






2 gamesauce • spring 2010

Publisher
Jessica Tams
Editor in Chief
Jake Simpson

Editor
Peter Watkins
Copy Editors
Tennille Forsberg, Catherine Quinton

Creative Director
Gaurav Mathur
Art Director/Designer
Shirin Ardakani

Comic Artist
Shaun Bryant
Comic Writer
Ed Kuehnel

Contributors
Brenda Braithwaite, Tatiana Chernova, Ian 
Fischer, Kenn Hoekstra, Ilari Lehtinen, Dan 
Magaha, Rhianna Pratchett, Bill Slease

Contact Us
Address Changes or Removal:
Tennille Forsberg, tennille@gamesauce.org
Article Submissions:
Jake Simpson, editor@gamesauce.org
Publisher:
Jessica Tams, jessica@gamesauce.org

Trademarks
© 2010 Mastermind Studios LLC. 
All rights reserved. Reproduction in whole 
or part of this magazine is strictly prohib-
ited. Gamesauce and the Gamesauce logo 
are trademarks or registered trademarks of 
Mastermind Studios LLC. All other product 
and company names mentioned herein may be 
trademarks of their respective owners.

Disclosures
Mastermind Studios LLC’s (“Mastermind”) 
Gamesauce (“Magazine”) is for informational 
purposes only. The Magazine contains cur-
rent opinions which may change at any time; 
furthermore, Mastermind does not warrant 
or guarantee statements made by authors of 
articles in the Magazine. While the informa-
tion included in the Magazine is derived from 
reliable sources, the reader is responsible for 

verification of information enclosed in this 
Magazine and Mastermind does not guaran-
tee or warrant the accuracy or completeness 
of the information.

Usage
Companies inside of the entertainment busi-
ness may use information in this Magazine 
for internal purposes and with partners and 
potential partners. Members of the press may 
quote the Magazine.

Subscriptions
Gamesauce is available to professional game 
developers and members of the press. Pro-
fessional game developers may visit http://
www.gamesauce.org/ to sign up for a free 
subscription. Gamesauce is postal mailed to 
over 19,000 game industry professionals and 
2,500 members of the press. 

Letter from  
the Publisher

If you’ve spent any time in the 
Pacific Northwest whatsoever, 
you totally get the phrase “can’t 
see the forest for the trees.”  
In a place like that, in fact, sometimes you  
almost can’t see the trees for the trees—or so  
it seems.

I bring this up because when you’re as busy as we all 
are, with so much going on around us, it’s easy to lose 
sight of the bigger picture. You get so preoccupied with 
the screwed up economy, squabbles between publishers 
and developers, indie opportunities and freelance op-
portunities and start-up opportunities and the half dozen 
cool ideas that you never have time to get to that you 
forget—forget—that you make games for a living—and that 
is freaking awesome.

Because, of course, you could be programming banking 
software instead. Or creating line drawings for instruc-
tional manuals. (Unless, of course, you were making line 
drawings for Fight Club-style airline emergency cards 
which would also be freaking awesome—but I digress.) But 
you’re not. You’re making games, which makes you one of 
the lucky ones. 

If you were making movies, that would be pretty cool 
too, but movies are passive cool. They’re effortless, arm’s-
length entertainment. Games, by contrast, are active, im-
mersive, addictive. We create the settings, define the rules 
that govern whole universes, and then turn people loose in 
them. Our imaginary worlds become part of some people’s 
realities. That’s a powerful position to be in. It takes cool to 
a whole new level.

Which brings me, finally, to Gamesauce.
This issue of Gamesauce is intended to get you to stop 

doing for a few minutes so that you might spend a little 
time thinking. Thinking about your place and your purpose 
and your passion. Thinking about your various opportuni-
ties to make a lasting impact on others. Thinking about 

some bigger questions than Where are 
we going for lunch today? 

Questions like these:
How can I make my job, my team, my studio better? ››
How can I make all my other developer friends wish 
they worked here? I recently ran into an old boss who 
thanked me for “being nice when I needed it most.” 
What will your co-workers say about you ten years 
from now?
What can I do to create positive change in the indus-››
try? Is there some way that I can make a difference 
for all of us? Am I going to continue to whine about 
the crap I don’t like or am I willing to do something to 
make things better?
Is there a way I can use this freaking awesome job to ››
influence the broader social conversation? Or for that 
matter, what can I put into my next game that will 
somehow change the world-view of the people who 
play it? While I’m not suggesting we all start making 
games about peace, love, and flowers (please), I do 
think it’s possible to make someone think critically 
about an important issue or at least to be nicer to 
their mothers. That would be cool too, wouldn’t it?

So there you have it. We deliver to you a magazine that 
we think is entertaining and all the while our not-so-secret 
purpose is to make you want to change the world. Or 
something like that. That may be a bigger forest than you 
ever thought was out there, but we figured if we were go-
ing to kill a few trees printing this thing we had better give 
you a clearer perspective in doing so.

So read. Enjoy. And then after you’ve pondered a little, 
let us know what you think. 

	 Jessica Tams, publisher






