


\ ‘Reynolds has shed
dazzling light on a
neglected era of music!
Adam Sweeting,
Sunday Times
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KEYNOTE - VIDEO GAMES AS PUNK ROCK: A HISTORY OF INNOVATION

(PRESENTED BY AMAZON)
Sponsor Speaker: Rich Hilleman (Amazon Game Studios)

Topic: [ Design Golony of Hell: 911 Galls From Inside Amazon
Warehouses

EMERGENCY

Format: Sponsored Session

The Life and'Death o&n&\@ Warehouse Tfmp Amazon Is a Time Thief, by an Amazon
What the future of low-wagework teally looks like: pau Employee
[ /\\ [

BY DAVE JAMIESON  ART BY DAVIDE BONAZZI 0 Hamilton Nolan &
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nJan. 18,2013, as the sun went down, Jeff Lockhart Jr. got ready for work.
He slipped a T-shirt over his burly frame and hung his white work badge

over his broad chest. His wife, Di-Key, was in the bathroom fixing her hair
in micro-braids and preparing for another evening alone with her three sons. Jeffhad

been putting in long hours lately, and so the couple planned a breakfast date at
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“The conversations
changed after 1991.
Before that, people
talked about ideas
and music. And then
aofter that, people
talked about money
and deals’

- lan Mackaye
(Minor Threat,
Fugazi, Dischord
Records)










Mmecraﬂ creator Notch says his
billions have made him miserable
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ARCA NIGHTMERE MODE

Criticism on &
Experimental
Videogames

REVIE
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ISSUE ONE L .
ISSUE TWO hn n nn'n
ISSUE THREE 0 i
For a year, The Arcade
Review has been the premier

A

site for incisive and forward-
thinking arts criticism on
experimental games.

&

Between freeware games, art

games, non-games, old ’
obscure works, and small

indie games, the magazine

has provided a space for
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Jessica Price
@Delafina777

| used to mentor younger women in
games. It's been increasingly difficult to
justify it ethically over the past few years,
to the point where now | can't.

12:19 PM - 11 Mar 2019

Jessica Price
@Delafina777

There are game companies that treat
their employees well. Not many, but
some. But with the industry the way it is
right now, even if you manage to get
Into one of them, there's no guarantee
that it won't have layoffs or go under, or
be bought and see its culture change.

12:23 PM - 11 Mar 2019












/ KEEPER 2: REVIEW AND MONSTER STRATEGY GUIDE
: TA: Kingdoms, Heavy Gear II, Descent 3, Jeff Gordon XS Racing

M GAME®:

CD-ROM

Edition

ON THE CD
= -~t-Selling PC G

* Need for Speed:
High Stakes
* Outcast

"/ * Independence
War Deluxe

The World’s iames .

John Carmack, Sid
Meier, and Richard
Garriott are three of the:
world’s most talented
gamemakers — but
who are the rest?

To find out, turn

to page 54...

The World’s 25 Greatestf@ |

Vol. 6 No. 3 - SEPTEMBER 1399

Gamemakers — Togethél
For The First Time =~

Discover their game design secrets, preview
their latest projects, and marvel at what

5 0
they have in store for you next...

WNAT DOES IT TAKE TO GET A
JEE N THE SAME INSESTRY?

CUIFF: "Well, there's two ways that people usually
get in — the OA (Quality Assurance) or customer

support way — and then people who ust make con-

tent, promote it on the web, or actually just start
malking it, and they're contracted to do it In three
words Tim Sweeney [Epic Games' lead programmer]
summed # up; Make cool shit. | mean, if you have
talent, you will gt hired because it’s hard to find tal
ent. it's not like thers's a big surplus of people float:
ng around.”

ED: “It's haed 1o find non-jeded talent..”
CLIFF: “Yeah, that too.”

ED: " People who havent developed way 100 big of
an ego for thewr talent or are so burnt on this industry
that 50 percent of what thay produce is just bttermess.”

KEN: “Find somebody who's great and stick to them
liko glue, Like | was fortunate to have Doug Church,
who is one of the unsung geniuses of the industry
and created Uitima Underworkd and System Shock. |
got put in & room with him for six months 10 stan

11y M, 1 IR JUSL EVETYUNDY ang saywmyg |
could get my hands on | would take over and do the
best thing | could with it. That's the other thing

lose your need for sleap. For the first year and & half
that | was there, | wouldn't sieep more than four or
five hours a day. Just go.*

STEVIE: “Be there longer than everyone alse ”

AMERICAN: “Bo thare whan thay get there and be
thore when they go hame,”

KEN: “Be thore when the opportunity’s going to
come up.”

THENEW GAME GODS

nmum November 2000

ALEX GARDEN
Relic Entertainment

Back row (left to right):
BRAD MCQUAID
Verant Interactive
CLIFF BLESZINSX)
Epic Games
ED DEL CASTILLO

j Entertainment
KEN LEVINE
Irrational Games
ROBIN WALKER
Valve Software

PHOTOS BY KAREN MOSKOWITZ



What is gamedev.world?

gamedev.world is the global game developer conference. Featuring 30+ speakers from all over the planet, all talks will
be close-captioned and translated into Arabic, Chinese, English, French, Japanese, Portuguese, Russian, and Spanish.

Broadcast live on gamedev.world from June 21st - June 23rd, join us for the first-ever global games conference. Learn
from top developers around the planet in talks and interactive Q&As, meet other developers speaking your language,
and gain a global perspective on the art & business of game creation.
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