrix movie to look forward to.)  That's why Hollywood is paying 
attention.

Q—Is playing the "game of games making" more fun and fulfilling than 
actually playing computer/video/online games themselves?  

P—I think playing games is more fun than making them...  It's like playing pool 
on a pool table is more fun than sawing up wood to make the table.  I also love to see 
creativity.

Q—What is the impact of the games industry on the Orange County 
economy?

P—Our industry brings in a great deal of money in taxes, and so nurturing video 
game talent here is a very valuable resource for this state.  Currently, our industry 
employs about 100,000 people, and that continues to grow.  Finally, colleges and schools 
are starting to open classes for Video Game Design, 3D Character Animation, 3D World 
Building, etc.  These classes (though sometimes expensive) at least can give fresh talent a 
running start, and students can work together to build game demos to help get jobs.  I 
started a website to help these people, www.dperry.com.  Fresh talent and new ideas is 
what will keep our industry growing, and so I hope more and more education facilities 
will take time to research the potential.  (http://theesa.com/pressroom.html)

HTTP://WWW.DPERRY.COM/
HTTP://WWW.THEESA.COM/
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11.  COLLECTIVE
Richard Hare and older brother Doug originally conceived of “Wrath Unleashed” 

based on an ‘80s game called “Archon,” which itself derived from a “Star Wars” scene 
wherein Luke Skywalker and Chewbacca the Wookie play a chess-like board game that 
lets them battle one another through the use of small synthoid beings under their control.

“We wanted a combination action-strategy game,” explained Doug Hare.  
“‘Wrath’ is a different take on gameplay—a hybridization.  Strategy doesn’t typically 
work on console games, which are generally more action oriented.  But we wanted a 
three-D fighting game with war battles built in where winning or losing alters the balance 
of a grand campaign.  That makes every battle more intense.”

To make “Wrath” even more compelling, they introduced 30-plus spectacular 
mythological creatures, nine different terrain types representing the elements of earth, 
water, fire and ice, 15 multiplayer maps and more than a dozen single player maps, and 
huge beautifully rendered interactive floating arenas.  Real-time multiplayer battles allow 
competition with up to four players for total domination, or individuals can engage in 
head-to-head breakout matches.

In “Wrath Unleashed,” demi-heroines Helamis and Aenna compete for the 
attention of the hunky Epothos, the fiery Light Chaos demigod who bestows heat and 
light to the world (though Epothos seems less interested in hooking up with either of his 
lovely co-gods than in occupying the Throne of Gaia—the ultimate power center in this 
shattered realm).  A fourth demigod is Durlock, a Dark Order Master of Metals and 
Earth—read: bad guy.  These four characters constitute the game’s Overlords, and in the 
single-player campaign their goal is to seize the Throne. 

Since “Star Wars” inspired “Wrath,” The Collective approached LucasArts with 
the game in 2001.  Based in San Rafael, Calif., LucasArts, a Lucasfilm Ltd. company, is 
a leading developer and publisher of interactive entertainment software worldwide for 
video game console systems and PCs.

“We sent our pitch materials—design documentation, demo and video—to a total 
of eight publishers, but we thought all along that LucasArts was the best bet,” Doug Hare 
recalled.  “They have a long history of creating innovative, original games.” 

Developing Wrath took 18 months of work by a core team that consisted of 28 
persons: a producer, an audio engineer, eight programmers, six designers, six animators 
and six artists.  

“But it's hard to accurately measure the size of the team because people are on the 
project for different durations,” Richard Hare noted.  “We externalize some art/animation 
asset creation, and there’s a core tools and technology group that globally works on our 
game engine and tools for all projects.” 

“Wrath Unleashed” is expected to released by LucasArts in February 2004 for the 
Sony PlayStation®2 computer entertainment system and the Microsoft Xbox™ video 
game system.  

12.  PRESENT AT THE CREATION
Looking at its chaotic roots helps in comprehending the volatile nature of the 

videogame industry.  The videogame has a strange history and many "fathers."  In 1927, 
Philo Taylor Farnsworth, the American inventor of electronic television, gave us the 
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dissector tube and the cathode-ray tube (CRT), the specialized vacuum tube in which 
images are produced when an electron beam strikes a phosphorescent surface. Most 
desktop computer displays make use of CRTs.  

“Tennis for Two,” the world's first videogame, sprang from nuclear weapons 
research. Willy Higinbotham, a physics graduate from Cornell University, invented it in 
1958 at Brookhaven National Laboratory, a nuclear energy research facility located in 
rural Long Island, New York.  Higinbotham thought up the game, based on missile 
telemetry, as entertainment for local residents who expressed concern about the atomic 
energy research going on at the facility.

The “Magnavox Odyssey,” introduced in 1971 by inventor Ralph Baer, was the 
first home videogame to be sold commercially. 

“Pong” was the first videogame to open the floodgates and kick off the modern 
electronic entertainment industry.  An engineer named Nolan Bushnell, founder of Atari, 
invented “Pong” in 1971.   Bushnell was trying to build a business based on creating 
standalone coin-operated gaming devices.  Atari's first project was a simple computer-
tennis game with the two-paddles-and-a-ball interface. Bushnell wanted cheering crowd 
sound effects and more, but eventually had to settle for a pinging noise that was built into 
the available hardware.  It's that sound from which the game was named: Pong.  This 
single game concept of two paddles and a single white ball was a factor in the birth of 
gaming, the birth of home systems and the birth of the stand-up arcade, spawning a multi-
billion dollar industry.

13.  GAMING ON THE STREET
On December 30, 2001, 20-year-old OC gamer Phong Ly stepped out of the front 

door of the PC Café in Garden Grove and took a screwdriver to the brain.  The story 
made national news and, in August 2003, a Santa Ana jury deliberated for three hours 
before convicting Thanh Huynh, 22, of the murder.

Many teens in Garden Grove (pop. 169,000) flock to the town’s nearly two-dozen 
gaming cafes, which numbered only three in 2000. A month before Ly’s death, three 
youths were beaten with baseball bats and wrenches by eight high school students there. 
Garden Grove has a large influx of Korean and Vietnamese immigrants, and they're often 
at odds. Both disputes were gang-related, and police report other gang-related incidents at 
area cybercafes as well.

But are the games to blame?  Would Thanh Huynh had murdered Phong Ly 
somewhere other than a game lounge?  Gang murder is an epedemic in Southern 
California, but deaths at gaming centers are rare, which is why the Ly’s killing made 
headlines across the country.  Nonetheless, in the popular mind videogames seem 
associated with a potent mix of big money and real and simulated violence and sex.

Children Now is an Oakland, Calif.-based “independent, nonpartisan research and 
action organization.”  In 2001, the organization released a study on video games titled: 
“Fair Play? Violence, Gender and Race in Video Games.”  This study examined the top 
ten selling games created for each of the six video game consoles then available in the 
U.S. (Dreamcast, Game Boy Advance, Game Boy Color, Nintendo 64, PlayStation and 
PlayStation 2) and for personal computers.  The study found that video games often 
glorify violence, ignore women and people of color and reinforce stereotypes about them.
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White characters make up the majority in the videogame population (56 percent) 
and were the only human characters in children's games. There were no Latina characters 
or Native American male characters in any of the games.  Nearly all heroes were white, 
while African Americans and Latinos were typically athletes, and Asian/Pacific Islanders 
were usually wrestlers or fighters.  African American characters were the least likely to 
show harm when they were victimized (61 percent), while nearly all Latino victims 
demonstrated harm and pain (83 percent).

The study pretty much characterized videogames as a suburban white teenager’s 
comic book adolescent fantasies brought to life: females with hyper-sexualized bodies 
and attire, males uniformly with hyper-muscularized bodies, overwhelming violence 
depicted without consequence to the perpetrator or the victim, gameplay that let the 
players be heroes if they used violence successfully. 

Teenage violence may have its appeal but, cliches about oversexed, 
undersocialized adolescent gamers notwithstanding, the average videogame player is in 
his, and now her, late 20s, and the fastest-growing segment of the videogame business is 
mature titles aimed at people over 17.  “Panty Raider,” published by Simon & Schuster, 
received a Mature rating from the ESRB.  CyberSitter and NetNanny ban the official 
“Panty” site.  But if the world’s richest nerd has anything to say about it, videogaming is 
going to be a lot more about sex.  

Bill Gates, the $46 billion-man and chairman of Microsoft, got into the 
videogame business with his Xbox game system in order to transition from domination of 
the business office to domination of the living (and now bed) room.  Jay Allard is 
Microsoft’s man in charge of the Xbox. 

“Gaming has to broaden its audience,” Allard told CBS News in an interview last 
year. “It's not just about kids anymore. And so what we're seeing is a broad diversity of
content. We have over 200 games now on XBox.  And they range from very young 
games to very mature games. And 'BMX-XXX' is one of those examples.” 

“BMX XXX” was created by Shawn Rosen and Ben Fischbach of Acclaim 
Entertainment in Long Island, N.Y. 

“We wanted to do something that was different, that hasn't been done before," 
explained Fischbach. "You're going to see a hooker, you're going to run into a pimp, 
you're going to actually carry a hooker from one point in the game to another point in the 
game.” 

When players gets enough reward points, they get to go into a virtual strip club. 
“You're looking at women dancing on screen for a very short period of time,” said 

Fischbach. “The reality today is that 60 percent of the gamers playing console games are
over the age of 18. So, we wanted to create an entertainment experience on par with 
things like ‘Sopranos or even ‘Sex and the City.’”

Gates likes to point out that the XBox also has a feature that allows parents to 
prevent kids from playing these mature games. 

“I think it's key that you have the box be able to control exactly what kids are able 
to use and that the rating system makes it clear to an adult, a parent, you know, what are 
they going to be exposed to,” Gates told CBS’s Bob Simon.

It's no wonder the richest man in the world wants a piece of the videogame action.  
“It's bigger than the movie industry,” gushed Gates.
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Violence and sex—aggression and erotica—get all the attention, but videogames 
are subversive in far more subtle ways: they’re reordering the traditional structures of 
organized religion and politics.

14.  GODPLAY ZAPS THE STATUS QUO 
Games and religion have been historically linked in most societies because great 

competitions in archaic cultures had always formed part of the sacred festivals. For many 
centuries, sport and games were under church control because of clerical jurisdiction over 
both body and soul. Games are a specialized sort of ritual, and rituals are a formalized 
way for people to interact with and act out the story-systems that make up their lives.  
Games allow people to look at the nature of reality, and offer alternative possibilities for 
interacting with it.  

Seeking and finding alternative possibilities is why videogames subvert 
traditional religio-political relationships, and nowhere is this more obvious than in what 
they’ve done to God—nothing less than the incipient re-ordering of modes of thinking 
based on millennia of religion put to misuse in the service of empire.  

Videogame makers have ransacked nearly 3,000 years of myth and legend to find 
strong characters and powerful stories.  LucasArts’ “Wrath Unleashed” is just one 
example of the use of demigods, unicorns, demons, giants and dragons as symbols of 
supernatural power to juice up videogames.

In these games, “God Mode” (also known as “cheat mode”) is a gamestate, 
usually triggered by a “hack” or keystroke sequence, wherein the player’s character 
becomes immortal or possesses an infinite number of lives, and may have other powers 
such as an all-ammo-all-the-time gun, or the ability to walk through walls or fly, etc.  
God Mode gives the player an advantage in the game, for example, making him or her 
impervious to damage or injury, and thus unbeatable.

Then there are the so-called “God Games” which describe the player’s 
relationship vis-a-vis the gameplay.  In “Sim City,” the player, from high above, creates a 
world.  In the full version of the PC game “The Sims,” players create an entire 
neighborhood of Sims and run or ruin their lives.  They can help their Sims pursue 
careers, make friends and find romance—or destroy themselves. 

The literary term “Deus Ex Machina” is Latin for “God from the Machine”—a 
dramatic device (a guy in basket lowered onto the stage) used to resolve plot twists at the 
end of overlong classical plays. “Deus Ex” (“day oos ex”) is a first-person role-playing 
game set in a dystopian 2052.  Players take on the persona of “J.C.,” an operative with a 
top-secret antiterrorist organization.  His body and mind have been augmented with 
nanotech implants that help him fight, think and sneak his way through a completely 
interactive world filled with intrigue, conspiracies, and encounters with other characters

Another “god game,” “Civilization: Call to Power” even provides players with the 
option of creating a theocracy. 

In “Rise of Nations,” the entire span of human history is in the player’s hands and 
he or she can dominate 6,000 years of history from the Stone Age to the Information Age. 
The challenges: which forces to deploy to lead your nation to global prominence?  Trade, 
espionage, diplomacy…war?  “Rise of Nations” is a historical, turn-based, real time 
strategy (RTS) game from Big Huge Games’ Brian Reynolds, designer of PC game 
classics such as “Civilization 2” and “Alpha Centauri.”  “Rise of Nations” empowers 
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players to create new cities, improve city infrastructures and expand national borders.  
They can conquer foes through military might, using everything from sling-shots to 
cannons to stealth bombers to nuclear weapons.  They can corner the market on key 
commodities and consolidate power under their rule.  They can “wheel and deal across 
time with history's eminent cultures.” 

 “Black & White,” released in 2001, maxed out God Games by tasking the player 
with creating a god whom fickle mortals must love or fear.  A "God-sim" from PC sage 
Peter Molyneux, “B&W” lets you play as a god who's trying to convert as many 
followers as possible.  While you don't have total control over your villagers, you can 
suggest roles to them—foresters, farmers, breeders, builders, or pure worshippers. The 
more villagers who believe in you, the more miracle-casting power you have.  The 
strokes from unfettered worship feel good but mean that fewer people actually do any 
real work, gathering resources, constructing buildings, etc.  Sort of like if everyone were 
priests or ministers or magicians.  You get your followers to look to you as their supreme 
authority by performing miracles and acts of wonderment only a god could manage.  
Produce food for them when they're hungry or heal a sick elderly villager and you'll 
convert a few to your side through acts of godly kindness. But sometimes the dolts 
require that you show off your more violent powers. So you burn their villages with 
sizzling fireballs or rain down a storm of frightening lightning on their town center—
which gets them worshiping you out of sheer terror.  As the “B&W” name implies, you 
can be either a kind and gentle god or a livid, vengeful god. Unsolvable oppositions.

By allowing players to assume the mantle of deity and command whole universes, 
videogames enable ordinary people to arrogate to themselves quasi-divine powers 
heretofore exclusively the claimed preserve of saints and popes.  Continuously playing 
God in videogames re-orders our brains, directing us away from dependence on 
sacerdotal middlemen who would interpret truth for us and intercede on our behalf with 
Ultimate Reality to have our trespasses forgiven and attain for us eternal life, an act of 
representation that permits these middlemen—priests, bishops, ministers, medicine 
men—to assert a nonsense claim to absolute divine authorization.  People who acquire 
the habit of thinking and behaving like God seldom relinquish said habit.  Of course, 
there are good habits and there are bad habits.

The trouble with Godplay is that, in our culture, the presiding image of deity has 
for centuries been God the Father—a great bearded patriarch, a jealous, vengeful King of 
the Universe, omnipotent cosmic bachelor male parent, Supreme Being, Lord of lords, 
God of Hosts (armies), Invisible Sky Boss, Man Upstairs, External Authority, Arabic al-
Lah.   The divine pronoun is always He, because It would seem too impersonal and She 
would be, of course, inferior.

As Alan Watts pointed out, this is a dysfunctional image for the Ultimate Reality.  
The idea of a King won't do because monarchy is dead, so a cosmic king is useful now 
only for dictators of totalitarian states.  The Boss is useless because the factories closed 
and today’s working people are essentially freelancers.   The Father has been devalued—
portrayed in popular culture as a boob (Al Bundy, Homer Simpson, Dagwood Bumstead), 
a character who brings in money.  The Father will no longer do for an explanation of 
what makes our mysterious, impressive universe run.

But there exist myriad ways to imagine the divine.  For the Hindus, it is the 
Inmost Self, disguised as all living beings.  For the Chinese, the Tao is the flowing 
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energy of the universe.  For Buddhists, no image at all could represent divine being. 
Many people think of God as the universal creative force, supreme authority or ultimate 
reality that lies beyond opposites, the inconceivable energy that underlies the universe, 
etc.  People want some human type of relationship to this force, a patterning of self with 
the greater and wholly “numinous other” from which in times of our darkest distress none 
of us can escape.  Humans seem to need to believe in some kind of mysterium tremendum
(tremendous mystery, awesome strangeness, dreadful majesty) with powers and
intelligences beyond all comprehension, to be approached and felt in awe and wonder and 
almost speechless worship.

For the majority of mankind, approaching the divine requires accepting received 
wisdom, subscribing to a delivered world-view of the infinite filtered through a cultural 
scheme. Civilization and society manipulate our longings and yearnings to control us.

 “The practice of organized religion calls for the use of man's supernatural beliefs 
for the consolation of suffering, elevation of character and strengthening of social 
instincts and order,” Durant explains.

People are just afraid to die, which is some cases makes us afraid to live.  And 
some people simply like being told what to do, think and say.

Our familiar religio-political world of today originated in the sixth century BCE, 
which saw the transformation from a multitude of local polytheistic cults to a half-a-
dozen universalist religions—Judaism, Hinduism, Buddhism, Judaism, Confucianism, 
Taoism.  Most of these religions associated with one of the great empires of the ancient 
world— Zoroastrianism with Persian empire of Cyrus and Darius the Great, Buddhism 
with the Indian empire of Asoka, and Confucianism and Taoism with China under the 
Chou dynasty.  Christianity followed that pattern with the later Roman Empire.

Religion came to serve the state because, as powerful states grew, embracing not 
only larger areas but also many disparate peoples and customs, a need developed for a 
broader and more sophisticated system of belief and behavior than the legion of different 
tribal gods could provide.

The prophets and reformers of Hinduism, Buddhism, Judaism, Confucianism and 
Taoism all lived in sixth century BCE.  They moved people away from a pantheon of 
tribal gods and spirits towards the concept of single spiritual reality, valid for all 
mankind.  

For patriarchal cultures, this translated into a belief system that can be described 
as “monarcho-monotheism”—a religion that imparts notions of kingship onto God.  
Monarchy is a form of government of a nation or state in which a hereditary chief of state 
is bestowed with life tenure, undivided rule, and sovereign powers varying from nominal 
to absolute.  Monotheism is the doctrine or belief that there is but one God.   Merge the 
two and the “numinous other” which lies beyond opposites becomes a king on his throne.  

The cosmology of religions such as Christianity, Judaism and Islam are modeled 
on the functions of a monarchy.  In monarcho-monotheistic religious practices, the 
architectures and rituals of churches are based on royal or judicial courts.  A monarch 
who rules by force sits in the central court of his donjon with his back to the wall, flanked 
by guards, and those who come to petition him for justice or to offer tribute must kneel or 
prostrate themselves—simply because these are difficult positions from which to start a 
fight.  The king, sitting on his throne in his kingdom, judges his subjects.
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For the Hebrews, monarcho-monotheism as a religious belief system meant that 
the “God energy” would be anthropomorphised as Yahweh—King and Father. The God 
of the Hebrews, the Arabs and the Christians is a mental idol fashioned in the image of 
the great monarchs of Egypt, Chaldea and Persia, according to Watts.  It was possibly 
Ikhnaton (Amenhotep IV, 14th Century BCE), Pharaoh of Egypt, who gave Moses the 
idea of monotheism (as suggested in Freud's Moses and Monotheism).  The veneration of 
God as “King of kings and Lord of lords” borrows the official title of the Persian 
emperors.  The political pattern of tyranny, of rule by violence, whether physical or 
moral, stands firmly behind the Biblical idea of Yahweh.  The authors of the Pentateuch 
formed him into a ferocious, imperialistic, expansionist God of Hosts who fights for his 
people, slaughters whole nations.

Games like “Black & White” deal in Old Testament—Yahweh reigns.  But in 
most role-playing games (RPGs) and the occasional other genre, there is a human(oid) 
character striving to become a god or goddess (e.g., Kefka in “FF6,” Zeal in “Chrono 
Trigger,” Zio in (Phantasy Star IV,” the Kaiser in “Blasting Again.” (Source: Codie 
Martin).  

In Shiny’s “Messiah,” the player gets to become mankind’s savior on a mission 
from the Almighty.  In a dark future, a society of power-driven pseudo-scientific dictators 
called The Fathers lay claim to Heaven and Hell as the greatest of conquests.  The 
Fathers have managed to create a portal into Hell and have tricked Satan into imprisoning 
himself.  With the Prince of Darkness under the control of maniacs, God in Heaven
responds to the impending conflict by sending you, a baby-faced cherub named “Bob the 
Messiah” down into the domain of the Fathers to be his eyes and ears, and… assassin.

This is New Testament stuff—Jesus territory.
When the Romans under the Emperor Constantine deified Jesus, they displaced 

Yahweh as the One True God and so subjected Christians to charges of practicing 
polytheism.  In response, they borrowed the Oriental idea of the Trinity—the Divine 
Family to which each and every human belongs because all humans are actually the 
manifestation of the union of the bodies of three people: father, mother, child.  Christians 
call Yahweh “God the Father” and Jesus “God the Son.”

To become a human God, Jesus had to be a “death cheater.” In videogames, a 
“Death Cheater” is a character who defeats death, in some cases by placing a copy of his 
personality into a robot or clone. (Examples include: Belthasar in “Chrono Trigger,” 
Leonard in “SaGa Frontier,” Anubis in “Metal Combat,” Andross in the “Star Fox” 
comic.)  

Ultimately, all gameplayers transmute into Son ‘o God, Jesus-like death cheaters 
who can always be reborn in new games to play again.  Pay to play and you too can be a 
Suffering Savior and Resurrected Redeemer.

To aspire to godhood is an ancient human tradition. The idea of human gods 
emerged from ancient ancestor worship.  Beginning with the advent of settled agricultural 
communities at the end of the last ice age some 11,000 years ago, towns buried dead 
kings in tombs, which became god-houses in which the king was worshipped as a living 
god.  The king’s tomb as the god’s house continued through the millennia as a feature of 
many civilizations.   

The idea of the dying and saving god—among the oldest of the world’s 
religions—is based on Paleolithic worship of the sun, which gives nurturing light and 
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warmth, dies every night and is reborn each morning—every sunset a crucifixion, every 
sunrise a resurrection.  

Solar myths mingled with vegetation rites in which a man was sacrificed to the 
earth in the spring at sowing time so that it might be fertilized by his blood.  When the 
harvest came in the autumn, people interpreted this bounty as the resurrection of the dead 
man, who was given the honors of a god.  From this origin came the almost universal 
myth of a god dying for his people and then returning triumphantly to life.

To make the All-Savior Team, Jesus required a resume that matched those of his 
predecessors—Soter, Osiris and Horus (Egypt), Krishna the Redeemer (India), Tammuz 
(Babylon), Mithras (Persia), Dionysus-Bacchus (Greece-Rome), Adonis (Syria), and 
Attis/Mithra (Rome).  Each came from “heaven” to be born of a virgin, performed many 
miracles, made mystic utterances, raised the dead occasionally, then himself died, rose 
again from the dead, was assumpted back to “heaven,” thus proving his "deity" from 
advent to ascension.

Each of these Soters was part of a Divine Family.  However, in refusing to 
acknowledge “God the Mother,” the Romans made Jesus’s divine family dysfunctional.  
No family can have a Father without a Mother, so the Catholics elected Jesus's mother 
Mary as Queen of Heaven, though the real power still resides with the Divine Males.  But 
Judaism and Protestantism are patriarchal religions and deny the presence of the feminine 
in the Deity.  For them, no Hera, sister-wife to Zeus.  No Mary.  No “Great Goddess.”  
To circumvent the problem of the Cosmic Mother, Christians symbolically killed her off, 
calling her the “Holy Ghost”—God the Mother hidden as a faint, shadowy trace, a divine 
inhabitant of the unseen world consigned to playing the role of Yahweh's messenger to 
the humans.  The easily understandable idea of the Divine Family disappeared under the 
idea of an inexplicable, unexplainable “Blessed Trinity.”  Mr. and Mrs. God divorced.  
The Son/Daughter was half-orphaned.

That is, at least according to Roman Christianity of the Pauline school, which has 
gained ascendancy in western culture as the one and only version of Christianity.  But 
other equally viable interpretations of Christ and his teachings exist from the first century 
CE.   The Gnostic gospels—52 texts discovered in 1945 in Nag Hammadi in Upper 
Egypt—represent early, Eastern-oriented forms of Christianity.  Gnosticism, or Egyptian 
Christianity, was an independent religious movement separate from Pauline Christianity.  
Gnosticism was the thought and practice of various cults of late pre-Christian and early 
Christian centuries distinguished by the conviction that matter is evil and that 
emancipation comes through gnosis (“insight”—knowing oneself at the deepest level). 

No Romanized Jesus here.  The Essene Nazorean Yeshu’a is an Aramaic shaman, 
annointed in the holy oil of cannabis-soaked chrism.  Most importantly, the Nazorean 
office of Masiach (Hebrew for “to anoint”) is filled by both Yeshu’a and his female 
counterpart Miryai (Mary, his wife).

These stories are for the most part omitted from the popular press (even though 
John Ashcroft soaked himself in Crisco for his own anointing), so regular folks never 
hear any alternatives to the deluge of propaganda spewed out by organized religio-
political institutions and their minions in the publishing and broadcast worlds.  Though it 
seems like churches and governments and corporations have erected an impenetrable wall 
against new information and ways of thinking about spiritual belief, games provide an 
avenue through the barriers.
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“Kult,” from Metropolis Ltd., is a modern horror role-playing game influenced by 
Kaballism, Gnosticism, and the writings of Clive Barker and William S. Burroughs.  In 
the game, all of reality is a lie and God hates us all.  The basic premise of the game is 
essentially Gnostic: the “real world” we see is actually a lie, a prison to trap our inherent 
divinity. The only way out of this trap is to pierce it, often by following a path that would 
make a person seem insane to his “normal” companions. Piercing the veil allows you to 
both see and draw the attention of Things Better Left Alone.

“Kult” is not yet a videogame, but as videogames evolve beyond the average beat 
'em up combat title (though who can say Jesus never threw a punch?—he did have a 
temper, and there is the story about trashing the Temple) and become less about action-
adventure and more about role-playing and strategy, games from the further reaches of 
popular culture containing seditious ideas will increasingly make it into the realm of 
videoplay.  Once there, the ideas within them, no matter how far afield from mainstream 
orthodoxy, will propagate in the minds of men and women interested in playing God 
themselves, no stand-ins or substitutes required.  

Subject becomes object.  
Godthink supplants groupthink.
Videogames are among the new forms of literacy now emerging and displacing 

the old linear constructs.  Involving interactivity, our existence requires of us some 
personal shaping instead of just accepting what’s presented to us pre-built and 
immutable.  Artificial intelligence—an algorithm by which the computer gives the 
illusion of thinking like a human—compels us to think back.

“We're a species of storytellers and cave painters and hide-and-go-seek players,” 
said Mark Pesce, chair of the interactive media program at the University of Southern 
California.  “It could be that the twentieth century's relatively passive entertainment—
radio listening and TV and movie watching—is unique to history, a temporary byproduct 
of primitive technologies.”

Gameplay alters our fundamental concepts of the world around us, a world based 
on doing rather than watching, listening, reading.  A human doing instead of a human 
being.  We do the telling instead of getting told.  As players we can invent worlds, then 
create situations within those worlds, then respond to the new situations—controlling 
characters, manipulating environments.

In an article titled “Engines and Engineering: What to Expect in the Future of PC 
Games,” Steven L. Kent describes the focus of future videogame development: 

“More lifelike friends and foes!  More interactive environments that respond 
realistically as you play with them!  We're on the verge of photorealistic gaming in 
environments that mimic real life (or fantastic, exaggerated life) in ways that weren't 
possible with previous technology.  With every new technological generation, more doors 
are opening.  Where they'll lead is limited only by the developers' imagination.”

Actually, gameplay stimulates the imaginations of game players, and we all 
become developers.  Playing games makes you think of games you’d create.  In fact, 
writing this story led me to think up a videogame of my own: “Synesthezior.”  

15.  ‘SYNESTHEZIOR’
“Synesthezior” can’t be played on today’s computers or consoles.  This game 

awaits interfaces like brain-wave electrodes and galvanic skin response devices.  It puts 
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the players—called Synesthetes—into a psychoactive space where the senses shift 
between and among each other, one type of stimulation evoking the sensation of another, 
e.g., hearing a sound results in the sensation of the visualization of a color, etc.  

At Novice level, all sensations scramble randomly and confusingly, not just 
mixing up sight, hearing, smell, taste and touch sensations, but also transmogrifying 
thought processes, like ordinary, unreflective “common sense” morphing into 
sophisticated “peculiar sense.”   Or metamorphosing motivating awareness such as a 
sense of shame into discerning awareness like a sense of humor.  

As players learn how to control the sensory metashifts, they climb to Intermediate 
and then Master levels.  Accomplished Synesthetes defeat their opponents through cross-
sensory trickery like being able to smell them coming and stage ambushes, hear their pain 
so as to attack their weaknesses, or see their bruised egos and tell tasteless jokes about 
them so that they slink away in embarrassment and humiliation.

The action in “Synesthezior” takes place in the near-future in a place called 
Murka.  The Reformed Confederate States of America and the United Empire Loyalists 
of Canada (who are the descendants of the American Tories who were forced to flee to 
Canada after the Revolutionary War) have teamed up to take over North America by 
force, and their despotic regime rules under the name The Chublicans.  These usurpers of 
power have reinstituted slavery and states rights and crowned as their king a grotesque 
ex-actor named Onn Old.  

The hero is Johnny Nimbus, a handsome freethinking Synesthete in rebellion 
against the authoritarian elites.  The Chublican Guards, the Gestapo-like special police, 
had arrested Johnny once and gave him a surgical self-ectomy, splitting his semantic self 
in two—separating his “I” from his “Me,” dividing his Thinker part from his Doer part 
and leaving him powerless to act, and thus un-free.  His physical body was rescued from 
the Chublican clutches by fellow freedom fighters.  But to recover his “Me” and reunite it 
with his “I” and become whole again, he has to go to Booshnod, the Chublican capital of 
Murka, where Onn Old and his minions are holding Johnny’s “Me” captive.  With his 
“Me” unavailable to do his bidding and get him places, Johnny has to rely on surrogate 
Synesthete disciples to transport his think-only, do-nothing “I” to Booshland and the 
awaiting showdown with Onn Old.  Evasion levels include submicroscopic (fights with 
bacteria and viruses) and cosmic (asteroids, solar wind, etc.). Many adventures ensue.

Whaddya think?  Would you play this game?  More importantly, would you pay 
to play this game?  It doesn’t matter.  The game never even has to be made.  I already got 
some good godthink out of it.

 “Emergent behavior” is the term used when gamers stop following the script and 
start making their own gameplay.  It's the future of gaming.  It’s the future of us.

We finally emerge from the cocoon of Western Civilization, which just may have 
committed suicide at Auschwitz and Hiroshima, but we don’t know yet.  After all, it took 
the Romans more than 100 years to notice that that their civilization had fallen.

Once emergent, we—each and every one of us released at last from our spiritual 
constraints and redeemed by the hand's impulse that moves quicker than the intellect—
realize our destiny: sprung whistling past the gravity, gone listening for the glistening, 
godthinking/godplaying our way through Ludoland.

*   *   *
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