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ALL CONTENT SHOULD BE CONSIDERED FICTIONAL AND NONPOLITICAL

Any similarities to real-world persons, organizations, entities, events, or beliefs are not intended as reairld

representations or narratives. Fictional variations of some realvorld elements are used to enhance the stories.

SENSITIVE CONTENT WARNING

Content and Narratives Contain Materials ardoncepts That May Be Offensive to Some People, Including
Christianity, The Bible, The Old Testament, and Traditional Conservative Values
The Knights Templar llluminatii Both Original Good Knights Templar + Branched Masonic Evil llluminati
Heaven. Hell, Limbo, Celestial Beings, Planes of Existence, Faith, and Spiritual Concepts
National + World Governments and Billionaire Elites Control and Corruption of Religion & Humanity
Violence, Gore, and Death Descriptions and Visual Representations, including Human Abuse and Tragedy
Artificial Intelligence (Al) Generated Art, Music, and Spoken Voice, and

My RealWorld Experiences in Life from Childhood to Adult, including Work in the Video Game Industry
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Tales, Lessons, and Insights from the Video Game Industry

LOCAL FILE:
ALibertyBooksVideo¥000 Rick000 Book06 Trailer Teaser Blast Splash Hell Difficulty Saga Adventures of Rick Liberty Tech Zone Al Demystified.mp4

YouTube Playlist:
https://www.youtube.com/playlist?list=PL36wXhB_GlwcNOGJgS5TMb2U8jAM6H

Rumble Playlist:
https://rumble.com/playlists/M10Zhnxdx

Description:
Tales from the Video Game Industry is a collection of stories and insights from mwyaréladventures and
experiences working in the Video Game Industry for over thirty years. | tell stories and anecdotes. | provide
concrete examples, techniques, amethods to successfully operate and deliver software and video games in
corporations dedicated to entertainment and creativity (and profit). Learn deep, dark, hidden secrets and many
sordid tales in the shadows o fvatianhirelepdhtedcee,@ndGtardoms. | n d L

Lessons and Insights from the Video Game Industry is a collection efoela stories, concepts, techniques, and
methods | used while working in the Video Game Industry over thirty years. | explain detailed technigues, and
methods to successfully operated deliver software and video games in corporations that are dedicated to
entertainment and creativity (and profit).

Al Demystified explains Artificial Intelligence (A.1J) from its origin to its worledchanging state today. See how

A.l. worksi seestheworldiand | ear ns and makes decisions. Und e
shaped with and without mman supervisionNi t ness A. | . 0 s -wodpnanifestationsand s a n d
experience the cautionary tales of science fiction.
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LibertyBooksVideos/E000%20Rick000%20Book06%20Trailer%20Teaser%20Blast%20Splash%20Hell%20Difficulty%20Saga%20Adventures%20of%20Rick%20Liberty%20Tech%20Zone%20AI%20Demystified.mp4
https://www.youtube.com/playlist?list=PL3Ov-xrXhB_GlwcNOGJgS5TMb2U8jAM6H
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E212COCAINE FUNDED GAME STUDIO
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Local File:
ALibertyBooksVideo¥212 Cocaine Funded Game Studios and Video Game Developers, CoinOp Arcade Machines, and Smugglers.mp4

Rumble Episode Link:
https://rumble.com/v55unip212cocainefundedgamestudiosandvidec-gamedevelopersoinoparcadema.html

YouTube Episode from @HellDifficulty Channel:
https://youtu.be/clg9exPsXxw

Description:
Learn how discovering illegal activity by executives at Electronic Arts resulted in a funded Startup and handsome
contracts. See how 6Dark Pathsd often |l ead to rewe

In contrast’ hear the story of an environmentally conscious young Richard in his childhood cleaning the

environment | iterally one recyclable can at a ti me

Andihear how his environment al actions were his ins

game.

Andfinalythear about | awsuits and Ilitigation against A
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LibertyBooksVideos/E212%20Cocaine%20Funded%20Game%20Studios%20and%20Video%20Game%20Developers,%20CoinOp%20Arcade%20Machines,%20and%20Smugglers.mp4
https://rumble.com/v55untp-e212-cocaine-funded-game-studios-and-video-game-developers-coinop-arcade-ma.html
https://youtu.be/clg9exPsXxw
https://rumble.com/v55untp-e212-cocaine-funded-game-studios-and-video-game-developers-coinop-arcade-ma.html

Coin-ops, Cocaine, and Console Wars

Electronic Arts Piloted Coin-Op While | Was at Atari:

Backéwhen | worked as an employealied Atagien@amesd cC (

Atari Gameg in Milpitas, in Northern Californid is where | met an engineer named Mark Phoenix. | would maintain
contact sporadically with Mark for decades afterwards.

At one pointi Mark and | were good friends and alliesshen we worked together at Interplay.

We shared lunch together most days, and often worked long hours and weekends together. We even speculated on
freelance projects togetheme went on pitch tours togethieto potential publishers.

Mark was a loyal and smartguy. Andhe was scrappy, resourceful éand a 1
UltimatelyTy ou knew t hat you could call on Mark, and heod
While | was working at Atari Mark resigned, and took a job offer to join Electronic Arts (EA) in Redwood Shores, CA
to work on their new pilot Co®perator Arcade game division. | learned through Mark that EA planned to develop coin

op expertise and oapete in the market against Midway, Atari, Capcom, and more.

Although coirop revenue was down, arcade games were virtual guarantees for home console versions selling huge
numbers. Games without an arcade Aparent gameo sol d f

EA never materially succeeded in their strategy of makinga@pigames that might result in huge downstream home
video game sales. Despite hiring talented<@wim devel opers | i ke Ed L eogefforamasdd Mar
largely a failed fiasco.

iCocai ne Smugqg-ODehMothétboaldsatEA& o i n

Of course, there were potentially other motivations for EA to get inteaitievelopment which certainly hastened its
demise.

Atari had partnered Baklivlidway in Chicago for coirop physical hardware so EA could focus on game design and
software. The idea was that EA game developers would create the software for these new hardware machines out of
Bally.

One day | received a panicked phone call from Mark. He explained that he wanted to get a jumpstart on the latest and
greatest coifop hardware received late last night from Bally in Chicago. He apparently noticed some tape and plastic
under the coirop notherboard when he opened it up to check out the cabinet guts and electronics.

Mar kds voice | owered as he whispered, fACocaine. Coc:
mot her board. |l am going crazy. I do not know what t
I't was surreal but given Atari ds propensity for drug:

prostitutes it did not surprise me Mark would find a big bag of cocaine at work under@paoiotherboard. Okay, that
sounds nuts! But rediis nuts sometimes (and often in mine!).



Contracts for Silence:

Mark was worried sick. Anyoriemay have seen him. And what would that mean? He was freakingmdicould not
hide it. Anyone around would easily see that Mark was spiraling out of control.

But - After a few days of finding the white powdeof his nightmare Mark contemplated going to the police or calling
the FBI. But- he thought in all caseghings might end badly for him. And $de spiraled, and stalled.

After not finding any practical solution to finding a large amount of cocaine at+iakk decided to mention his
discovery to the VP managing his division. Apparentlye VP was shocked, and assured Mark that he would investigate
the matter immediakg.

Finally, the VP spoke with Mark about his findings... He explained the-Gpiitdea was just not taking off, the way they
had hoped. But they really apprieacdihavpmoductivedevproged biraself tavMa r
be.

To keep such great people working with Efhe VP said EA would like to offer Mark an opportunity to build a new
companyi all around Mark as its founder and Presidentn i t s own remote studioé out

Mark immediately imaginedt hi s coul d be a Apayoffodo bribe to ketp h
it could be a totally, legitimate offer resulting from his great work and talent.

Pragmaticallyy Mark agreed to take the opportunity and embrace hisseifp o sed gagged Asi |l ence
amazing, and EA paid for all equipment, software, building lease, and fronted startup seed cash on top of generous
advances against royaltypay Mark and any staff he hired.

As | recall his first game was eithi€nockout Kingor Fight Night. It was an existing solid EA intellectual property (IP)
game they had so a sequel would be easy for Mark and guarantee his new venture to be successful and earn royalties
beyond development advances.

Mark was set! All because one late night he found smuggled cocaine undeoa esdmde machine motherboard in EA.
Crazy world how companies can get funded and started.

Yea,

1 Mark may have compromised his integrity to make a lot of money under the company name(s) PhoenixSoft anc
Phoenix Games and more over the years.

1 Ori perhaps he was just a lucky talenteeggtier that was in the right place at the right tinzand he did a great
job, andi so he could capitalize and create new opportunities.

| always respected Mark but when he sold out, | lost a little resgast in willing to look the other way for potential
gainsi but otherwise | found many other ways to respect and appreciate Mark.

| did and still consider Mark Phoenix a friend.

Mar ks fADark Patho Led to Success:

Mar k had attained substantial wealth atmtalegedpd masyd oma\
motivated- his cocaine smuggling corrupt executive management to fund a new video game development company



startup with Mark as its founder and sole owner, and further to award his new company a guaranteed contract right off
with an established successful intellectual property gametitbekout Kings

Mark did welli as an enginedrfor himself. His career progressed and he made good nicaethe saying goes.

But he had not found huge success until he embraced |
Once Mark took the fideal o [with the devill]eé
Once he made that deal, he had a worlkedlgng andthrdvHemgverpr of i t

slouched or rested on laurels.
Mar k may have been biobothe earded bigysuckesss 6 benef actor 6

Dark Paths Often Lead to Success:

Over time- it became evident to nie

T that people that ¢ h o-oftergharindt,attakn mgreavieditls, tomantic relatioriskeips, amdo r
enjoy wide social & professional networks.

1 Converselyi people that limit themselvesy holding true to high values and integritiend to struggle to
achieve much at all. They *can*earnmeteh an Ot he av e i bugonly, focegtragdinanshard i o n

wor ké
o Even with the reward from incredible effet he r ewar d pales in compari s
weal t h, standing, and soci al l'ife o6giftedd to

In facti people that discard moral shackiemnd go after their desireseemtohave morefurand at t ai n & moc
out of |ifed than people that do not shed their honort

They shed their moral shacklesnd move forward just as a serpent loses its skin, and slithers onward.
Evil - tends to- pays off, for people.

Awesome Possum vs®BGrade School Teacher:

Moving on to anothertalewh i | e wor ki ng at-Ihad racentlyéest AtaritGamekand wasWierkirig for
Mindscape, as an employee, on Chessmaster for Windows.

Wel | éI got a phone call one night.

I't was nutseé

Atari Games informed me that Time Warner, Atari Games, and Tengen were all named as targets for a lawsuit against
themi from a school teacher alleging my game Awesome Possum was irisgired stoleni from something he wrote

himself.

Well - | received a summondo be deposed for a lawsuit against Time Warner stating they stole thigidutel
schoolteacherodos idea of Awesome Possum.



Awesome Possumwas an idea that | had from my Speech and Debate-ofd¢B it was inspired by my Grand Canyon
can collection experience as a kid (more on these elsewhere).

The idea that | stole MY IDEA was preposterous, and crazy to me.
Thankfully, Time Warner was fed up with Anfipht@withced s
them. Not being an employee, | would not be compensated for my time beyond some apparent fixed court deposition 1

The deposition pay was symbolic as it was ridiculously small.

Awesome Possum Depositioh Kicked by Lawyer:

Mont hs | ater after my and other team members depositi
claims.
But |l et me tell you the storye

| spent three days in deposition and a week or more prior preparing with two attorneys Time Warner hired to represent

Ti me Warner I nteractive Atari Tengen. Corporate chai
During the deposition, the | egal team was repeatedly
was fAcompelled to explaino. The attorneys commanded

fewest words and dait to move on to the next questions or topics.

It felt impossible to Ashut upd and suppress fAthe tr
compromise my integrity and compulsion to share and show the truth. Especially during a deposition where incomplete
information carbe misconstrued!

The lawyers insisted that more information can be misconstrued and used against me and the case. Obviously, | felt tf
opposite.

The consequence of my delving into explanations during the deposition were a series of kicks from the woman attorney
sitting next to mé& a lot!

Yepi she kicked and nudged and glared and dropped hérpdnl t o get my attention so
and ASTFUO!

| did not shut up or shush. | reined in some of my verbosity, but the truth had to be told.

Gawd-Seaborne, a God!?:

During my lawsuit defending Awesome Possum the opposing counsel attempted to say my hubris exemplified my attitt
that | was above the law and could do no wrong. And thusly | was lying or ignorant of my own malfeasance.

They declared my email within Atari Games proved my bad attitude and conceit. They noted my email iame was
Gawd:Seaborne
Yesit hey presumed | called myself 6Gawddé but avoided t

It was laughable how ignorant the lawyers were!



The central VAX mainframe computer that drove all things for Atarivasu s ed i n a huge 3006 x
Wall-to-wall and floorto-ceiling were massive computers and racks and data storage cabinets and backup tape reels.

The Atari VAX managed emai |l . It was called O6GAWDGO6 be
tool source code and documents and email s. It was tl
Everyone working within Atari under O6GAWD6 was an ext

And thereforg | was OGAWD: SEABORNEG.

Now t hat | 06school -endnainflarheecompygrsasdiemaij namiagnapderatititigey were

embarrassed moved on from that topic.

Funnyi The | awyers thought o6they had med and instead 06l
jump to silly conclusionsé that it eroded other argur

Awesome Possum vs®Grade School Teachei | Win, Summarily Dismissed:

Months | ater after my and other team members depositi
claims.
Apparently, my speech and debate history were key to

of it. My recollection of detail was sufficient to convince the judge of my voracity.

Awe s ome Pos s uinsitwasabvaysirightully.
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\. Being a Producer at'Sega of Amerlca -' j

Fight for
Video
Game

Market

Supremacy!

Local File:
ALibertyBooksVideo¥213 Console Wars, Being a Producer at Sega, and Slavery Indentured Servitude in Video Game Development.mp4

Rumble Episode Link:
https://rumble.com/v55unxg2l13consolewarsbeinga-produceratsegaslaveryindenturedservitudein-.html

YouTube Episode from @HellDifficulty Channel:
https://youtu.be/6Rg85r9HR64

Description:
Hear tales of the early console wars for what video gal

Learn about the unethical leadership of early Sega of America as it was formed, and how they hired illegal Lithuanian
6indentured servant sl avesd to develop video games for


LibertyBooksVideos/E213%20Console%20Wars,%20Being%20a%20Producer%20at%20Sega,%20and%20Slavery%20Indentured%20Servitude%20in%20Video%20Game%20Development.mp4
https://rumble.com/v55unxq-e213-console-wars-being-a-producer-at-sega-slavery-indentured-servitude-in-.html
https://youtu.be/6Rq85r9HR64
https://rumble.com/v55unxq-e213-console-wars-being-a-producer-at-sega-slavery-indentured-servitude-in-.html

Video Games were Hip, Cool, and Big Business:

There was huge money newn the video game industrv i deo games &éhad arrived! 6

Coin-op arcade gameshad paved the wayaking electronic gamingnot only acceptable, but outright cool and fun. It
was Oc oo l-doplayrvideo gamesp o

It is ironic - when | was playing games as a kithey and | were uncool because of my playing games. And when | first
createdgameésl was a geek or ner déBwtt rmpowé ttitvee ,s aama tfHiangér

Oh wel |, I *made* the industry cool and hip. I f or ge
HEHT and-1 * NOW* was working in one ofiregardteskesf bedn

Newspapers and magazines referred to the video game i
of the increasing visibility and actor and movieitis.

Not to mention that video games were grossing as much money as all movies con@anest were big business! And
the industry was only in its infancyé

And i of course we all know how much bigger the computer & video game industry has become since those early time

The ACons ol ei Gimes aré BioBBelsiness:

Letds get back to the early years of home video cons
al |

oD O

I n the end, t e could onl vy b &intendoeandSega (arsddatereSpng) would s o
i

argue, and fi
And fight they did, in the
The Console Wars
Nintendo Entertainment System (NES) revolutionized the home video game market withdtsstdveme console that
delivered a good experience. The NES was so popular it was sold in supermarkets, clothing stores, liquor shops, toy
stores, and computer aptkctronics shops. In other woridthere was nowhere you could go without seeing the NES for
sale. It was EVERYWHERE!

But, then- Sega jumped into the video game console fray with its Master System.

Although there were competitors the two console manufacturers Nintendo and Sega became the world leaders and gol
all other aspirants would compete against. And Nintendo and Sega would fight for the crown for decades.

Handheld Video Game Devices Too:

Nintendo branched into and pioneered handheld gaming with the Game Boy which was effectively the NES miniaturize
into a black & white handheld device. Sega countered with the Sega Game Gear handheld device. Atari Corp joined il
with the Atari Lynx handéld device. But Nintendo once again rose to the top and crushed the handheld market to
become the sole big éhe-go gaming platform.

The evolution of gaming consoles and handhelds took off right as the Genesis and Super Nintendo grew to dominance



Much later in the console wars, Sony would introduce the Sony PlayStation Portable (PSP) which would raise the porte
experience expectations substantially.

Sega Genesis:

Sega of Japan developed a new video game console called the Mega Drive. They wanted to sell the console
internationally and felt their console was so revol ut
home, and so they dubbed theie w consol e in the U.S. the fiSega Genesi

The Sega Genesis was a huge advancement in video game console capabilities and-ttemalibparain

microprocessor the Motorola 68000. It had a parallel Z80 microprocessor which was typically used for audio playback.
had a coprocessor to accelefatmsforms, matrix operations, and Aareger math. And, of course, it had a dedicated
graphics processing unit (GPU) that supported numer ol
art formats.

TheGenesis was to bring the full ceap arcade game quality experiences to the living room.

Well, it did not deliverthecolo p ex peri ence, but it did deliver a sign
of gaming consoles like the Sega Masters System and Nintendo Entertainment System. However, Nintendo introducec
Super Nintendo Bertainment System (SNES) right as Sega introduced the Genesis.

Comparing Apples to Appldasthe Super Nintendo was comparable to the Genesis in horsepower. The key differences t
me werél

1) the Nintendo had gimmicky graphic tricks,

2) the Genesis was easier to program.

3) both could deliver great gaming experiences.

Bottomtline:
The Sega Genesis was on par with the Super Nintendo with both having unigue strengths but both also deliveri
great gaming experiences.

Sega of America Formed:

Sega of Japan (SOJ) decided to form a USA division called Sega of America (SOA) to operate within the U.S. trade lav
as an unrestricted manufacturer, fipsirty publisher, and thirgarty licensor to develop games for its new video game
console the Sedaenesis (AKA Sega Mega Drive in Japan). They similarly formed Sega of Europe (SOE) to
manufacture and publish in Western Europe.

Each Sega division operated under the guidance of Sega of Japan. Nintendo and Sony used the same model to mane
their global operations and businesses.

Sega of America 2Week Job as Genesis Producer:

As happened so oftené |l was between contractséand s

| was unsure where my next contract was coming from, and | was told of an opportunity at newly formed Sega of
America. | had learned that Sega of Americawas hirmgh ey had a Aproducer o positio

| o wii as its predecessi@Segn af AMearicatwasifosmedty launoch and

I't turned ou ol
f Ne xt Geirtaleddhe seganGeneS8se ga Home Consol e

make games



The idea of being a producer piqued my interest and so | interviewed for the position.

They offered me the job the next day, exprestiedr main reservation was that | was extremely overqualified as a
developer but that those skills would help me manage external developers as a producer.

Unethical Leadership in Sega:

The head of the division was named Ken Balthaser fdsert
industry as Ajunior o). He was a | arge, t hawarknesseaded,
emboldened him to strut abioas if he was genuinely smart and capable. He was an idiot.

Ken hired legions of low integrity con artist developers within a week of my starting. | told him they were weak or
incapable developers with specific reasons with evi de
devel oper sicgiigmsingadoofd devel oper so.

He was about numbers and quaritityot about quality.

I | earned from another executive that they were all/l f
which included starting a specified number of game contracts within the initial console launch window.

ltmade sensesadiyt he | eader ship wanted personal bonuses even
succeeding, and so they signed developers regardless of their ability to succeed.

Once more | saw that sederving evil pervaded everywhere.

Lithuanian lllegal Alien Developers:

I recall one time a developer visited us at Segaé

Two men visited us at Sega of America to pitch being the developer for Genesis Dick Tracy (or any game vie wanted
they were desperate for work).

One of the men had a thick accent but spoke English well enough for me to understand him. He brought me aside anc
me know that he was one of a dozen engineers and artists from Lithuania that were promised freedom and employmer
but instead they aradentured servants working long hours with virtually no pay and only taken out once a week for a
social event like a movie.

| could not believe my ears. This guy was telling me the company pitching was an illegal sweatshop for video game
developers!? | had never imagined such a thing.

Despite calling out the situation to the head of development Ken Balthaser he signed the Developer sweatshop using
illegal alien engineers and artists.

There was no way to describemmyf f ense t o the evil of enslaving people

In hindsight, maybe | should have called Immigration to have them shutdown? Or maybe | did the right thing by letting
them remain in the U.S. and maybe find their way to legal residence or citizenship?

Choiceséwe cannot know what might have been, only knc
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And im E214End Days at Sega

End Days...
...for Sega

Local File:
ALibertyBooksVideo¥214 End Days at Sega.mp4

Rumble Episode Link:
https://rumble.com/v55uo5e214enddaysatsega.html

YouTube Episode from @HellDifficulty Channel:
https://youtu.be/bBk3_mHalvo

Description:
Hear the tale of the hubris and conceit of Mark Cearney and his role with early Sega of America.

Listentothed ownf al |l of Segaé
And 1 listen to the rise of Sony Computer Entertainment of America (SCEA) and the PlayStation.

Learn about the launchof Xbéxand of i ts Billion Dollar ORed Ring of
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LibertyBooksVideos/E214%20End%20Days%20at%20Sega.mp4
https://rumble.com/v55uo5p-e214-end-days-at-sega.html
https://youtu.be/bBk3_mHa1vo
https://rumble.com/v55uo5p-e214-end-days-at-sega.html

Mark Cearney Sega of Europe Head Was a Jerk:

One day at Sega of America (SOA) VP Ken Balthaser had a meeting with all the producers and Sega of Europe (SOE)
head Mark Cearney. | had met Mark Cearney here and there and can attest that he was what sheyfcallo y a | pr
an -hifiod e o .

Politely speaking Mark Cearney was a jerk!

Mark Cearney looked asheaciedoncei t ed choice of words, condescendi
(young upwardly mobile professional individual) fashionable clothing, and extolling his grandeur and important people t
knew at every pssible opportunity (and even when there was no sensible oppoiturgtyudely declared how great he

or his ideas were).

Mark really was a yuppie obsessed with material things and financial success no matter what harm it had on others.

The meeting with Mark at Sega was arduous and painful, but it ended, and Mark returned to Sega of Europe (SOE).

Mark Cearney at Electronic Arts Years Later i Scumbag Succeeds:

Asanasideyears | ater when | was Chief Technology Officer
Cronce asked me to join him at an EA CTO Worldwide Conference he was hosting.

To my horrori Mark Cearney was attending as well.
Cearney was representing Sony!

He had weaseled himself into a senior executive position in Sony of Europe and was there at the CTO Conference to [
how Sony could help Electronic Arts port its games to PlayStation more effectively and attain higher performance (AKA
faster games witmore special effects).

Mark pitched Sony would offer engineers to work digeside with EA developers to both code and show them how to
maximize Sony hardware capabilities. He promised exclusive accesslevkivinardware interfaces. He offered to

have Sony engineers optirei games independent of EA engineers so as not to impact their work or schedules. And thet
they offered reduced manufacturing costs and cash incentives.

Mark offered everything that EA could wanengineers, money, and access to hidden hardware and programming
interfaces. And all EA had to do was accept his offer.

Of course, Electronic Arts signed the deal with the defaith, | mean Mark Cearney. It made sense. They should have
made the deal & for business reasons.

But it was a clever Mephistophelean deal that made s
EAG6s i nt er na-andgheyfwoulddeara whiatrtobls BAsnade, licensed, and otherwise used.

And Once EA made a game on a platform, they would rel
on a Sony platform assured EA would publish on all future Sony consoles as well.

Reluctantly | must admit that Mark Cearney cleverly manipulated EA into investing in making all of their games on Son
pl atforms for far | ess money than they would have hact
involvement.



But I did not like Mark Cearney and while | had to agree with the decision it felt wrong to empower his return to Sony of
Europe as a succeskcking Electronic Arts into making a series of PlayStation games for development support,
discounted manufacting fees, and a token cash incentive.

No matter how much of a scumbag someorietiey seem to succeed and flourish.

Sad. Wrong. Reality.

Seqga Leadership was Bad:

Segads worry t haturned outwmtdo be theething they shiouldihavel worried about. They should have
worried about my integrity.

Segaof America leadership was bad
1) They funded development studios that employed illegal aliens as indentured servants.
2) They signed contracts with developers regardless of ability to deliver quality games just to fulfill a quota so
they could earn a bonus.
3) They did not care about the quality of developer lives or game quality or hitting committed delivery dates.

It seemed to me that Sega of America leadership was solely about duping Sega of Japan out of money so they could
i ncompetently play fApublishero while collecting big i

Resigned from Seqa:

| was so disillusioned with Sega and the inner workings of@aled worldclass video game console manufacturer.

The head of development came to me and told me | neec
It was important.

Well, | was okay with dropping everything and getting on a plane. It was presumably my new job as a producer.
AOkay, how do | arrange flights and travel detail s?o0,

Easy enougfi work with the admin and she will let me know what must be done to book tickets and get reimbursed for
expenses, etc.

I Il earned that | had to travel feconomyod coach acr os:

Did they not know who | was? | was not a lowly producer. | was a proven video game developer with a great resume :
history. Andibei ng di sillusioned with the nasty executivesé

And beside$ it was ME!

What did | expect? First Class for any flight over t
But that was how | felt theh entitled!

I could not let such low integrity business dealings and decisions on top of insufficient recognition of my grandeur stanc

| decl ar ed, il guit!o



In some ways their original concern that | was overqualified may be the root of my resignation after all. Because of my
success and expertise, | felt entitled to an opinion on what developers should be signed and to higher grade travel
accommodations.

That opinion on appropriate travel accommodation and expectation of only signing legally staffed qualified developers
was why | resigned.

It is remarkable that company leaders are often just as morally corrupt as laborers on the assembly line. It does not m
how high and mighty or how well paid someoné they can be corrupt and evil like anyone else. Ken Balthasar and
Mark Cearney pved that.

Enter Sony of America and the PlayStation:

And in came Sonyé

Sony saw the video game market eating into its entertainment and film industries, and it needed to get in on the action
video games too.

Sony of Japan formed a U.S. based arm to operate as a manufacturer, licensor, and publisher of games for its new
platform the Sony PlayStation. It was natively a 3D video game console but also had traditional 2D console capabilitie:
The PlayStation wagenuinely the next generation of gaming consoles.

Nintendo countered Sony with its new Nintendo 64 console. Sega was slow to react and introduced a stopgap console
called the Sega 32X and quickly followed up with its Sega Saturn.

Asanasidé Sonyo6s game divisions were extremely important
became Sonyds only profitable division and | eft Sony
versions of theimovies.

i Cons ol & Sadak.G:0

The three video game console superpowers waged the 0c
Sega, Nintendo, and Sony were the centerpieces of the console wars. There were many other smaller gaming console
the industry. There were numerous fialternativeodo f 1l a\
gained much notorig.

Eventually Sega lost its competitive edge and cool factor and would die. Much like Atari Games eventually sold off its
assets and game intellectual property, so did Sega.

Sega Soft was formed as custodian and shepherd over ¢
games. Sega Soft languished and faded into oblivion as well.

All that people remember now (MAYBE) is Sonic the Hedgehog and perchance his sidekick Tails.
Sega was knocked out (K.O.)!

i Cons ol é& RisgafrXbod:

As the three superpowers seemed to have become two superpowers, a third superpower ivhsiaissuft Xbox.



Mi crosoft was determined to put a cool and hip fAfacec
over decades, but Microsoft would not only compete with the video game console superpowers but become the NUMB
ONE video game consofer many years.

Sony and Microsoft Xbox vied for mark supremacy since the beginning and their war rages on to this day. They have ¢
still fight tooth and nail for market dominance.

Having multiple huge competing consoles and publishers is great for developers and gamers because there will be mo
games, bigger budgets and teams, and therefore better games.

Everyone winsé in the console wars.

Shaky Start for Xbox i Billion Dollar Red Ring of Death:

Microsoft joined the fray with its new video game console the Xbox. Xbox started with problems including a billion
dol Il ar recall over a critical hardware failure known

The LED green power lights would blink RED on specific system failures. Such a fatal system failure would happen
randomly within many Xbox consoles resulting in mass returns and upset gamers.

Microsoft executives were furious! Tbdox console was created to engender goodwill and love of Microsoft, and
specifically to overshadow its fAevil empiredXwwowap or at
making Microsoft look incompetent and bad to consumers.

Microsoft issued a Billion Dollar recall supporting any Xbox returned would receive a new one without any questions
asked' shipping covered too.

I't was an insane amount of money, but 7 spendana bsemoneysas & t
marketing campaign for Microsoft corporate goodwiill.

Xbox Triumphs Over Time:

Microsoft was intent on buying their way to become the top video game console platform.

Xbox would triumph over time through sheer cash investment and determination. It developed games internally and
contracted externally developed games as well. It purchased development studios outright. It sigeed kexausive
deals with game maksr

Video Games Triumphedi Foundation Paved by Underdogs, Grown by Mega Money:

It is remarkablé to look back and see how much of the video game indubtid its foundation formed and pavelly
scrappy underdogsbut grown huge by mega corporate money and investors.

| am glad | was an earlyFoundefi when t he i ndustry was more Oreal 0.
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E215 MINDSCAPE FAILED STRATEGIES, CHESSMASTER, MOVIES, LAYOFFS, FIREARMS

FAILED STRATEGIES
MINDSCAPE, CHESSMASTER, MOVIES, LAYOFFS, AND FIREARMS
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Local File:
ALibertyBooksVideo¥215 Mindscape Failed Strategies, Chessmaster, Movies, Layoffs, and Firearms.mp4

Rumble Episode Link:
https://rumble.com/v55u09e215mindscapdailed-strategieschessmastamovieslayoffs-andfirearms.html

YouTube Episode from @HellDifficulty Channel:
https://youtu.be/L]YvWOG6fecM

Description:
Hear about the downfall of computer gamaker Accolade, following negame executives taking over.

Learn how unqualified people steal jobs from qualified people.
Listen to the tale of Mindscape and Chessmaster.
Situation Ethics are frontand centes howcasi ng how people are mere 6to

See how Mindscapebs o6l ow integrityo6é spineless | ayc
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Accolade Under New Managemenit Kraft, Good Year, and Time Magazine Execs:

Over the years| had friends work at a software company called Accolade, at different times in their careers.

Accol adeds major claims to fame was its Test Drive s¢
iback i n theisbagyowaylébngagolt hat er a

At one point | did a fAsoft interviewodo at Accol ade to
that Accolade had replaced its leadership team recently.

Accolade had determined they needed to become more efficient as a game developer and publisher. They decided to
a new executive | eadership team to i mprove the compar
corporate leaders.

Accolade replaced its marketing head with an executive from Time Magazine because he was an expert in advertising
demographic & psychographic targeting. They appointed a Good Year executive to oversee development because he
a production line guruAnd they hired a Kraft executive to run the company.

There you had it Accolade leadership had zero creativity, zero software engineering, zero game design, and zero cros:
discipline development experience.

They treated Accolade |li ke a commodities business wi-t
Accol ade treated its developers | ike Atari Corp (not
president Jack Trami el |l abel ed game devel opers as no

a dozeno.

Devel opers quit Atari Corp in droves over that nAtowel
devel opers abandoned themé in a similar way.

At ar i Games and I nterplay and many game companies | f
experienceo. They extolled engineers that could | eac

interface architects, and 223D artists and animators.
Accol ade HAD the culture of video game devel opment b

The new executives envisioned they would make Accolade into the biggest shiniest star in game publishing ever. The
were entirely wrong.

They had no idea what they were doing and drove Accolade into bankruptcy within a few years.

Unqualified People Steal Jobs from The Qualified:

Accol ade taught some unfortunate | essonsé

There have been countless times the wrong people are given jobs they are blatantly not qualified for. And yet, people
keep getting jobs they do not know how to succeed at.

I think the worst thing about people Ain over their I
they joined, but rather the worst thing is taking the opportunity from someone else that could do the job successfully.



Taking a job that you are unqualified for is selfish and, therefore, evil. You are taking the rightful livelihood from
someone that trained and learned for the job.

Bottontline - It is wrong for an unqualified loser that did not expend the effort to learn to become competently
employable to take a job from someone else.

Accolade was the quintessential example of the wrong people giveri ghatresulted in the destruction of many jobs
and opportunities for othersé not to mention taking t

Saving ChessMaster and Mindscapeds Falll

Letds talk briefly about some stories when | worked f

From being an employee at Atar.i Gamesé | joined Mind:
dying Chessmaster franchiséJy job offer was explicit make Chessmaster profitable and be promoted to run the
division as its Director of Software Developmemntverseeing the Intelligent Games divisiaor fail to make it
profitableé and be fired. It was that simpl eé

| embraced challenges my entire life. This was no different. | took the chailémgause | believed in myself. And
succeeded.

Though there are many d@hes dmasteare éwehe owuua weode avmds a
great business success; Chess mast e-reboetadrthe Ehkssiabter Manthisa, o r
such that many more sequetsuld be made over the next decades.

Stories of Mindscapebs Fall

Stories while at Mindscapeé

At Mindscape | partnered with two engineers that loved networking and dreamed of making a game work on the Local
Area Network (LAN) and someday even play over the fAne

Well, we three made a Local Area Network (LAN) SDK and API so other games could use the tech once we proved it c
and refined it. After a few months we had a LAN Chessmaster working well;-adset game was perfect for network
gaming.

We translated the LAN IPX interface to use a Internet TCP interface with traditional browser ports so we could cleverly
enter peopleds homes as if we were a web browser and
brokering games and pliamg over the Internet we began compensating for latency and performance.

Although Chessmaster did not require high speed low latency communication some games did. UDP is a communicat
technique on the Internet that might not successtiul )
doesnothavelaot of checks and handshakes. We made a thin
fast version of Internet TCP.

Once we had Chessmaster Online | wanted to have an awesome demo for Shows and Events. | managed to take an
electronic chess board that had a serial and a parallel hardware interface to computers and make it talk to Chessmaste
Online. The result was pelepcould play on a real Chess board moving real wooden pieces and the computer mirrored
everything they did so it always matched the physical board.



The computer would show on its screen what the Al move was and blinked LEDs on the Chess board showing where t
person should move the Al 6s c¢ hes sihymare ghgsicadahess garae, gndhAl s i ¢
played seamlessly overtheet wor kéand | ater over the Internet!

People did not know if they were playing against an Al or a human when they played online. One game early on
surprised u$ someone had Chessmaster Online using a Physical Tasc Smart Chessboard in Tehran, Iran and was pla)
against us in Novato, CA USAAmazing in general! And INCREDIBLY AMAZING back then!

During my time at Mindscapel worked on many versions of Chessmaster including Chessmaster 5000, 5500, 6000,
Online, and Live. | forged partnerships with International Grandmaster Josh Waitzkin for expertise and tutorials, the Se
Francisco Chess Acadgrfor grandmaster Al modeling, TASC for the Smart Chessboard, Johan De Koenig for the
worl dés most advanced Chess Al and database of 450, O
Chess Federation for rated games, and more.

The two engineers and | delivered a Network middleware that would be used in all Mindscape games and Pearson Limr
(a UK-based education and distance learning company that would later purchase Mindscape). | worked on several sm
games and demos atiddscape but none of those work too important to me.

All that was not as complicated as it sounds. Or at least | do not think it was too complicated. It just had a lot of moving
parts to juggle.

Like I saidi Chessmaster was successful. Chessmaster not only was saved but it sold over ONE MILLION copies and
well over $1 Million revenue per employee that worked on it! It blew the barn doors off with its successgode at
Mindscape thought | walked on water. | was given the promised promotion. | wasDiozetor of Software

Development for the Intelligent Games division.

After a year, the VP of Development Don Laabs saw the rest of Mindscape struggling to be profitable and muzzled bac
into the Intelligent Games division to justify his continued employment. He micromanaged me which was unacceptable
to me.

| went to the executive vice president to make my case. She agreed that | was justified in my view, but she was not go
to support a Director over a Vice President she has known for many years. -Bo¢toryou may be right, but it does not
matter tome . The Executive VicellPrdcisd dremtt oddrde ,noanymareeé sz

Well, | resigned and formed Karma Entertainment which immediate got a contract from Mindscape (the company | just
quit from) and Atari Games to make Personal Computer Windows DirectX and 3DFX/OpenGL versions of San Francis
Rush and The Rock.

Intelligent Games (Chessmaster) Only Profitable Division:

Letdbs continue with more tales of Mindscapeé before |

Mindscape was not successful throughout all its divisions. In fact, Intelligent Games (the division | resurrected) was the
only profitable group within Mindscape. And it was EXTREMELY PROFITABLE.

I ntelligent Games was the envy of everyone in Mindsc:

Mindscape Sold to Pearson Limited for Distance Learning (not games):

Mindscape could not survive on its struggling product sales. Chessmaster sales were not enough to carry the huge
Mindscape corporation. Mindscape had to do something.



The company put itself up for sale and was eventually purchased by UK based Pearson Limited. Mindscape was to
change its game and intellectual game experience into Distance Learning tech and applications.

Pearson was okay with games continuing but only so far as they weseaffieient, which meant only Intelligent Games
would survive the merger. éas it was the only profi-t

The Mandated fAMoviedo Layoff and Firear ms:

Mindscape had established a tradition of a few times a year having the entire company go to a local movie theater and
watch a movie fon the companyo as a bonding experienq

AMovie Dayo had come for Mindscape!

Everyone happily left the mulsitory office building and walked across the parking lot to the movie theater (it literally

was next door kittycorner from Mindscape and a gas station).

ip the movie were direct
e

A few stragglers that wanted torembdire hi nd and s
I scorted out by securi-t

k
them, but they were |literally
It was fishy, at best.

The AMoviedo Layoff:

Staff naively praised the acquisition by Pearson Ltd., believing their jobs were safe once more and they could focus on
making products and not worrying about livelihood or income.

But when the movie ended, so did most peoplebs jobs

When people returned to the Mindscapecurity guards directed each person to swipe their badge on the electronic key
platei in front of them.

GREEN LIGHT:
If the lock blinked green and unlocked the door, you still had a job.

RED LIGHT:
If the lock blinked red and the door remained locked, you were laid off (no job for you)

The experience felt incredibly cowardly and impersonal. People lined up likeicatl&ing up to the door, and in front
of everyond went in with a job, or left without one.

Evil Includes fASituational Ethicso Low/ No Integrity:
It seemed to me Mindscape adopted fisituational et hic:
could be tossed outside in the fAmoviieandhawitcdn&edevioif af . I

compassion andace.
Mindscape management proved itself to be cowardly and without integrity or honor.

My definition of fAevilo expanded that day to include



The AMoviedo Firear ms:;:

Iwasnotal one in feeling Mindscape was not showing any vz
staffbés morale and they were not happy.

The day foll owing fimovie dayo the |l unchroom tabl es we
to advertisements for firearnigifles, shotguns, and pistols for hunting, sport, protection.

The | ocal police were called but they said it could I
their exposed pages. Of course, they admitted it could be a threat to the company and its management that staff fury i
boiling up to wepon thoughts.

Not hing ever came of the firearm newspapers strewn al

People Are Quick to Saber Rattle but slow to Wield the Sabér Sheeples:

| observed people are quick to complain and rant but are terribly slow if not unlikely to take any real action.
People I ove to fisaber rattleodo but are ASIlow to Wield

Peopl e on ma sipeopleawhefolldwsdheetiorpandetiiough complain will not do anything about their
lamentations.

Leaving Mindscape:

After my stint in Mindscape resurrecting the Chessmaster series to great success, delivering shared network technolog
across the company, and starting a new frané¢hidekermaster Mindscape was in a transition.

With Pearson Limitedés acquisition of Mindscape and
games, | did not see myself staying long with the company.

I had a great reputation as a technologist, designer, manager, and group director in Mindscape.

A recently promoted VP of Development Andrew during the transition to Distance Learning had no experience with
games or their underpinning tech. He knew the technology was to be adapted for Distance Learning and had to honor
existing Mindscape game commignts until they all played out.

Contracting with Mindscape, and Beyond:

Andrew was practical and while he did not understand the tech or process, he did recognize historical performance anc
delivery by individuals and groups.

He saw that my division Intelligent Games was small, highly efficient, insanely profitable, and was the only group to
export shareable tools and technology for others to use.

Andrew offered a contract to work to meéo work on a Tom Clancy demo and finish an online pafefoncept mass

player game called Net War. | finished the contracts so quidklg at Mi ndscape ran out of
around. lwroteigst al | ers for applications and other boring #fdb
relationship.

I had been contracting under my name directlyth Mindscape but decided that it was time | expand my search outside
Mindscape forgame contraéta nd get away from this fAjobo work.



Part of the Hell Difficulty Saga and The Liberty Zone

Yea, | had been spoiled with working on things | lovegla me s ! I had somehow-gamel | en
things. It sucked.

I could not fathom how people coul d ITisuckisthehfageiand | i ves
circumstance for what appears toibie majority of people.
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E216 Karma Entertainmenf Rush PanzerGeneral,Tom ClancyVideo Games

.Life and Death -

Local File:
ALibertyBooksVideo¥216 Life and Death of Karma Entertainment and San Francisco Rush, Panzer General, and Tom Clancy.mp4

Rumble Episode Link:
https://rumble.com/v55u098216life-anddeathof-karmaentertainmenaind sanfranciscerushpanzerge.html

YouTube Episode from @HellDifficulty Channel:
https://youtu.be/SmOtiGSPHQO

Description:
Hear the story of forming contract company Karma Entertainment.

Learn about Alter Ego companies and how Incorporation cannot protect an them.

Listen to Karmaés first games and how they used 3DFX Vi
how software was able to reliably fry and destroy 3D video cards.

Learn why its critically important to 6Master Your Boa

See how Panzer General 3D struggled and failed.
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Forming Karma Entertainment to Engage New Era Development Publishing:

Tomaxi mi ze my chances of securing a contractél had to

If I was going to pitch developing games to a publisher (once more), | felt it was necessary to be more than an individu:
contractor. Contracting was still viable in the Videé

And soi | concluded | had to formally found a companryand no longer be an individual, with a few subcontractors
(like I had always done, throughout my freelance career).

| formed Karma Entertainments legal fictious business name (FBN)hd obtained a federal employer identification
number (EIN).

No Value in Incorporating:

| investigated incorporation as welbut learned that without more than three officers and additional $tégflegally no
more than what i s Kk neowhno saes pfiraelcteedre netg oids cwoenapkaén y

It is easy to legally remove legal protections afforded to companies by Incorporation or Limited Liability Corporations
(LLCs) . Aggressi ve | awy e ristoravertralpdases bhck to the imdividual foundee(s). E g «

Invariably1 plaintiff lawyers succeededat establishing that tiny companies with few people heading @re typically
formedi solely to avoid accountability by a few corrupt people, not about affording a large company protection from
distributed deision-making leadership.

Andsoibecoming a for mal corporation offered red tape, L

Therefore | did not bother with going beyond a Fictitious Business Name.

Obviously- | abandoned any idea of incorporating given the expense, operating oveaneddbilities, and getting no
protection from it.

Karma Entertai nmd®dn&rancisco Rusht Thé8Rock: Gi g

AndagainrLooking for another opportunityé but this time f

Steve Calfee and Bill Hindorff Vice President and Director, respectivefyom Atari Tengen offered me a contract to

port (AKA translate a game from one platform to another) San Francisco Rush: The Rock (Alcatraz edition) from Coin
Op Arcade and conster Nintendo 64 versioismade t o run on PCO0s running Wi ndc
interfaces 3DFX and Direct3D.

Direct3D and 3DFX (not OpenGL):

I had not programmed the 3DFX chipset before. It was the foundation for 3D video cards known as Voodoo and Ravel
and all sorts of cool sounding names.

card manufacturers deferred to Micr osc

Ot her 3D v o]
game development, something Microsoft we

i d
Afgenerico 3D
platform.

e



Microsoft ultimately succeeded so well with Direct3D that no other 3D API exists in a meaningful way on PCs for game
devel opment . Some people wildl argue OpenGL is the st
spacesoOo (Ihthewebittha@d@as appoogrammer Areligious divisive F

Working with 3DEX and Direct3D Chipset Manufacturers:

SF Rush had performance issues on some computers and some 3DFX video cards. | worked directly with manufactur
|l i ke S3 on their ASavage 3D0 chipset. I met and worl
over theVoodoo 3DFX chipset.

I hired a Direct3D expert to code the Windows API while | dealt with 3DFX. When 3DFX was making progress, | woulc
switch over to help with the Windows Direct3D version.

No matter what | did the Raven 3DFX video card just did not compete with other cards. It was the latest and greatest
from 3DFX but it was slower because it was adapted to support Direct3D (even slower than native Raven 3DFX).
Candidly, | found the RaveBDFX to be great in concept but failed in execution.

Fried VideoCardsi Me | t ed GPU #AChip Gateso:

| eventually had an Epiphofidd  coul d bypass the fiwritedo verification
In-FirstOut (FI FO) register. That would | et me Apush mor
the Awrtitwaodul d Thhaake the Raven O6slow card6 competitive

Experimentation proved it worked wélithe game achieved a solid 30 Frames Per Second. | wanted 60 FPS but half at
30 FPS is not perceptible to most players. Of course, purists will notice just like audiophiles notice loss in CD music.

Most of just danot notice the difference.

However, my brilliant idearesulted in curious problemsluring the final testing stages of SF Rush: The Rock.

The Test Manager asked me, fiDo you have any idea why

What an odd question! AnOf course, there is no reasort

But the Test Manager pointed to a garbage can full of several dozen videbd almdere dead and fried. Something
made them stop working, and every case occurred when SF Rush was running.

It made no sense, but | finally found the culprihy i
result in some video car
switched on off too fast.

speed upod solution bypas
ds (call

running so fast
| learned that things that seem in the moment irrelevant may be critically important.
In the end, San Francisco Rush: The Rock shipped on time.

Master Your Boat Controls:

Later in life- | would take the idea of understanding things and the world before interacting and using them extensively
was important. It was critical to learn controls, threats, and mitigation options before engaging with new things. | want
immensed et ai | before engaging outside a known, fAsafe spe

I coined the idea nHMastering Boat Control sbo
Before using anything:



1) know how to propel,

2) steer,

3) dock/moor,

4) where all emergency equipment and gear is as well as how to use it.

The premise was simple.

You should know everything about your next steps and actions so you can plan correctly and mitigate issues as they c
up without needing to figure out how things work in the heat of an emergency.

I coined the phrase ABoat Control so because | formal.
captain out of a marina around a massive vehicle transport ferry and through reefs and rocky and wavy ocean waters.
something happenedneeded to know how to mitigate it.

Panzer General 3D PlayStation:

Back to Karma Entertainmenté

I had to find anot hielr hcaodn ttroa cftién d Amodr et hwosr kt i(megai né) .
As SF Rush was wrapping iiiMindscape and Strategic Simulations Incorporated (SSI) were acquiredrited

Kingdom company. They would now be owned, and operate under Pearson Limited; and they would make learning

softwareé and still make games!

Mindscape/SSI gave me a contract to port Panzer General to the PlayStation but make it into a 3D game with 3D mode
and animations.

The PlayStation was the first video game console to have full native 3D accelerated haatlarthan Super
Nintendobs Mode 7 which was a matrix transformed 2D I

Previouslyi
1 1'wrote SNES Mode 7 features in games before so had intimate knowledge of it.
9 1 also wrote Dick Vitale Awesome Baby Basketball for the Sega Genesis which had to emulate the SNES Mode
capabilities. That was insanely hard to do on the Genasid garnered lots of press being shocked how a Sega
Genesis could deliver 3D scaled titg graphics where no other game ever had. Well, | could do it because |

was a genius.

Bit Off More Than Could Chew:

On San Francisco Rush, for Atari Games é

I only had to fix bugs and polish SF Rush on Windows using 3DFX and Direct3D chipsets while | began the Panzer
General 3D contract.

To scale, | hired a PlayStation and 3D experienced programmer named Franz to work on it in parallel to my finishing S
Rush.

This guy Franz sucked! He was secretive whenever | came around to his home where he worked; we all worked remo
in our homes as a virtual company with sync calls and meetings.



Franz failed to deliver a single milestone. He made no billable progress.
| ended up working 1t8ourworkwe ek s f or nearly si x weeks. It was ki

0Bve Byebd Panzer Gener al 3D for PlayStation:

Too much! It was the first and only time in my life that | let a contract get canceled.

| told SSI that | was sorry, but their expectations could not be achieved with the engineer | had hired and unless they w
prepared to extend time the game had to die.

They agreed and said it was speculative anyway. Pearson is not excited about games, but smooth things could make
through and get published. Panzer 3D was not going smoothly.

They concluded along with me' that Panzer General 3D should be canceled.

Hurt Trusting Others - Again:

It was a tragic remindéronce agaiit hat whenever | truly relied on, and
t hey would hurt me. Panzer suffered because | trust
contract; howeer , he withdrew and became secretive, apparent
And for what and why? None of it mattered©é Peopl e t

untrust wor t hiyhey nap lweteay Yo or atdeastlet you down.
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E217Burned Out at the End of KarmaDaddy ATM

™ Daddy ATM |
* ! End of Karma

N o

Local File:
ALibertyBooksVideo¥217 Burned Out at the End of Karma_Daddy ATM.mp4

Rumble Episode Link:
https://rumble.com/v55uolg21Zburnedoutatthe-endof-karmadaddyatm.html

YouTube Episode from @HellDifficulty Channel:
https://youtu.beMngf apjaM

Description:
Burned out from the relentless demands of Karme Entertainment and its difficulties, Richard had to seek a multitude of patl
to income.

Despite his personal cash problems, he faithfully sent money for his children despite believing much it was not spent on
them.

He found himself on formal unemployment for the first time in his life.

Richard had to juggle |ife and find worké
éall thHhRi whatd felt he had become fADaddy ATMO with his
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Burned Out and Return to Employee (not ContractérEnd of Karma:

Moving forwardeée

I had finished my contracts with Atari and endedaomptract with Pearson/Mindscape/Strategic Simulations
Il ncorporated. I was so burned out from the crazy hout
Panzer General 3D that | wanted to leave contracting once more.

Karma Entertainment was too much for me to keep going. There were over a dozen people that depended on me for t
income and | ivelihood. Wit hout seeing a clear path t
| could not let then happen.

| used credit cards and went into huge debt to keep paying people while we looked for a new contract. But salaries
consume money stupid fast, and we did not get a cont:

There was only one choice practically speaKikgjl Karma Entertainment and inform everyone they need to find new
work.

| ended Karma Entertainment but had over a hundred thousand dollars in revolving unsecured debt to show for my ins:
effort and work.

fiKar mao was Bull shit. [ wanted to believe in it.
and buried in debt!?

Owning a Company is Hard:

Owning a company often meanscraping by, living, and paying staff with lines of credit, chasing every tip or
opportunity as they avail themselves to keep cash flowing with new deals, never mind the actual work you must do to
deliver Aproduct o.

And - did | mention relationships and networking? | never likeshd was not good &n et wor ki ng é but
done, it was part of my contractor lifestjylp ar t of my 6j obé.

I *chose* my paitlh,haand odaé anpirrowésat everything, even
Owning and running a business is not easy; it is hard and extremely demanding.

People just never understood what it is to be an entrepreneur or businessuviihéney did it themselves (if they ever
dared to take the | eap, and plunge in freelancing)é e

If they did freelancé they usually learned and became understanding of the many stages and cycles of business and
video game development.

Otherwisei they complained ignorantiyas i f t hey knew betteré l i ke Accol i

Ex-Wife Cash Drain:

Al'l the while being challenged to make Karma Entertai

My ex-wife seemed to be under the impression that | was rolling in-dashc ause | fAowned my own



I't was remar kable how ignorant peopl e are adndeatnedid@owni
lotofmoney-as i f every doll dantdl whaspgidawaszaml repercent e

Well - Every dollar | was paid belonged to Karma Entertainment which had to pay a lot of people, overhead, buy
equipment and software, and then pay me (if there was money left over).

There were a dozen people with spouses and cwifelwdsr e n é ¢
demanding more moneytopaylied espi t e my already paying TWI CE what t
wanted additional money paid agiemental spousal support.

| paid excessively more in child suppednd in spousal supporthan California or local laws required. | believed that
my children deserved everything that | could do for them despite my soiled relationship with their mother. But all | paid
neverseemed to find its way to my children.

Never would | knowé where the money went. Il i magi nec
with all the money | gave her.

| *WISH* that California at least required recipients of child support to report what the money was spent on to the other
parenté to ensure money was reall vy s peiiblackhales tahnetbe hi | ¢
probedéyocuwmrmi ghti nlgs you doimioghtwant to knowé Yea

My Special Purposei Give Money as Daddy ATM:

Inresentmentl eventually called myself ADaddy ATfgWdongy. nhce t

Unemployed for First Time:

And again- It was unclear what my next contract would be.

| had been looking for a while and was losing hope. Nearly six weeks had passed and still no contract in sight. It was
scary!

For the first time since | began mgreer making games, | was at risk for not having work! Not a job. Not a contract.
Nothing.

Cirrus Logic Interim Contract:

To make interim cash | managed to get a few fAbusines:

Cirrus Logic had Memory Cards (like predecessors to USB Flash Drives) that were faster than most others on the marl
They wanted me to write a street racing car game that let the player drive down the road with joystick or keyboard.

The player could physically remove and insert memory
hit a high enough speed, the demo would issue sirens and send a police car to pull over the memory card that was
Ascreaming too fasto.

It was a silly but fun demo, and it paid me some money to help get through my downtime between game contracts.



Part of the Hell Difficulty Saga and The Liberty Zone

E218] T6 S A GOLDEN GATE LI FE

Local File:
ALibertyBooksVideo¥218 It's a Golden Gate Life Motorcycle Crash in San Francisco California.mp4

Rumble Episode Link:
https://rumble.com/v55uom&219diagnosedo-die-from-swelling-brain.html

YouTube Episode from @HellDifficulty Channel:
https://youtu.be/79kloKibUIk

Description:
Tragedy befalls Richard as he crashes riding his motorcycle on the San Francisco Golden Gate Bridge.

Orderly chaos follows as paramedics and emergency responders are on the sceneipsbigittg down the
Golden Gate Bridge entirely.

Hear the tale of Richardbdés tragic accident on Chri
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Golden Gate and Major Accident

Motorcycle Accident on Golden Gate:

Letdbs flash back a bité

When | was working for Mindscagjea s Di rect or of Software Devel opment,
|l i ke Chessmasteré and when my divorce was cl osingé

I was living alone in my 3,000 square foot house in Petaluma, CA. My office was downstairs and bedroom upstairs. T
is important because | had an accidéra big accident.

What accident? Wel | é
I was driving to the Bay Area from Petal uma, passing
rainbow colors painted around its entrances, when | saw the cars around the turn just outside the tunnel exit were all

slowing. Their brakéights were intermittently red.

| was driving maybe 45 Miles Per Hour (MPH) in a 55 MPH zone. | slowed quickly to 35 MPH in preparation for what
mi ght be on the other side of the tunnel ds curve.

As | rounded the turn, | could see the slowing cars were coming to a stop as they could be seen across the Golden Ga
bridge and beyond.

| had a choicé

1) swerve left or right between cars and hope they do not hit me as they slow down,

2) or try and stop without hitting the car in front of me and the car behind me not running over me.
Neither option was good. | decided to brake and slow down.

The car behind me was not going to stop in tinle was going to hit me. The cars ahead on either side that | might
swerve between were fishtailing with brakes locked in a turn.

| was in trouble!

Motorcycle Accident on Golden Gateé Leg & Arm broken, 14 Fractured Teeth:

The front of my Harleyclone lookalike Yamaha motorcycle hit the rear of the car in front of me at about 15 MPH but
that was enough for it wedge its front wheel into and below the bumper which in turn threw me forward into the
windshield faring, which kncked me back and off the bike to the ground.

The motorcycle raised on its front wheel, spun around in a pirolate, and crashed down on top of me.

| was wearing Kevlar laced leather jacket and gloves, steel toe boots, daddutielmet. It was not enough.

The clutch lever sheered and became a harpoon that cut through my jacket. My left foot was wedged in the rear wheel
sprocket and chain, dislocating toes through my boots. Doctors said | would have lost my toes if not foot were it not for

those boots. Téy said it was a miracle the clutch lever did not pierce me.

My helmet was cracked in two places, my face shield broken, and thirteen teeth fractured with blood everywhere all ov
the ground, my visor, my face, and my jacket.



My left leg hurt and burned insanely as did my upper right arm and right hand. | had fractured my arm and leg. My hat
was severely sprained but not brokemlso a miracle the doctors declared.

Good or Bad Insurance?:

The paramedics when they cut

of f my jacket joked, Aot
Sorry for cutting up your jacket

Your | ife may depe

They cut my jacket off. They cut most of my clothes off. They inserted me into a head arddkaty stretcher. They
had no idea if | had internal or head injuries.

The | ead paramedic | eaned over to me as my blood f 1l o\
is it? HMO? PPO? What ?0

| could barely think straight. [ muttered, AiPPOO.
ifAwesome! 0, he excl ai med. iGood I nsurance! We are gc
Apparently, San Francisco General is had an awful rej

Hospital wasconsidered the highuality welkto-do treatment center.
Good thing | was going to Marin.

Hospital Admission and Triagei Doctors Loonie, Payne, and Bones:

There is no way | could have imagined the insanity of

First, | was greeted by a hospital psychiatrist who asked if | wanted to crash my motorcycle. Of course not, it was an
accident. No problem, the psychiatrist left.

Second, a lawyer came to me and decreed | had been abused by a faulty windshield faring and brakes could be faulty,
the tunnel signage should be better, and more he coul
way! ljusthadtd et him represent me. I had integrity and wa
Amazingi the stereotypes were real with accident chasing lawyers.

Asanasidéi t was probably a mistake not to pursue the | eg

Third, three doctors visited meDoctors Loonie, Payne, and Bones. Crazy, their names were Loonie, Payne, and Bones
Only in my life could | get three doctors on my deathbed with those names. Insanity!

Ironically, Doctor Loonie (not Doctor Bones) told me about my fractured bones and teeth. They would treat my injuries
but I would need to see dentists for my fractured teeth.

Loonie told me that my uppeight arm was fractured just under my rotator and so it may not heal properly without a
brace. But to surgically insert a brace would be, well, surgery. And it required they fully break the fractured bone.

I was not inclined to pursue Looniebs idea of breakir
versus seeing it healed correctly on its own and doing the nightmare treatment if it did not heal right.

Doctor Payne wanted to take blood tests to see if | had internal injuries, but | was in too much pain to endure MORE
SUFFERI NG. I said, fNo. | donét want anything. o



The doctors left accepting my decision. However, a parade of nurses and medical assistants flowed through asking mq
why | would not get blood tests and stressed if something was injured inside me, | could die.

AFine! o, | agreed. They did their blood tests and f

Ice Spill During X-ray

I'n recognition of my fiHell Di f f i c utray myinjurids theradwlogy n t h ey
technician used bags of ice to prop up my swollen fractured limbs.

As he raised a bag to place near my neck the bag of ice broke, and ice fell all over my face, neck, and body. With my
head clamped in a harness | could not move a millimeter. Ice cubes lay in my eye sockets, and | could not move them
dare open my eyes

The technician was di smayed, niH ohuav e emaevse rass eae nr atdh aotl
He picked the ice cubes from my eyes and neck and body. He cleaned them up from the harness, bed, and floor.

Even when | do nothing at all, bad things happen to me.

Christmas Day Amanda and Brooke in Hospitai i Ar e you going to die?0:

Merry Christmas to me! Yes, | crashed on Christmas Eve and had spent the night in the hospital. | would spend the n
week in the hospital before being released.

As | laid in the hospital on Christmas Day mywi#e visited my two toddler daughteirBrooke at three and Amanda at
five years old.

Amanda looked on with worry and tears. She had never seen her father incapacitated much less laid up in a hospital &
with arm and foot suspended and tubes running in my arm and up my nose. Machines beeped and blipped and pumpe
She did not know whdb say or do. She just watched with worry.

Brooke asked, fAAre you going to die, daddy?o0 Shiute  d i
she was asking possibly the most prudent question.

| answer ed, iNo, | am fine. o

AWhat is |1l lness tEag rtamd ?Bady of a Knight

I thought of Don Qui xot
tters?

edbs deat hbed mo mermnt? WhHatNwound we | |
For each time he

fall s, he shal.l ri se again,
And thereforg no’ | was fineé

Brooke Appeased:

Br
h

ooke ook my word
ad fu il A

t a swifefdid notvtatt to staymrdundadice me (
ed her [

t
| f nging my children to 1
| was glad to have seen my daughters. | did not know if | would die though | did not expect it would happen. You neve
know though, right?



They left within an hour of visiting. | did not see them again for over a month, not until | could transport and care for
them myself.

Daddy ATM and Parental No Rights:

Their mother focused on fulfilling her obligations to me regarding my children, but she never seemed to want me truly il
their lives THOUGH SHE VERY MUCH WANTED MONEY!

I would eventually | abel myself ADaddy ATMO in respor
children.

California made mothers figods of childreno with all

During a major conflict | pursued full legal custody of my children, but California refused to even entertain my argument
because | was |living outside California where they a:c

Even worse, | was living in Canada working with Electronic Arts Canada at that time. International residence defines
parental rights as NULL and VOIDZERO RIGHTS!

That is right! I lived outside the USA and so had N
U.S. Citizen.

0l t s a WoimtheHospital: Li f e o

With my children gone and being alone in my hospital room on Christmas Day | turned the little TV suspended high on
the far wall on.

't 6s a Wo wad playihgu It wak & dtogy lof a man that questioned his worth and value in life and was made to b
an angel what the world would have been had he never born into it.
The angel shows him how much of a difference he made on others and that his life was important.

It felt poetic for me to laying there in the hospital just shy of 4:30pm in the afternoon on Christmas Day in pain and
wondering how someone who strove his entire |ife to I
at alli just rardom smite from god (or the devil).

Heart Stop ASei zur eo:

Just after 4:30pm a bedeepbeep next to me began chirping, and it seemed to grow louder with longer tones
BEEEEEEEEEEEEEEEEEEEP!

| looked over andaw the heart monitor flat lined. Yea, it appeared my heart had stopped. Oficitnarseachine could
have just disconnected.

Weird! | mean, | did not feel anything.
And then | was weak. | was lightheaded then dizzy. | could barely raise my arm.

Two nurses charged into the room. One inserted a syringe into my IV as the other was charging a defibrillator to
presumably revive my heatrt.

Oh my god! Was | dying! ? Woul d Brookeds qu eisthinkimgn b e
it was not going to happené that | would die!?



Thankfully, the injection kickstarted my heart. It resumed Hegpbeep.

I asked, AWhat happened? Did my heart stop? Did I |
ifWe cannot say anything, Mr. Seaborne. You are okay.
the IV nurse.

The doctor did not show up until the next day. | had to go the entire night wondering what happened and if it would
happen again, and would it happen when | was asleep? Would | not wake up? It was inconsiderate if not cruel to leav
me wondering all nilt.

When the doctor appeared, he explained that | did not have a heart attack but rather experience a heart seizure resulti
from physical shock. He said it is common for fAroad:¢
peopl edxcilreaithee dewj uries are too great to survive so
afterallilyou were going to die anywayé

The doctor alleged that | should not have anyiongr m ef f ects from the fAheart sei
experience another incident now that | was fdAout of ¢t

God Sending a Message:

Perhaps God was trying to tell me something.

Maybe things were not as bleak or dire as they literally felt with my bruised, broken, bashed body. | was going through
lot of turmoil at that timé divorce, Mindscape going Distance Learning from games, Karma Entertainment fighting for
survival with aflaky subcontractor, and the stress of knowing a dozen families depended on me for their livelihoods.

But | was fApulling it all offo and making it successf
I reflected on the ironylafdsmua dMomisldeyra duil mm i mye h o § pidts e
suspended TV, and then for my heart to stop. It made clear that | could have died. And my daughters showed me hov
much they needed me (at least my income no matter what). What would things be like withaetribke | am

confident.

Apostle Paul according to Doug:

Doug Brandon told me that | was a lot like Apostle Rausuffered an incurable chronic cough that made me a pariah
(even with my exwife) and suffer constant abuse and suffering despite my faith. But Apostle Paul kept his faith no
matter how hurt or keen down he was. Doug said that | impressed him with my remarkable ability to snapback against
insanely oppressive and destructive experiences. I

As a point of insight | have tried to research Paul the Apostle and have never found the narrative Doug told me of him.
However, Paul 6s journeys would not preclude what Douc
religious schools, If@sumed he must know more than | could easily discover.

In any casé it was an empowering story from Doug that helped me get through some otherwise challenging and potent
defeating times.

I'tés i mperative t o hoilwhdenyoorbaty idhbaedten badly. Spi ri t, and | dea:

Empowering stories of overcoming challengesid of helping othersl i ke t hose of Apostl e Pe
those things help us get through otherwise-soushing experiences and times.



Part of the Hell Difficulty Saga and The Liberty Zone

E219Diagnosed to Die from Swelling Brain

Diagnosed to Die...

]
a—

Local File:
ALibertyBooksVideo¥219 Diagnosed to Die from Swelling Brain.mp4

Rumble Episode Link:
https://rumble.com/v55uol@218its-a-goldenrrgatelife-motorcyclecrashin-sanfranciscecalifornia.html

YouTube Episode from @HellDifficulty Channel:
https://youtu.be/16QJziNnYqY

Description:
Richard suffered dental damage from his recent motorcycle accident, requiring extensive time with dentists.
Still recovering from the motorcycle accident and dent
die.
Hear the story of how a tortilla chip reversed everyth
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Dentist Solutions to Fractured Teeth:

Although | was released from the hospital would be a long time before | could be mobile. My arm was fractured in
multiple places, and my leg was bruisedando | | enébut not broken. And | had

Iwassobadoffl stayed with my parents for a few weeks (tha
was no one else to care for meéat that ti me.

Once abletobesemobi | eé | had to consider the Doctords partd.i
They said | should go to a dentistiental surgeoih as soon as | was able.

| went to a neighborhood dentigio deal with my fractured teeth.

I had misgivings about the dentist. The office had two dentists, two assistants, and a receptionist. It was a small clinic
The dentist detailed a lot of damage from the accident. He described fractures going deep under the gum line and son

near the roots. He said that he could replace some teeth with implants, drill and fill wherever possible, or apply a coatil
that wouldseal the cracks. The latter was the least-tengy solution but also the least invasive.

I chose the fAeasyo |l east invasive patchwork approach
Dent al Procedures Uneventful #AMostl yo:
My dental work required a few visits to complete desy

overheard the dentist discussion about the procedure with a dental agdisiiambt as instruction or educatiebut for
what seeme like consultation.

Yeai the dentist was talking to *his assistan#pparently seeking advice on how to proceed with my dental work.

| was alarmed but | was also numipnuthed and planted in the dental chair. It seemed like | had to just continue and bea
it all.

Fireplace BBQ Lighter Sterilized Dental Equipment o0:

The dentist pulled out what appeared to be a fireplace long lighter to sterilize his drill and tools.
OH MY GAWD T | swear to this day the dentist sterilized his gear with a fireplacerosegd lighter.

| heard the click as he ignited it and watched him move the open flame across the equipment. | imagined it must have
some smoke decay or residue on it but he went straight to work using thedighilered dental gear.

Well i again, what was | supposed to do? My teeth were exposed and he was sealing thirteen of them. | could only
assume that | was not seeing things clearly or it wa:¢

Terminal Diagnosisi | Was Going to Die!

It was not even a month after my motorcycle crash in the Golden Gate Bridge that | began developing insane migraine:

| went to doctors and eventually met with a neurologist who said my brain was swelling without a specified cause and |
was going to die.



He prescribed two bottles of Vicodin and directed, i
painlessly when your suffering has become too much. o

You got that? The doctor gave me drugs to euthanize myself when | felt my suffering was too much to bear anymore.

Saved by Tortilla Chip (at Chevys restaurant)

| decided to go out and eat every night. | drank alcohol to excess. | had concluded that it was important to maximize
what time | had left within the means | had.

When dining out one evening in Foster City, CA at a-Wkex restaurant called Chevys, | bit a tortilla chip and one of my
Aipatchedo sealed teeth broke in two.

It tasted nasty. My tooth tasted bad! | spit out the tooth fragments and black gunk stuff came out with it. | went to the
restroom to rinse my mouth.

Within hours of breaking my tooth migraine began to fade. | was feeling better. Why?

Tooth Infection of Doom (sealed staph infection within):

Upon returning to the dentist, | learned that the dentist sealed bacteria in my tooth that grew into a staph infection. The
staph leaked out slowly through mieccacks in the sealant and it went to my brain and caused swelling detailed the
dentist.

Death was inevitable if the staph ever got loose fully and overwhelmed my body and brain.

But that tortilla chip saved my life!

Did the BBQ Fireplace Lighter Sterilization Fail and Cause my Staph Infection:

| had not considered until this recollection of rhe mo r
i nfection was not 6kill edd and was sealed inside one
Who knows? It seems plausible but all it points o H#ELL DIFFICULTY!

SurvivediDi d God Save Me with a Miracle, 6Randamndé Fat e,

They say that God works in mysterious ways. Did he save me with a miracle?

Survivedi Did God of Fate Randamn Save Me:

Or did the God of Fate and Random events, the God Randamn, save me? The god of Fate Randamn | imagined was
divine being of gambling and unexpected events, adorned with a web of chains with jangling dice of all shapes clangin
against each other.

Andsoiwas it Randamnés hand of fate that plucked me frc
mysterious ways, if so.



Survived i Was | Unkillable, an Undead Lich:

Or was | a mythical undead wizard known as a Lich, a genius being whose body decays and degenerates despite its
inability to die? As my mind and body have deteriorated, | sometimes think perhaps | could be a Lich, if such existed.

And yesi | know Liches and fantasy creatures are not real.

Survived i How Survived Did Not Matter:

It did not matter. It was Hell Difficulty in any scenario.

But | survivedi just thirteen slightly misaligned teeth forever more (because | did not want to undergo reconstructive orz
surgery) and mended bone Aknotso under my rotator anct

Madness of it AllT Al | Because of 60RanDamné Not hing, No Cause o

The Madness of i t-deathhotorcycle acsident, wrilyvodate aabanatalr 6dent al acc
dentist sealing a timebomb St aphitoseépeoutthiommannermesandd e a ¢
eventuallycausemyr ai n t o § toeearldéathagai n

Andé all becauseéof Randamn! Yeaéobrandomegamwmed es O Rf
thingseé They happenedéjust becailmsteétlHeidr triggers he

It wasi RanDamn.



Part of the Hell Difficulty Saga and The Liberty Zone

E220NEW WORLD NEW JOB NEW LIFE LOOKING FOR WORK

Local File:

ALibertyBooksVideo¥:220 Interplay, Club Rubber, Star Trek New Worlds, New Job, and New Life.mp4

Rumble Episode Link:
https://rumble.com/v55upte22Q@interplay-club-rubberstartrek-new-worlds-newjob-andnewlife.html

YouTube Episode from @HellDifficulty Channel:
https://youtu.be/ou68Ssi7MMI

Description:
Rare times is it that a clich® écasting couch6 has bee

Learn what happened with Richard and his Casting Couch interview.

Hear the tale of Richard joining Interplay in Southern California.

Richard shares stories of Brian Fargo, Fargodés Personal
Learn about Richardés experience working with Music Pr

See Richard stand up for hiisExfeeclultaw ee nvfalnaygears ndgai nst
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Looking for Work, Casting Couch at Crystal Dynamicsi 6 Wh o, Me! ? Real l y! 2?21 ?26:

Once moreé | wa sbetiveemdontracts. f or wor kK
| was looking for work, or a job contract or fulltime employee.
| learned of an opportunity with a company named Crystal Dynartlied was based in Palo AltGalifornia.

I interviewed with the company6s YhakereandPwhevsas alvomaninthd o \
computer and video game industry which made her a rare breed.

She interviewed me in her office on @2rson Hollywooes t y| e A Casting coucho | ove se

She leaned in often uncomfortably. And a few times brushed against my arm and leg, and finally it was explicitly clear
that she was expressing her interest in me when she set her hand on my upper inner thigh and left it resting there.

ThereitwasCr y st al Dynamics6 Vice President of Devel opment
interview by leaning in closely, brushing against my arms and legs, and resting her hand on my inner thigh.

I am confident that my experience is not appropriate in an interview. Had | ever done that in an iiitewieid have
gotten into great trouble.

| DEFINITELY KNOW 1

HAD | DID EVER DONE WHAT THE VP DID TO ME IN AN INTERVIEW WITH A FEMALE
CANDIDATE, | WOULD BE FIRED AND MAYBE SUED IMMEDIATELY.

But apparently no one cared if a woman did that to a man.

I had thought this traditionally misogynistic interview povpdaty or outright sexual manipulation was long ded&lt
there it wag and WITH ME!? Seriously!!'? With mel!l?

Wow!
Never had | ever imagined such a thing could happen to anyone | knew, much less to me. | never considered myself s
attractive that a person would leverage their position of authority or power over me to encourage intimate or outright

sexual engagement.

| refused and openly questioned what she was doing with her hands and getting so close to me. Sheiwafs offput
course.

Surprisingly (not!)i | was not offered a job.

It did not matter how qualified | wasfrom what | could tell based drow things went. It was all abouthow | GOT
ALONG WITH THAT VI CE PRESI|I DENTE

A New Beginning at Interplay, Star Trek New Worldsi via Friend Charles Weitzer:

|l kept | ookingeé

A job recruiter friend of mine, Charles Weitzewho | had met when recruiting staff at Atari Gamealled me, and told
me about a job opportunity in Southern California at Interplay if | was open to relocating and hiring as an employee.



Charles arranged an interview since | expressed how great it was, he called when he did because | was afraid of endin
with no income and no money at the rate things were going.

| flew down to John Wayne Airport in Irvine, Orange County, CA. Interplay was a small company of a few hundred
employees. They had a great history of making games for gamers. Its founder Brian Fargo was renowned for creating
Bal dur andT hGea t Bea r skries. | Had plaged, and greatly enjoyed both of those games.

Interplay was a great gamer company. They hired me on the spot, and | moved swiftly to Irvine and begammay full
employment at Interplay as a Senior Software Engineer working on recovering a failed contract developmstargame
Trek: New Worlds.

The job was arduous, and the game was written in C++. | had previously programmed many computer languages
including C, Assembly, RISC, Pascal, Basic, etc. But | had not programmed C++. As always, | learned as | went.

I have always been a highly proficient sedacher. Consequently, no one ever knew that | did not know C++ before
working onStar Trek.

New Worldswvas finished and released as planned.
Once more | saved the day!

Fargobs Fantasi es:

I nterplay celebrated its holiday parties in its | ate
Brian Fargo was saidtobeeheni r d st ake owner in a |l ocal #fAclubo call
and was likewiseaoehi rd st ake holder in a fiserviceo called AC

kinky socialeventa nd parti esé and was reputed to be a drug ver

Brian combined Club Rubber with The Galaxy Theater to form rubber bashes and various kinky events for alternative
lifestyle people to engage with each other.

There were more than a few dayshen fellow developers and Wvould be returning from lunch or crossing the parking
lot-bet ween | nter plaanydd swittwoe sbsuiBlrdiamngsFar gods fiper sonal
Awor kout so.

Briands personal trainers appeared to be prostitutes.
miniskirts with nylons and tight tops. Neither their attire nor makeup were consistent fitness trainers. And people spok
of t hkeo uitwosroundso from Brianés office as sounding ver
theorized that Brian was working out to his sexual fantasies.

It was a good thing Brian Fargo had his own bathroom annexed to his office.

We all cringed at how emboldened Brian was to flagrantly use prostitutes at work, but that was an aspect of him we ha
accept or look the other way so we could ignore it and carry on.

A Very Merry Public Christmas at Interplay:

Back to Interplay and its holiday partiesée

Likelsaidil nt er pl ay cel ebrated its holiday parties in its



I't |l everaged Brian Fargods stake in The Galaxy Theatce

One year Interplay was so cost effective for its Christmas Party that it did not close the Galaxy Theater from the public
and so staff were given admission and two drink tick-:e
and pathetichut a foreboding sign of what was to come.

Now that was fAcheapo of I nterplay to host its Christi
I nterplayds f or t hc-salmacquisitidn byrTius latgractove of Branck (nfolie pnethat later).

None of wus staff cared for the Theatero6s dark club v
Gal axy Theater was by design a segmented dance fl oor

(and buy/sell/take lkgal drugs).

Interplay extolled the Christmas Party as epic and legendary and pitbtheeganda they could muster to rationalize the
inexpensive holiday partyé that most no one | i ked.

No Game After ShippingStar Trek

Interplay was struggling in other divisions and had the audacity to not give each of us developers a customary free cop
the game we just shipped.

It was insane! NEVER HAD | HEARD of a company not giving ONE COPY of the game people made to each team
member. It could not stand!

Famous VP Brian Christian Unreceptive:

| went to the division Vice President Brian Christian and made my opinion extremely clear.

Prior to entering gaming, Brian had earned 15 platinum and 22 gold records for his work on various albums including
Pi nk Frheovald id gaming he has held several positions spanning Interplay to Konami Digital Entertainment to
THQ to TakeTwo Interactive, and more. Brian Christian was a highly creative, passionate, and emotional man.

Brian heard my-ykdamanao!l amd rreiacteal from being told wha
he was having nothing of my commanding he give each team member a &ipy Bfekthat we just finished and
shipped to retail. He was angry and said, fANO! Ge't

Now, Brian was normally reasonable if not emotional. He did not handle his emotions well. | saw him once so high fro
sefmedi cating that he was dragging himself along a hal

Recognition Games or | Quit:

Wel | éabout the recognition game for shipping Star Tr e

I demanded Brian give everyone on the team their promised copy of the game or | would resign. He was unmoved. |
stomped out of the buildingmidafternoon and did not return.

Later | received a call from a coll eague Doug Brandor
founder and CEOQ) and told him my rant. Brian Fargo told Brian Christian to give everyone a game copy, and why the
heck did it come to hirto make that decision!?

Well, not only did everyone get their game copy but they gave me a box of copies to make a point. | went around and
gave everyone extra copies and still had extras for myself to take.



It amazed me that Interplay lost more money from lost productivity and morale than just giving those coayde &5
cost of goods (COGs) each to each developer.

Interplay did not have strategic thinking as it ruled itself with emotions.

Il nterplaybdéds Demi se:

Interplay had been struggling financially and everyone knew it. But we did not know howrazorn | nt er pl avy
was.

Brian Fargo even took the company public in a open offering as Interplay Entertainment to generate cash to stay in
business, but that resulted in |l oss of control by 1Int
they were why theampany was in dire straits in the first place).

Tragically though, the board of Interplay Entertainment empowered Brian Fargo to continue running the company as he
saw fit. He drove Interplay into the ground and never returned anything to the investors. The stock value plummeted in
a penny stock.

Interplay desperately sought investors or even buyers to stay afloat.

Titus Interactive of France purchased controlling interest of Interplay and gutted the company for its assets and hired
some of its staff | was one of those people that was laid off from Interplay and hired by Titus the next week.

IbecameFrancbased Titusdé U.S. Technical Director overseeir
Mexico if we had a developer there). And we al so mar
primary marketwas imte St atesé and Titus had no one else to do



Part of the Hell Difficulty Saga and The Liberty Zone

E221 Titus Interactive

Ricoche

Local File:
ALibertyBooksVideo¥221 Titus Interactive.mp4

Rumble Episode Link:
https://rumble.com/v55up3m22 ttitus-interactive.html

YouTube Episode from @HellDifficulty Channel:
https://youtu.be/sWjm2uQ7fOU

Description:
Richard shares stories when he was the U.S. Technical Director for all Titus Interactive games in North America.

He recounts tales of Robocop, Barbarian, Ricochet Rick, and Titus Interactive shafting them and the staff including Richarc

Hear how a maverick California Labor Board deputy roped in international aloof Titus Interactive founders and dvaers
Caen Brothers.

Richard concludes with his insight on the risks & rewards of contracting versus being an employee.
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Titus I nteractivedsiofChIcke dNlomird sl oDi rGeanteo rDe&vel opment

Like I saidi French Titus Interactive of France seized Interplay in a hostile takeover through majority stock acquisition
and gutted the company for its games and a few of its employees. | joined Titus a week after Interplay laid off everyon
in the compny (including me) as it declared it was shutting down for good.

| was hired to oversee development and technology across North America which really represented the U.S. and Cana
(and South Korea because their publishing market was the States).

As U.S. Technical Director | traveled to prospective and contracted game developers to hear their game pitches with D
Brandon as Titusdé Producer. I wioandinderiray arshéestgre andirdeirface d e v ¢
design, task fidgy and estimation and dependency process and forecast vs. actual schedule progress, and so on.

Any gap in a developerb6s capabilities had to be comp:¢
canceling a contract reflected poorly on me as much as a developer so my mission was always to deliver great games
budget on time.

My reputation for delivering successful games on schedule within budget was well established, and | continued that
tradition with Titus despite their terrible and outright evil business practices (that | would discover working for them).

| was like martial arts expert Chuck Norris as a Texas Ranger but for ensuring video game developers had a plan and
tracked to it |ike a fire marshal prevents fire, or |
both proactiveand reactive depending on the developer.

In all cases | had to be prepared and able to figure out what was going on and kick butt ASAP.

Robocop:

The game Robocop waspamsdinsteadtoterengame Ifikestevery ot
Robocop should have been called ARobocopyo.

Robocop was an embarrassment to me as an engineer anc
much of its reference sample art. The animation, art, sound effects, and music were serviceable but not polished.

Robocop was fAa jobo that | made sure shipped,-pakssut |
unpolished art and audio.

I even had to negotiate with Nintendo to front Titus
would have the cash flow to pay for subsequent manufacturing runs. The game did not sell enough to merit more
manufacturing runs and saritendo was left holding the bag with Titus dragging its feet to pay the debt.

Barbarian:
Titus signed a contract to develop a new oO0fighter geil
Software called Saffire (which woufdrther splinter off into a company calling itself Sensory Sweep which would go

bankrupt in fraud and embezzlement charges against its founder Dave Rusiti@non that elsewhere).

Saffire had a decent development team, but they lacked experienced engineering or design oversight on their team, an
they had no writer on staff or contract.



Writing BarHowmbDialogsnd6s 10

Unable to find a competent author to write the extensive scrigiibarian, Titus turned to me; | wrote it all. My
background writing adventure modules and+mkeying games placed me at the top of candidates to write the over ten
hours of spoken dialog in the game. Of course, they also needed better tech for compredsibhelg®d write as

well.

But | had a fulitime job as U.S. Technical Director. It was not like my other responsibilities went away at the time.
Fortunately, since all developers | oversaw were contracted with externgbainiyddevelopers | had windows of time
during the week had spare time (an unheastlthing in the game industry).

Late Night ALiguid Boostedod Creativity:

The gaps in my primary responsibilities were not enough to finish the script. | decided to commit to working crazy hour
like I did when | was a contract developer myself. | liked the game and wanted it to be good. | worked most nights unt
midnight or2am, and then at work by 9am. It was not much sleep, but it was enough.

| found my creativity waned around 9pm, and so | boosted it with a glass of wine. Then another glass. Then the bottle
was empty. | would head to bed around that time. This pattern gfitgdtework and drinking was unfortunately not
uncommon for me loughout my career.

Interestingly-1 both observed and had been told often that fc
enough sl eep or having short or no vacations is part

The harms of that much drinking have been evident to me over the decades of my career, including harms to me too.
Were | not drinking all those decades | sincerely believe | would have failed and been unable to cope with so many
challenges and especialyh e A har der timesodo in my O6Hell Difficultyd

Hell Difficulty Life:

Why do | describe my | ife as O6Hell Difficultyé?

The answer is simplemy life has been fraught with extremely challenging traumatic events that | believe would crush
most any ordinary person. Only my extraordinary resilience and methods of insulation and isolation coupled with my
Apwlpld posghevembhal ed enabled me to endure and overc
But even the strongest of people with willpower of iron and steel trap mind needs help to separate from the fight to rest
and recuperate, so that they can rise again to raise holy hell down upon their foes and triumph over projects and achie
g 0 a | s everd otharwise unsurmountable, and unachievable.

The strongest peopl e can giefrendbdand family, feit hnd relgionnadcehol iamd droga, n
é

But | specificallyane mphati cally EXCLUDE 6HOPEGS6 from the |ist of

Hope is not a Strateqy:

6Hope is not a Strategydo | have told people for as |«

The dictionary defines Ohoped Ato want something to I



The definition of O6hoped is awfully broad and vague.
action or other things or words or even ideas. OHoOPp:e
My goal in defaming 6hoped is not to minimize or di s«
But | cannot emphasi zaceinonmnghhithgt O6Tloepeé is @monbinng

something inside people that makes them keep going forward despite things overwhelming them or preventing succes:

And so, when people tell me to believe them fibecause:(
willingness to march into Hell without a plan. The team and product will all &ild it could all be avoided with due
diligence and plaring up front.

Therefore, 6hopebd can kill a project or team (or bot!
home with you at the end of the day Ohoped i s somet
foryouubu it is not going to help you actwually fAdo or so

At best O6hoped gives another day to find a solution.
And O6hope is not a strategy6®6.

Ti tus o6 Do Evi Coveu 8hiftRiskQd Ceveloper@ and Con Manufacturers:

Back to Titus.

Al t hough it was not Titusé formal motto to 6édo evil 1
were very much content for evil to fall on anyone but themselves.

Let me share a perfect example

They signed a contract with a developer where Titus was to pay half the development costs and the developer would
likewise pay the other half. With the contract fréitus signed the developer was able to secure a business loan to cover
their half of the costs. The devel oper would recei ve
risk.

Titus was unsure if the developer could make a-gigglity game and so positioned the split cost model as a compromise,
but their real reason was nefarious.

The Caen brothers knew Titus may not have enough money to cover their half of the development costs beyond the fir
few months due to their corporate cash flow. They did not have enough money to manufacture and publish the game ¢
sowouldrelyoncredi from Nintendo, Mi crosoft, and Sony (gambli
cash to bring the game to market). And Titus had soured their Nintendo relationship over aRahpeap

manufacturing credit (further reducing successspdd

In other words the Caen brothers knew Titus could not honor the contract they signed, and they knew if things did not
work out the developer would default on their loan and lose everything including laying off their staff.

But the Caen brothers did not care about the potenti :
' iveli hoods and happiness and trust in humanity. The
devel opmenti tathdt gemarmwfreadt ure and bring the game to n

They were consé not just the Caen brothers.



So, requirements weie
1) High quality fun game (which is unpredictable in the best of times)
2) AFinddo cash to cover development costs (d
3) Secure ACredito to manufacture and publis

=
(-Dr—r
oS

It was a long shot and one that was not shared with the developer. It was kept secret. In fact, it was not shared with tt
me or the producer Doug Brandon (Titus hired Doug too but not as a composer but as a producer). We all operated ur
t h e fatTitus @was solvent and in good faith was intending to and was able to fund and publish the game. Afterall,
THAT IS WHAT PUBLISHERS DID.

Ricochet Rick:

The game in question was Ricochet Rick. By the time we discovered what Titus had done it was too late. The develoy
had spent a | ot of money and was #dAall i no. Titus was:¢

Worse though of Titus was telling Doug and | that Ricochet Rick milestone quality was unacceptable and needed fixing
They did this repeatedly until it became apparent t he
exploiting the contracttpush the developer to keep funding the game, while Titus shopped it around looking for
investors or alternative publishers.

Titus set the developer up to fail, with only a long shot chance to succeed.

Things failed.

The devel oper went bankrupt and harbored resent ment t
Titus pulled on them.

Titus did the same thing with a South Korean developer, but Doug and | shared what Titus had done to the Ricochet R
Santa Monicébased developer, and the South Korean developer found a way to sever their arrangement and minimize
damage and loss thdir business.

Titus Adid evil unt o ot her so.

Laid off from Titus Electronically:

With the collapse of the active Titus contracts the writing was on the walls. Doug and | concluded it was only a matter
time until Titus cut their U.S. offices entirely. They no longer had any North American development going on. They ha
no money tesign new contracts, and their develepec am r eput ati on was fAout thereo
retail or manufactureé to make more money.

Not | ong | ateré One day | received an email that i nf
should leave my badge and exit the building.

No formal letter of employment termination. No phone call. No one in person at all. It was surreal. Not even security
human resources. Nothing! Nobody!

I was filaid offodo entirely electronically from my man:
my boss lived and worked in France. | saw him two times a year and spoke on the phone once a month. Most everytr
was done throughneail.

I n some ways being Afiredodo (albeit a | ayoff) by email



There was another curious thing about being laid off and told to just leave your badge and go home. What about my la
paycheck? What about my unused vacation and sick time (AKA personal time off / PTO)? What about my medical
insurance continuation optis? Is anybody offering references or recommendations on places to interview?

Nothing! Doug and | were kicked to the curb by an email.

Titus Cheat and No Pay:

We were not paid our last paycheck. We were not reimbursed for outstanding travel or business expenses. Doug and
were promised bonuses that were also unpaid. We were ripped off by our employer.

My childhood employer rijpff at Klure Associate happened agaijust to me as an adult. |1 work for someone in good
faith that they will pay me upon completion of the worut in these instances | was not paid for the work | completed as
they promised.

Clearly and obviously Employers cannot be trusted!

Doug embraced his fate saying, AWe saw it coming. We
feet. 0 Doug had the ability to believe things woul d
I was not happy and not willing to fiaccept my fateo.

California Labor Officer:

| researched my options and went to the California State Labor Board and met with a clerk who directed me to labor
officer. The middleaged man with combed but mildly scruffy hair and beard wore a worn brown sportscoat, slightly
yell owed Owlhrietsesd schoilrlta,r ebdt ue j eans with wear mar ks, a
in his office was a big ficowboy hat o aimghtobtlofal'd $how r e nc |

The | abor officer | eaned back in his chair, i What cal

| shared my personal information as he wrote it down on his notepad. | detailed that Titus emailed me that | was laid o
but refuses to pay me my last check or reimburse incurred expenses on their behalf.

He told me the case was simple. If Titus had enough money, they must pay me. If they did not have enough money, t!
still must pay me, but | would be in line with everyone else demanding to be paid. And | would still need to wait for
bankruptcy proceeadgs and liquidation of any stibwned assets. And since Titus was international, they would likely

just vanish with any assets they desired to keep. | would be out the money unpaid to me anyway plus my time and stre
and fees incurred trying to getiga

The officer set a date for me to meet with him in a few weeks, where he would subpoena Titus to send a representative
likewise be present. He said we will work out what we can in person.

California Labor Officer i the Hearing:

When the day came to meet, Titus sent a French director that was currently in the U.S. to represent them.

The Titus director asserted neither Doug nor | deserved our last paychecks because we were not as effective as was
expectedé as empl oyees.



The | abor officer cut him off abruptly, AThe LAW STA"
RENDERED ACCORDING TO AGREEMENT. It is that simple. Richard was at work, right? You agreed to pay him a

fixed compensation as a salary based on a presume¢ hourlat e, ri ght ?0
The director paused. The Weasl ey Titus Director weakl
The officer proclai med, ATitus owes Richard Seaborne

State mandates you provide two weeksd notice to an er
unused vacation time, which Titus must pay for at the same salary rate. You have two weeks to provide either Richard
wi t h a c¢ a shhe falratheunt,hyeuccén priovide it to this Labor Office, and we will remit it to Richard. Are

we clear, Mr. Director?0 The officer tone was cond:¢
The director asserted, ATitus cannot afford to pay Ri
The officer replied, AYou have no assets |ike a del i\

credit lines you plan to use on something else? If you have any of these things or anything of cash value that can be s
or liquidaked, and you do not disclose them right now in good faith to compensate Richard you and your executives
including Herve and Eric Caen will be banned from entering the United States and will have warrants for fraud issued
against them. Now, am | <clear?0

Titus Arrest Threat by Labor Officer (AKA Deputy of United States and California):

The labor officer was loud, firm, and outright condemning with a glare that would crush the strongest of people. He wa
obviously weltpracticed in dominating deadbeat employers.

He whipped out a leather wallet and opened it up to a big silver badge on one side and a government seal with lots of t
on the other. He decl ared, Al am a sworn deputy of
recognizeyouarenwi | I ing to comply with the | aws of this cou

He opened his drawer and pulled out a pair of handcuffs. He stepped up and walked around the desk and asked the
director to turn around so he could be cuffed. He began reciting the Miranddfigtso u have t he ri gh
Freaked out and in disbelief the direct
Richard paid in two weeks. 0 He call e
laced with my name herand there.

r excl ai med,
ric Caen on t

cto
d E
Two weeks later | was paid. And thus, ended Titus and its tales of sorrow and woe.

| was not paid my bonus. | was not reimbursed expenses. But | did get paid my salaried paycheck.

Being Employee Was Risky and UnstableJ u s t with a 6Probable Next Contrac

It was very apparerit
1T Being an employee was no guarantee of employment é
o you had little powiwaonover your job or |ifebds

o your employers holds all the powiemaking you always at the mercy of your their decisions and
whi ms é



1 Employers can pull the rug out from under yoat any time
o they can decline or cancel your vacations
o they can you end your job
A fire you O6just for not being a fitdéd, never
A refuse to give expected raises, bonusesé
A andi thoughsmalit hey can take way promised Oper kso
1 BUTI1 As an employeé
0 you may get stock grants

0 you may even havea@mpany that will match your 401K retirement contributionp to a maximum
amount, of course.

0 You will be granted formal vacation and sick time, though conversely you have a specified maximum
number of days to be sick or vacationingéempl o
useit. Sdi't was a 6écontrol bgdeperkdé of being an em

o Andi importantyiy ou, ef fectively, get a O6next contract
project.

A Getting O6automatic work renewal 6, in my opi
employee. The re$tcan be crafted as a contractor, into your working and personal lifestyle.



Part of the Hell Difficulty Saga and The Liberty Zone

E222DVD Interactive

Innovating Experiences with Katherine

Local File:
ALibertyBooksVideo¥:222 DVD Interactive DVDi Tech Theft by Disney, Hasbro, Mattel, and Leap Frog.mp4

Rumble Episode Link:
https://rumble.com/v55up4222dvd-interactivedvdi-techtheft-by-disneyhasbremattetandleapfrog.html

YouTube Episode from @HellDifficulty Channel:
https://youtu.beHK4MZpGzCl

Description:
Hear how Richard reverse engineered the DVD Video platform, and crafted a development tool suite for
interactive DVD games supporting up to four players,

Richard shares how he and his wife developed prototype demos for trivia and educational games, and how Hast
Mattel, and Leap Frog all stole the concept and r e
reward from Richard and his fei

Hear how Richard came to terms withtalh at happenedé
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DVD Interactive:

Letds | ook t

o] i me before Titus | nt eragyds,ilwasstit ol | ap:
working for Ti

a t

tus I nteractiveé

I met the woman that would become my wife Kathefiie Southern California. We quickly had stars in our éyeb
eachothefand of a greater, better | ifeétogether.

We aspired to unite our passion to innovate new ideas and products. A friend of mine over thalgeawverked for
Interplay and then Tituks like me.

Doug Brandon had | ost his job when Titus shut its doc«
Andso-we t hree conceived to make common DVD Video movi e

Of course, DVD Video Players are not video game consoles. They have limited interactive capsibilithe chapter

and |l anguage selection and maybe subtitle and direct
selectwhereonthevdeo t hey wanted to start playing from and w
overlaid atop the video. That wag ihothing special.

HOWEVERT DVD Video Players specifications include a few data registers and a primitive programmable script
language and commands to control the-lewel DVD capabilities like where on the DVD track:sector:byte should video

be streamed from, to use vidaongles, subtitles, and more. Importaritihe script allowed direct manipulation of the
registers and had simple Boolean operators like AND, OR, XOR, NOT. These may not seem like a lot but they unlocke
the kingdom of games on DVD Video Players.

Katherine and | set out to create first the tech and then first interactive DVD game in the world!

DVD Interactive i The Tech;

It was surprisingly easy t@verse engineer and figure out how DVD Videos worked under theihmack | accessed the
detailed specifications from a Russian Dark Web source.

Okayiy e a, I still knew how to get around as a Hacker.
review purposes only] | believe all the existing DVD Video authoring software on the rmdo&sic bundlevare and
professionalgradeDVD authoring and editing packages.

Seeing how existing DVD Video packages created and packaged program scripts and formatted and laid out the DVD
Video discs it was apparent how to create my own authoring package. My package wastaoprised of an excel

sheet with instructions pding to art and video files and how they needed to be woven together for interactivity to create
a game experience.

Doug took on the role of producer and sought out potential publishers for us to meet with.

Disney Sucked ThatDayyt hey di d not fASave the Magic Kingdomo, St

First, we made a test game using Disney mdvieee cal |l ed it fASaving the Magic K
it to Disney.

Kat herine created the vi susadmerfd eecdist iamg pacakiasg e i oalsl
sumer audio package called Cool Edit. She made flashy screens that counted scores up and down. The host would
exclaimrightandwronganwer s i n hundreds of different ways. The



and goad the players and compare players against each other according to their score. The DVD Video trivia game wze
smart!

| wrote and evolved the tech and authoring process and tools. | wrote trivia questions, converted art and audio and tex
assets to DVD Video formatted assets and program chain scripts. | like to say that | was both a cornerstone and air tra
controlle making sure all the moving parts landed.

Neverbeford coul d everyday fAdumbo video players offer an i
to each player with unique dialog and tone according to their performance alone and compared to their competing fello
players.

That is right! We succeeded in creating a FOUR PLAYER Quiz Show game $allety the Magic Kingdomit would
never see the I|light of day -demteredattiude. Di shey | nteracti ve

Disney was so impressed they stole the idea and spent years creating their own tech to do their own interactive DVD
Video games. They refused to license our tech or let us make the games out of blatant conceit and hubris.

Disney did not save the magic kingdom that day. They burned it to the ground.
Yea- Disney sucked that day! They stole our idea.

Reading Rabbit and Math Wizardi Leap Frog Rips Us Off;

Using the same tech we authored interactive DVD Video visual teaching tools fotoagirdpe matching, basic math,
and all sorts of education games like Sesame Street.

Much like we demonstrated ti8aving the Magic Kingdoprototype to Disney, we presented &eading Rabbit and

Math Wizardinteractive DVD Video game to Leapfrog. Afterall, they had made physical reading and spelling electronic
toys and games we thought they would love to deliver the same experience but on DVD Video at a far lower cost of
goods.

We recommended a custom DVD Video universal remote control with big simple buttons that incredibly young children
could use without inadvertently pressing DVD remote buttons that might mess up the experience.

Leapfrog loved the idea so much that they, too, stole it from us and did it themselves. They even made custom DVD
Video controllers for young kids and toddlers just like we suggested.

It was evident we were onto something.
But it was equally evident that we were great creatol
us. And were constantly being ripped off because we

be ripped offbecause we trusted people.

DVD Interactive T Hasbro Rips Us Off:

We did not want to make any more demos but managed to get a meeting with Hasbro on the east coast. We met with
Vice President of Research & Development and a team of producers, designs, and engineers.

They had a parade of people asking all sorts of quest
wor ked than Awhato we were presenting. We knew t hey
product to be published amdpress them with how much we could adapt the experience or make new experiences using
the tech as we showed them.



Hasbro proved to be just like Disney and Leap Frilgey stole our idea and spent years creating their own tech variant
and authored their own interactive DVD Video games.

DVD Interactive i Mattel Rips Us Off:

You are likely seeing a pattern now. Well, we presented to Mattal we | | . And | i ke every
to they stole the idea and made their own games years later after they could create their own tech to make interactive
DVD Video games.

DVD Interactive i Trusted Too Much:

What all of this provedto mywifeandEVERYONE WI LL RI P YOU OFF! I I ei f
There is no company that will not steal from yatithey can get away with it.

I Il earned that showing p
|t [

pl e how things are doneér e\
from you. is a bad a t

o shareéanythingéwithout
Trusting people é was and is a bad idea.

DVD Interactive i Are You All That!?:

Undaunted we persevered and designed our own original trivia game in the irreverent¥tylelof Dondt Know
computer game series.

DubbAkrde 6You #kinteractiveaDVD Video was the flagship of quiz show on every DVD Video Player in the
world. It had over 300 hours of original game play and the game would run on thengixtyllion household DVD
Video players.

Kat herine created the vi susadmerfd excdist iamg packiasg & i coalsl
sumer audio package called Cool Edit. She made flashy screens that counted scores up and down. The host would
exclaimrightandwronganwer s i n hundreds of different ways. The
and goad the players and compare players against each other according to their score. The DVD Video trivia game we
smart!

| wrote and evolved the tech and authoring process and tools. | wrote trivia questions, converted art and audio and tex
assets to DVD Video formatted assets and program chain scripts. | like to say that | was both a cornerstone and air tra
controlle making sure all the moving parts landed.

And | was the voice of the zany and wacky quiz show host Doctor Kinél Browne!

We found a Canadian DVD Video Publisher Digital Leisure in Ontario, Canada that had published another DVDI Video
i nnovation interactive pr o-dpaddsintéractkemoda gangeo Digitadl Lelswael r 1
fancied itself as the undiwg of DVD Video publishing, and so saw interactive DVD Video to stand out in their catalog.
They did not seem to care how wahe You All That!{AKA AYAT) sold. It was a catalog differentiaosomething for

sales reps to talk aboulYATsold but not well. It had no marketing or advertising. It was a line item in their catalog and
talking point to kickoff negotiations.

We were duped into believing we had a genuine publishing dealiaf .



All our DVD Interactive work went for naught. It may have been shining star of technology and fun for the few that
enjoyed it, but it cost us time and money to make.

DVD Interactive 1 Still A Great Experience with My Wife Katherine:

DVD Interactive and its demo games and published retail gameedfou All That!?-
T were not commer ci al successeseé
f But they *did* pioneer an entirely new genre and

1 Andi they paved the way for Mattel, Hasbro, and others to make A LOT OF M(N&¥ stealing our ideas
and tech)

91 But I reflect on the experieneeand | am happy for the adventures | had with Katherine making and trying to sell
it. We bonded and had high hopes and dreams together.

Katherine and | had a last chandéting at the freelance windmill of our dreamwith Doug Brandon at our side.
Are You All ThatWill always be a fond memory for the time | was able to work alongside my wife on a big dream.

There is magic in sharing dreams and aspirations with someone. That magic of dreams and aspirations is even greate
when combined with the synergy of love and passion and creativity.

I 6had all thaté and O6have awithmyhifa-tkéthenne $ehborneh e wo man

And we' togetheii will have our memories of our misadventures creating and publishing DVD Interactive and our
plethora of interactive DVD demos and garee You All That!



Part of the Hell Difficulty Saga and The Liberty Zone

E223ELECTRONIC ARTS CANADA EA SPORTS

NN Electronlc Arts Canada (EA Sports)
Z /
N

Local File:
ALibertyBooksVideo¥:223 EA Sports Electronic Arts Canada and Fusion.mp4

Rumble Episode Link:
https://rumble.com/v55upkia223easportselectronicartscanadaandfusion.htmi

YouTube Episode from @HellDifficulty Channel:
https://youtu.be/Ks4JjljEpXI

Description:
Hear Richardés meandering tale of personal hubri s
Electronic Arts in Canadatraditionally called EA Sports.

Listen to Richardés tangent flashforward to when |
culture of safety over innovation and politics over delivery.

Richard shares his extensive interview circuit tale with Distinctive Software (therefore EA Spdasihder
Warren Wall, Dave McCarthy, Tony Lan, and Dan Kennett.
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Part of the Hell Difficulty Saga and The Liberty Zone

Chief Technoloqy Officer and Chief Operating Officer

._—-“ .

—————

C reatiné EA WFusion

Unemployment and Hiring into Electronic Arts (Canada):

After Interplay, had long gone bankrupt, and its parent company, Titus, dissolved itself to avoid debt and paying its

7

staff é

| spent a few scary months unemployed looking for work. | had only once before been between contracts and without
job as an adult; it was weird. Aiidhis was the longest | had between jobs.

| applied for California Unemployment and was required to submit weekly all jobs | applied for and which ones |

i nterviewed with, and a statement about the out come.
amount of money while bloked for a new job. Of course, | paid Unemployment Insurance for years just for this
situation, so it was hardly a handout or charity; | paid for it. Then ddadid understand the importance of reporting, to
avoid scammers.

Everyone | interviewed withdeclared that | was overqualified and would not stay around once something better came
along. They all expected low integrity in anyone they hired, and so wanted to hire people barely able to the job so they
would stay the Ingest and be paid the least.

Things were especially worrisome, but | scored an interview with Electroni¢ Art€anada!

The idea of moving to another country was not desirable, but not having a job was worse.
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Fortunately, | aced the interview at Electronic Arts (EA) in Vancouver, British Columbia, Canada and they offered me a
job as a Technical Director for a new division they were forming called Fusion that would make handheld versions of al
EA games. | wato be the fourth employee of the division and we would grow to whatever size made sense. | was on tl
groundfloor of a startup within a mega game publisher (the largest in the world at the time with 10,000+ employees).

Electronic Arts, Microsoft Xbox, and More:

By the time | was thirtysix | became Chief Technology Officer at Electronic Arts (EA), and six years after that joined
Microsoft heading an Xbox Games Studio at the age of-tonyo . Things were exciting a

| joined Microsoft following my stint as Chief Technology Officer and Director of Product Development as a unique title
within Microsofti Director of Software Development. You would not think that would be a unique title, but Microsoft
was extremelyriggl i n their titles, and | apparently was a hyb
traditional project manager with some design responsibilities, and often an engineer background) and Software Develo
(which was simply an engineer, oftexferred to as a Dev).

There were other titles for different disciplines, but the point is that the company was so rigid that | was challenged ofte
with Awho the heck are you to have a speci al and di ff
orevm take commands from you?o

Everyone was all about doing what the command hierarchy told them to do. Why you ask? Well, you might think peopl
would want freedom in what they did and how did it. You would be wrong. People would rather let someone else make
decisions to avoid accotability should anything go awry. Yep, progress and good work be damned! People just want tc
keep their jobs regardless of doing a worse job because of it.

Microsoft prioritized politics over delivery, and so | was forced into more and more of an environment of meetings of
chatter over substance. People preferred safgisionventures over high reward but highk initiatives. One person
saidtomethat hey need me on the wall, but they do not want
schmooze, booze, and deceive to get along. | knew that | did not fit in the gitethaaters of political Microsoft, but

| wanted to lead in Xbox garae

| delivered rock star performance year on year for six years at Microsoft and received corresponding top recognition an
rewards. Not only had my team been transferred to this new highly political VP but he gaveReward, alleging that
although my tam succeeded, | had nothing to do with it. | raised issue with Human Resources, the Board of Directors,
and even Bill Gates himself but no one seemed to care about theitefifty -white-male executive. Indeed, the

mindset seemed to be no tears far skiccessful old white male.

And so there | was, waking each day that would have once been full of excitement to go to work and do great things. |
instead, contemplated what there is to do that would be fun or at least not full of drama and unnecegsensoindér
stresses. | alays held high work ethic and personal integrity, and yet my horrible job had me questioning if | should
resignébut | was getting older and | had already encc¢«
School 6 as a nickname.

Wasted Genius:

A lot of people said | am a genius, and perhaps they were right. | do not know that | am still as smart as | once was, as
memory and cognition has deteriorated a bit over the
with peope praising my intellectual horsepower, grounded emotional fortitude, and relentless focus and motivation.

Similarly, 1 cannot deny how much | have achieved far beyond most people. And yet | do not want to be so arrogant, fi
of hubris that | cannot appreciate the world and what people do.



| just feel that my life has culminated in so much knowledge and expertise that it is tragic that my skills are being lost to
politics and corporate bureaucracy.

Lack of Recognition Discourages Going to Work or Doing Anything for Anyone Else:

It makes me not want to get up and go into warsk do much of anything for anyone else today or any day.

But-When you do not receive recognition for your worKk,
change.

Electronic Arts (Canada), Inc.:

Wellil et &8s jump back to the tale of my joining EA in Cz¢

Electronic Arts Canada (hereafter referred to as EAC) was not always part of Electronic Arts at all. It was a company
called Distinctive Software which was heavily contracted to develop sports games by Electronic Arts headquarters in
California, U.S.A.

EA headquarters realized they had invested so much and had become reliant on Distinctive Software to develop many
their sports games over years such that no one else in EA knew how to build the game.

Distinctive had a | ot of uniqgue knowledge of EAG6s sp
and pipelines spanning computers and video game consoles. Of course, talented engineers could figure everything ou
but they would be atting from handicapped blank slate knowledge ofegisting insight on how the code and tools

worked much less workflow and local area network assumptions and dependencies.

Bottomline T EA painted themselves into a dependent corner and realized they could get in trouble if Distinctive
Software | everaged their Aopportunityo.

EA decided they should buy Distinctive Software and make them a permanent development studio for EA based on
Canada. Because they were so heavily sports game focused EAC became renowned for EA Sports.

And so, Electronic Arts Canada (EAC) was born.

EA Worl dwi de was EA Ol ympus of the EA God nNnExecuti ves:s

EA was growing with divisions operating in different countries throughout the world in addition to its divisions spread
across the U.S. from California (EA Los Angeles, EA Redwood Shores) to Florida (EA Tiburon). And with EA Canada
in Vancouver, BC Canadhey further expanded to EA Montreal in (surprise!) Montreal, Canada.

EA had become huge with just over ten thousand employees and contracted developers throughout tfrerworld
Russia to Ukraine to United Kingdom to Bosnia to Romania to Australia to India to Hong Kong to China to France and
just about to any tech savvguntry in the world.

Countries and their national and local governments have numerous laws and regulations that must be followed. EA ha
make sure its corporate actions and employee behaviors complied with those rules.

Much like striving to standardize and improve quality assurance to make games quality fun stable experiences, EA
decided to make a central governing body to standardize and improve international business and operations. The sam
governing body would deterine which products should be made and which territories they should be localized
(translated) for and released for retail sale in.



Electronic Arts formed A El ect r oni ¢ Arts Wor |l dwi deo.

EA Worldwide was feared and spoken of in reverence as if it were Olympus where the EA gods resided and command
the mortals beneath them within their studios or contracted groups.

The names of fAWorl dwi de Executivesd became spoke bot'l
Worldwide greenlit it and canceled products, features, and technologies across EA globally.
EA Worldwide was EA Olympus practically speaking.

Golden Handcuffs;

EA Worldwide had totaauthority over all EA operations and funding. It made sure studio executives were loyal to the
company. They could advance their careers and grow their income through product success or through EA Worldwide
approval to operate at a deficit to innovatevrieatures, products, or technologies. Otherwise, their career would be
stalled and likely ended quickly.

The company used fAgolden handcuffsodo to keep execut i ve
company and engender loyalty. They offered handsome rewarding compensation in salaries and bonuses and stock
grants. They offered reliableregr progression for solid performers hitting their schedules and feature or tool goals.
Executives further had studio prefibaring to incentivize their loyalty.

EAC Interview i Executive Vice President Warren Wall:

My interview at Electronic Arts Canada began and ended with of one of the original founders of Electronic Arts Canada
(EAC) when it was Distinctive Softwaiewith Executive Vice President (EVP) Warren Wall.

Warren Wall had been an executive vice president in both EA Canada and EA Worldwide. But he was tired of the rat
race of doing the same games or sequels to games on t
was tired of the huge bemucratic overhead of working with the huge and distributed EA organization across the globe.
Warren was tired of making games the way they had been being made for decades.

The questions from Warren focused more on strategy and passion and specific questions how | might approach makin
upwards of two dozen handheld games simultaneously with small teams and budgets and ideally leveraging common
code, tools, and/or assets.

Yea, Warren had done his homework and knew clearly wl
youo or fiwhat do you knowdo interview. | tendedanderviaw. i h o w
loved it!

I came to |ife over the prospect of being able to sh:
Airight o approaches to both create games but al so | eve
build pipelines.

Since | had been a game developer and development f i
memoryo to me. There was no | ag or need to fAthink of

He asked about what they should not dodevelopment of a lot of handheld games. Once more muscle merory
gave a litany of examples | had seen external and internal developers fail, and emphasized examples showing how as
technical director | hadased many games from complex situations efficiently and quickly.



EAC Interview i Director of Product Development Tony Lam:

Following my interview with Warren Walll met with Tony Lam.

Tony had Alight programmingo questions for me. He s
game console architecture from a hardware and firmware point of view not just from a software coding view.

He asked business strategy questions. He wanted to know how deep my contract and finance and legal background \
He appeared to be ferreting out if | was more than an engineer and what level of business acumen | might have.

Tony sought to understand how | functioned as a Technical Director. He wanted to know how much of an auditor | was
as opposed to diving into foreign complex code bases and figuring out how they work and fix, improve, or even rewrite
them.

EAC Interview i Move to Canada:

Finally, Tony wanted to know why | would want to move to Canada. And how long would | stay? And would | become :
permanent resident, or even Canadian citizen?

I answered all of Tonyds questions well. But | was
we want to remain in Canada?

Py

I had no answer since it seemed more like a job opportunity than moving to an entirely new country.
WOW! Moving to ANOTHER COUNTRY!!!

Al t hough it took a bit to process the question | ans\
inalongt er m opportunity. o The words just flowed out aft

| was there for the job. If the job was good, | would stay. If it was bad, | would leave. It was up to EA if it would be a
good or bad experience, because | would certainly be awesome at my job.

It was not until that interview moment that | comprehended the idea that Katherine and | would be leaving the United
States and moving to Canada to take this job, and the laws and culture were not the same.

We were both signed up for the opportunity if the interview went well, so the interview continued.

EAC Interview - Dan Kennett:

Aftermeet i ng with Tony Lamé

I met with a senior software engineer Dan Kennett whi
guestions than Tony did and evidently had a lot of tools and technology experience but extraordinarily little consumer
experience or videgame development experience.

Dan asked questions around shared technology and how | ensured game features and games leveraged tools and tecl
instead of writing their own.

I had extensive experience as a freelance developer making my own tools to create games not to mention my work
overseeing tools and technology and firefighting at Atari Games and Mindscape. My answers flowed smoothly with
explicit minute detail.



Dan could see my expertise covered minutia and nuanced detail that he had not heard of or known himself. He could :
that | was a video game console development guru (not just an expert). Tliydacs later Dan would describe me as a
Video Game Indusy Luminary.

Danbds | ast question suggested to me his possible ass:¢
his manager and what kind of flexibility should he expect?

| shared with Dan my empowering style of working with people, and that | see everyone as peers regardless of formal
reporting lines and organization structure. Chains of command should only be invoked when there is a conflict, and the
should be rare.

I am all about fAshowingo what | think and #fAexpl ainincg
I am at def endi ngi hayurgypwouldlearo bverthe yeavee b u't

EAFusioniLeaving EA Ol ympus to Form and Reign over OMini

Further talks with Tony Lamé

Tony returned and explained that Warren Wall was spearheading a new business division within Electronic Arts that
would not be beholden to any other EA organization or division including EA Worldwide.

Warren had become d
way without EA Ol ym

i |l l usi oned with how AEA Ol ympus
p
a AMini EAO0O within E

S i
us interfering. EA Worl dwi de hojy
A.

The new grou
EA because h
culture and directives.

p was to be exclusively directed by Warr e
e had informed EA he intended to resign |
But Warrends new ihedadpoopermtd within anappoved budyet and generate a specific

minimum revenue over a mulfear roadmap. Expectations were formalized in Key Success and Performance Indicators

( KPI s/ KSI 6s) nfforrits dpdration bndl fori ite shariisg teah and processes and assets with other EA studio:
or groups.

If Warren failedtchi t t he KPI &6s his AMini EA experimento would
further to make more products and odidchgames. bi gger budge

Tony detailed that the new group would be Warren Wall
of O6main iEA properd

f Tony said Warren was forming a new, i Mi ni EAO, an
Worldwide

Dave McCarthy:

Next é
I met with Dave McCarthy who was a marketerturned game producer.

Well - Dave had never been a game producer, and this was his first shot at being a producer. In his marketing role he
decided to put himself through additional university to obtain an additional business degree.



Armed with his new business degree and his years of experience working in marketing at EA where he networked with
people throughout EA globally and especially with EA Worldwide executives, Dave was ready to launch his new career

Dave Attached Himself to Leaders on the Rist and Drafted Behind Them:

AsanasideDave was a strong proponent i fianddrafrtbéhindtirempregsurimg | e
they succeededéand promoted and took him along with t

Dave McCarthy convinced Warren Wall that he (Dave) st
from their designs, experiences, features, qualityé e
background coupled with his MB#ould empower him to be a better product leader than anyone else at EA Canada.

Warreni eventually did appoint Dave to run Fusion. And EA Canada promoted him to Vice President over the
di vi si oné. In the future, following our great succes:

A Mi ni E A 0-PefFsansStamup in BA:

Back to interviewing at EA (Canada) é and EA Sportsé
It was cleaii
1) Dave was the head of production
2) Tony was the head project management
3) They wanted a head of engineering
1 Dan was a senior engineer lagparently too junior to be the engineering head

4) Warren was the Venture Capitalist (VC) that calledthe shatf d he was O6adult supe
neophyte division heads (Tony, Dave, Dan, and me)

Dave wanted to know how well | took directions. Aritimy game design background would be an asset or a problem.

Davei clearly-i nt ended to be in command. He was a clich® #fAc
notknowidar e | say he knew how i mmensely ignorant he was
needed help.

Dave knew he needed a development ally to help him succeed. He was smart. He knew his gaps and weaknesses ar
strengths. Dave knew he needed me.

He explained that the new group was siahat | would be the fourth employee, excluding benefactor executive, Warren
Wall.

Evidently-l had sati sfi ed Dayv e 6-sincevieaskead esto wait to meegwitht Wagen Wallt e r v
again.

| thought that was a good sign.

Warren Offered Me A Technical Director Job:

Dave returned with Warren. Warren closed the door as Dave left the interview office.



Warren said right off, AEveryone was i mpressed with
Director.

The compensation will be determined by Electronic Arts in Redwood Shores California since you are a U.S. Citizen an
would be working here in Canada. There are several ways they may want to structure things and that will affect the
compensation. Wewill et you know in a few days i f you are stil]l
I answered, AYes, the position sounds great. Exci tir
already have a lot of shared tools and libraries on video game consoles, so maybe we can start from there for handhel
Who knows?0

, iGreat . YOoUu s ec¢

Warren smiled with obvious approval
taxi for you to return to

e
Julia Knot who wi || call a

That was the end of my interview. Julia Knott retrieved me from the office and asked how it all went. She was super n
and cordial while | awaited my return ride to the hotel.

| called Katherine upon finishing the interview and excitedly shared with her that EAC intended to make a job offer to m
The next few days | received the job offer, and | accepted it.

| was an employee of Electronic Arts Canadahe f ourt h empl oyee and tech corn
division.

Asanasidé we eventually joked that the new group should h

1 we formally named our groupd F u siibecaude we fancied ourselves as nuclear power without any byproduct
or waste' pure, efficient power like the sun!

We were- Fusion.

EA Fusioni Rather Rule in Hell than Serve in Heaven:

As | reflected on Tony Lamdés r e andhbowhe tAMaght heeknedv bettdr loow to  f «
do things- if he had absolute authority, it sounded familiar.

Most people have heard at one point or another in their life that it is better to rule in hell than to serve in heaven.
The phrase i s dRaradisekeodi from Mi |l tonds

We shall be free; th' Almighty bath not built.

Here for his envy, will not drive us hence:

Here we may reign secure, and in anpyce.

To reign is worth ambition though in Hell:

Better to reign in Hell, then serve in Heav'n.



Part of the Hell Difficulty Saga and The Liberty Zone

When | heard the story of how Warren Wall came to cor
Miltonds Paradise Lost where Lucifer declared he woul
sought to be free of the contrfl watch of EA while he reigned over his own division called Fusion.

EA Fusioni Rather Rule in Hell than Serve in Heavercontinued:

FIl ashing forward for a moment at EA (Canada) é
Strangelyi i n retrospect Fusion was Warrenébés O6Hell 6.
What becameofmel became the CTO and COO over Warrenods O6Hel |l

And Warreni he chose to rule his own Division, rather tisanve Olympus [in EA Worldwide].
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Part of the Hell Difficulty Saga and The Liberty Zone

E224 Creating FusionContinued

.

Creating Electronic Arts Fusion

Local File:
ALibertyBooksVideo¥:224 Creating Fusion as Independent Company within Corporate EA Electronic Arts.mp4

Rumble Episode Link:
https://rumble.com/v55upté224creatingfusion-asindependenrtompanywithin-corporateeaelectronic.html

YouTube Episode from @HellDifficulty Channel:
https://youtu.be/kRhchh5wDeo

Description:
Hear how Richard wadescribed as relentless, like a Terminator.

Learn how Richard met John Schappestn d how John call ed Richard boisterou:
Richard shares his views on healthy iteration vs addiction to iteration.
Listen to hisviews on being an empowering manager.

Richard notes the value of formally defining What Good and Done Look Like, What Matters Most, and more.
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| was Relentless Like a Terminator:

While working at Electronic Arts (Canada} he home of EA Sports, and many ot

YearslaterDan woul d descri be me as firelentless | i kéthey Ter
hunt and chase and never stop never give up).

What Matters Most, What Good Looks Like, What Success Looks Like:

| have always been an empowering manager

1) let people go so far as they can provided, they have a detailed plan before diving into execution.

2) use KPIs and/or metrics to measure progress against formalized definitions and targets for What Success Look
Like (WSLL) and What Good Looks Like (WGLL) and What Matters Most (WMM).
1) What Success Looks Like (WSLL)product and feature and tech success.
2) What Good Looks Like (WGLL} individual performance and professional behavior.
3) What Matters Most (WMM) product or tech features in stack ranked list with cutline.
WSLL, WGLL, WMM were simply ways to help people understand the cost and priority what they valued most
with a cutline that could move up or down according to development schedule progress. They were methods tc
guantify and prioritize features even if the@gre emotional or subjective.

EAC Shared Office with Desmond Lee:

On my first day at EAC | was shown to my temporary desk where | shared an office with a newly hired junior software
engineer Desmond Lee.

Desmond was an excitable talented engineer but super green inexperienced. He was new to EAC as well. It was nice

having an equally Anewbied to explore and compare not
John Schappert Recognizes AMr. Seaborne! o

When wal king down a hallway a short somewhat rotund 1
the corridor, AMR. SEABORNE!!I T 11119

It was John Schappert. John had been in the computer and video game industry as long asybadc few years
longer even. That was rare then! And even more rare now!

He was a programmer for Visual Concepts then. He made console ganigesigce Strike and

Jungle Strike. He would later be céounder of EA Tiburon in Florida. He parlayed his success with EA Tiburon to
become CEO over EA Canada and EA operations in Canad:
reported into John Schappert.

Eventually John became EA Worldwide President in EA Redwood Shores headquarters. And he would spin out from
there to Join Microsoft Studios overseeing Xbox, and then would form a new company back in Florida returning to his
founding roots.

I met John around 1987 when he was working for a contract company called Visual Concepts.

John loved to exclaim my name in every public venue you can think of,



I n a meeting. I n a hall way. On a field. Even in a

iMR. SEABORNE! T 10 John would excl ai m! Once he e
someoneobds office door .

John | iked me and we shared an Aol d school 06 game deve

Met John Schappert at Visual Concepts with its Founder Greq Thomas:

Backinthedayat Vi sual Conceptsé

| had interviewed Greg Thomas of Visual Concepts as a possible subcontractor, but | opted against working for them
when | observed they were fismall timed and had no pat
creators, and the resttbie staff were soldiers implementing their ideas.

If | worked for Visual Concepts, | would just be a programmer to them, not a developer or game creator (as | saw myse
That did not work for me. | declined to continue talks with Greg and Visual Concepts after my first round of interviews.

John Schapperti and Intolerance for Feigned Competence, and his Megaphone

John Schappert and | enjoyed a |ifelong mutual respeoc
success is largely the result of his passion and innate intelligence. He knew how to motivate and drivespenifédt
was a fAtyemi queod s

Schappert (often called by his last name alone in the hallways of Electronic Arts) had a reputation for walking througho
the company and on its fields with a megaphone. He would scream into the megaphone to have his shrilp@€ladugh
voice goad otaunt staff, particularly management and senior management.

Johndés most shocking megaphone actio e his occac
megaphone against someoneds closed o [ door and s«
as simpl e sasnannhee oprerfislonadbm comi ng in, itds JOHN! 0. Jo
appreciate his sense of humor.

ns wer
f f ce

for executives or

He had a passive dain
bute tangi ble fAwork vz

aggressiv
corporations and did c

e di s
not ontri
John and | shared an intolerance for the incompetent that feigned competence, and an abhorrence for those that held
talented people back to hide their own inabilities.

Addiction to Iteration :

Tony Lam and Dave McCarthy were two of the original four founders of Fusion. Dave was head of production which
meant he managed the portfolio plan, negotiations outside the group, and was responsible for game designs and ultim;
quality. Tony was respoite for operations and schedules. | was responsible for technology and hitting our schedule
dates and milestone deliverables. We were all responsible for quality.

Dave loved to iterate and iterate and iterate to achieve the highest quality possible he imagined. Tony and | argued the
was a point of diminishing returns, and we need to it
burning toomuch time on a feature. Dave accepted our arguments but forever we three would playout the developmen
schedule vs feature vs quality dance.



Part of the Hell Difficulty Saga and The Liberty Zone

ed Daveods desire %hoourweaatk tahned rtiusnke ogfa noetsh etro ftehae
rati ono.

We would forever use What Matters Most (WMM) with a defined cutline along with feature & tech financial and time
cost estimates, What Success Looks Like (WSLL) with ¢
KPI 6s.

We all agreed to a high level of iteration because it was for quality. We just time boxed things and adapted as we saw
progress (or lack of it).

Quality mattered A L OT! And so, we were slightly fnaddicted to
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E225 Mind Over Body at Fusion

Mind Over Body Race

Local File:
ALibertyBooksVideo¥225 Mind over Body and John Schappert in EA Electronic Arts Fusion.mp4

Rumble Episode Link:
https://rumble.com/v55upir225mind-overbody-andjohn-schapperin-eaelectronieartsfusion.html

YouTube Episode from @HellDifficulty Channel:
https://youtu.be/j461HpyPm 4

Description:
Hear the legendary battle of Mind over Body (Tony Lam) versus Jock Body (Dave McQasahgre with John Schappert

presiding with a Megaphone.

Richard recalls 06o0old school 6 game design tenants and p
He talks of fundamental differing design strategies between Japanese and AvRarimaean design approaches.

Listen to Richard regret the power Publishers have ove
Richard shares more stories working with Technical Directors, Art Directors, CG Supervisors (AKA CG Sups), and more.

Learn how deeply John rédevideomamesand thusyvleves etdudatos. s chool 6
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iMi nd over Body o ivany v Daxd on thalField Track e t e

Tony and Dave had a Afund rivalry with Tony evangel.i:
Dave was a jock and ran several miles every morning before work. He believed firmly that a healthy body led to a
healthy mind. Tony believed a strong mind could overcome anything and make a body do anything. Dave chortled an
| aughed at Tranceyobnsind ana podye Thieygwere at odds for years.

One day they decided to have a spring event and race each other around a field track.

Dave told Tony that he needed to only run HALF the distance Dave would run and he would consider that a Win for
Tony. But otherwise, Dave proclaimed he would win.

They raced and Dave finished first. But the fAraceodo \
Dave would concede victory to him.

Tony ran and jogged and barely wal keddi sh stagger tr
His body was spent two times over.

Tony | ost Abody over mindd that day against Daveds at
Mind over Body is not necessarily true. There areér

John Schapperti Race Competition and the Fire Truck and Megaphone

During the race competitionby Tony and Dave a big red fire engine blared its klaxon alarm as it pulled up to the field
and onto the grass. It was an emergency!

But on top of the fire enginewdso hn Schappert! EA Canadadés CEO rode wu
megaphone and screamed, fAWho is going to win? Mi nd
anyone that dies on the field. o

It was a grandiose way for John Schappert to both participate and genuinely provide emergency medical assistance st
one of them (Tony) have a medical emergency.

Tony may have been close to an emergency, but he was okay after fifteen minutes of rest and recovery in the shade w
hydration.

fRe al Gameso were Johnds Passion

Possibly due to his ol dornsagbk beoause hevoved gamesghatrovercama thek g r o u |
dependence on Hollywoestyle licenses & cinematidsthat relied heavily on sizzling special effects to carry them.
Games fbackhadm hdéef dmy®i n t he momentd and keep sti mul
achievement and discovery.

John grew up on a diet of Areal gameso t hdhelavddiganes d ¢
that were genuinely Afund and addictive.
He | i ked games developed in the traditional fJapanese

Japanese game development had a reputation for being different than Western Culture game development. Western
Europe and United Kingdom focused on the story and then visuals and sound and then the world and then characters :



then play mechanics and finally challengevard loop. Conversely, Japanese game development focused on the opposit
orderi play mechanics, challengeward loop, world level interaction, characters, story, visuals, and sound and music.

Japanese style development typically started with the core play mechanic; it had to be intuitive, quick to learn, initially
puni shing but highly rewarding on mastery, and not r ¢
The core medmic had to be a nugget of pure gameplay fun magic.

Once the game nucleus was fun, environment and interactive objects and opponents were layered in to give purpose t
core play mechanics. Once it was fun to move about ¢
engagetheply er ) were added to give | arger quests and miss
setting and goals. Finally integrate sound and music and pretty graphics. And then tune and balance and refine the ge
to maximize addiction cllenger e war d cycl es and provide memorabl e fish
moments.

American and Western European game development seemed to believe people buy and play games based on the stot
characters whereas Japanese game development seemed to believe people buy and play greesdioreint action

play.

| always preferred the Japanese style of game development because | felt players spent 99%+ of their time executing t
game mechanics and believed they should be the most refined and best experience ever.

People skip non interactive sequencesovi es and the | i keé Game play, mech;

Publ i sher 6s -Hsdapaifrdm H8laadecsd from Four Discs to Two Discs

Now, | admit that | was not always the best at achieving the most balanced and immersive game designs. Usually that
was the result of publishers limiting me.

Asexamplée Escape from Hell was or i gilspardnihgfouradisdsbutEA reduced ibto f |
two floppy discs when the new high density 3paék®OTHI o p |
3.50 and 5.250 discs on the retail b o kyowscouddna relp antwhich 3 .

|

drive any computer had. And so EA managed costs and reducediisyygametoa-di sc 5 .-@i5®c ad-id5d
game.

I had to introduce crazy compression and dramatically relduieé dedpes. Hell fell from Nine Circles of Hell per Dante
to Three Levels of Hell, and correspondingly huge legions of demons and hordes of the Damned were released from tf
torment. They no longer had to serve Hell.

Publishers approved games based on previous versions of the game (sequels were safer bets), but they invested in or
games too. Publishers rarely approved games based on core mechanics or game play. They usually made decisions
what games theywbud f un based on the gameds world setting and

Sound and Music were fAassumedo to be good in the fing
Technical Directors, Technical Art:Directors, CG Supce
Techni cal Directors (TD6s), Technical Art Directors
devel opers succeed. They were the insurance policy t

and Technical ArDirectors were the engineering fire marshals preventing fires, or firefighters putting them out.
Producers were the game experience design marshals.

| ar roles for ar t and audio creation ¢

There were [
0 and sidCompater Graphie Supedvisdrsf(AKA €@ SupskanceActiamal | | s t ¢

Sim
more fnarti st c



Animation Directors. These people made sure the game looks and sounds great and matches with the action. Later ir
industry, work included motion capture, lip syncing, and much more.

Mo st Techni cal Directors and At e
wanted to work for someone t hat
games and the culess around the world surrounding it.

expertso regardl es

ch
fi g-totendievterythirg abdut makimga s a

Johndés Love of Ol d Candlssdtierdsvs&tafid E mul at or s

Decades |l ater in EA John Schappert had heard of one
Entertainment System (SNES) emulator to run on the Sony PlayStation Portable (PSP). John decided EA should publi
coll ectiiomo ogamed acsrs t he Pl ayStation Portable.

He summoned the engineer with me to discuss our technical approach and what he might expect in the final emulator i
terms of features, quality, and speed performance. How many games would be in the compilation?

John had developer friends that claimed they had a rockstar emulator that could be ported from other consoles or the
per sonal computer to the PlayStation Portable. John
neverrunfastenbogh or wi thin the memory constraints of the P

The engineer had prototyped the emulator on his own time and was offended John would take his idea and give it to ar
external contracting group that John liked. It almost felt corrupt. It was certainly wrong.

It took several meetings and technology proofs, but we made it undeniable that the Fusion emulator tech innovated by
| one engineer was | ightyears ahead of Johnds friends:¢

Fusionds emul ator won the bake of f!

Fully funded and approved the engineer was promoted and made product lead A Raptaywhich became

successful portable experience bringing back to life old games incligingeStrike and Desetrike: Return to the

Gulf (yes, it helped sell the idea to John Schappert since he worked on them early in hisR@addRgash 1, 2, &,3
SyndicateUltima VII: The Black Gate, Wing Commander + Secret Missions, Virtual Pinball, Mutant League Football,
Haunting Starring Polterguy, Budokan: The Martial Spirit, and B.OEA\ Replashad a | og of Aol d s

It was great to defend the underdog engineer from executive preference so his vision could become reality and our tea
could feel triumphant and motivated to Ashow how awe:«
needed to prove themsek:

Risks and Rewards

Reflecting on the wild ride of leaving the United States to work for a foreign conipalbgit in Canada was
enlightening and terrifying.

But the reward of takingtheleagnd pl unging into the unknownéwa$andr eat
intimidating.
Iconcludedy ou had to take risks, to achieve great thingsé

the right risks.
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E2260OH CANADA! LIVING IN CANADA

4
i
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Local File:
ALibertyBooksVideo¥226 Oh Canada Living in Vancouver British Columbia Canada.mp4

Rumble Episode Link:
https://rumble.com/v55upie226oh-canaddiving-in-vancouveibritish-columbiacanada.html

YouTube Episode fronr@HellDifficulty Channel:
https://youtu.be/LmnO7Q8GSo4

Description:
Hear the tales of moving to and living in Canada.

Learn why Vancouver fires a cannon every day.
Richard shares experiences with a vehicle bieakorsedrawn carriage, and Snowmageddon.

Listen to the stories of Alban Wood and Gazlgbalnd t he dynamic duods Wirel e:¢
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Living in Canada

Moving to Canada;

To work for El ectronic Arts in Canadaémeant, wel | émo\
And-Moving to Canada was no small featé

Having our householdacked and crated we drove to Vancouver, Canada from Huntington Beach, CA (where we had
|l ived) é we had much more to do.

We had to have our cat Suniko further immunizadd obtain a certificate of health before she could immigrate to

Canada with wus. She hated the very long drive despi't
Unfortunatehyjumbej abttfyeaked her out and made her |
and moans four hours and hours andSAborder.séuntil we fir

Ironically, no one even asked about the cat. We just went on through with no cat drama or concerns by Canadian cust
and immigration.

I have many random tales of events and experiences while living in British Columbia, in the Pacific Northwest of Canac

Canada is Part of British Commonwealth:

| recall seeing a portrait of the Queen of England in the immigration office. | learned later that Canada sees itself as a
ACrownd Country and operates many government busines:
informed- Canada is part of the British Commonwealth and so recognize the Queen of England. And thus, her portrait
was hung in the customs and immigration office at the Candtissborder entering Canada.

The immigration officer had very questions and seemed to rubber stamp us through along with our cat.

Condo in Vancouver, Canada:

After some quick searching (we had no home yet, no place to put all our crated thifigshdvan available brantew
condominium in downtown Vancouver, British Columbia Canada. It had a window view overlooking the Burrard Inlet
with sea planes and ships passing often but out of sound range, so it was picturesque without disruption.owWwe loved
condo in Vancouver.

Despite the little office and tiny kitchen (oh yieanly one person could be in the kitchen at any time given its immense
tininess.

Its only drawback was it was just under 1,100 square feet. For two people that may not seem too small, but it was. |
made my office in a narrow but deep closet; my | itt]l e
tunnel 0 ¢ésmorugelmyg gompmuierfor email or work.

Common to living in a dense urban city anglkyrise we parked in an underground parkade (Canadians call parking
structures Oparkadesd) . Therefore, we had to carry ¢
sixth floor we were on. | had used a computer cart for grocénigsve eventually purchased a collapsible wheeled
Agrocery carto to facilitate transporting things bet\



Americans Not Invading Cannon:

We heard a cannon fire everyday while living in downtown Vancouver. We were nearby Stanley Park which had a hikil
paths, tennis courts, bike trails, and more. It was a great outdoor gathering place for the big urban dense city.

A cannon was inside Stanley Park, and it was fired e\
Canada feared Americans might invade and capture Vancouver and so conceived to fire a cannon everyday indicating
they WERE NOT captured. After all, if they were captured, they would not be able to fire the cannon. It seemed
backwards but it was what theid.

And they kept the tradition ongoing giving us a cannon shot every day.

As an asidé Canada when under British control invaded the United States and burned down the White House. Funny
how few people know that bit of trivia.

Nova Scotia White Carriage:

| visited Nova Scotia in Canada to see a developer. There were a few interesting tales from that trip, | recall it was
insanely humid and hot. An elderly man in a white horse drawn carriage rode back and forth maybe half a mile in the
Lunenburg city dowtown. No one rode with him that | ever saw.

He just rode back and forth like an unused empty taxi looking for a rider that would never come.

Car Break-in:

There is little to tell of this story, but our car was broken into while we were at home despite the car being locked behin
barred gates to its camera surveilled underground parking slot.

The thieves managed to follow a car opening and passi
security gate. NOT MUCH SECURITY obviously.

The thieves went down and down to the bottom of the parkade to reduce odds of being seen. Apparently, they knew

Aiblindd areas of the camera surveillance system and ¢
Qur <car was in the row of cars the thieves attacked.
out entirely as they destroyed the doorés | ock frame

trunk to takeanything remotely of valug even dimes and pennies. They took everything!

We learned that there is nothing to be done about car-bredut accept them and move on. The government had given
uponthecrimét oo petty, too insignificant compared to bigg
submarine!

Harmful Conseguences from Selectively Enforcing Law:

Yea, Canada had weird and bazaar criminal problems that made them ignore petty crimes like-oes. break
What are the consequences of such laxdatercement?

Well, | saw it firsthand. And the statistics say it unequivodaBritish Columbia had the highest auto bréakate in
North America much less Canada.

Obvious to me there are harmful consequences from selectively enforcing laws.



House in Port Moody, Canada:

After many years of success at Electronic Arts | had been promoted to Chief Technology Officer over the Fusion busine
unit. | would later become Chief Operating Officer and the replacement CTO reported to me thereafter.

With my success and corresponding stock grants at EA | was able to liquidate them, so Katherine and | had the down
payment necessary to purchase a house in a nearby city called Port Moody.

ltwas atril e v el house with an additional Afbasement 6 grandnm
descended from the main floor down to a +hid | | |l arge room we made into a fme
Agrandmadttheedr Ghiscth was a compl ete apartment with bedr
ascended to a second floor overseeing the greenbelt behind the house and down three+ floors to the backyard.

I nside the house had huge 206 vaulted ceilings with \
and living room areas. The kitchen was huge like a ratydl open kitchen with a center island to aid cooking and food
preparation.

| believe the house remains one of the most impressive houses | have ever lived in. It was nice. It was posh. It was
sophisticated.

As an aside we had to sell it at a loss during the financial meltdown when moving back to the U.S. many years later.

Snowmageddon in British Columbia, Canada:

The first year we lived in Port Moody, BC we experienced what the local news declared an extreme srioivat@asm
Snowmageddon in British Columbia!

The snow came down and came down and seemed like it would never stop. | was a stalwart though and rose early
morning as day broke and armed with a ffmot-wide snow shovel $hoveled for over an hour clearing the walkway
from the street to the front door and the driveway from the garage to the street as well.

After a week of snowing off and on (mostly on) the sides of our driveway were piled six to eight feet tall of snow that |
had been tossing up higher and higher on the driveway snowbanks on its sides.

There was nothing visible anymore but white everywiharedisturbed pure snow fallen from the heavens
ABSOLUTELY EVERYWHERE!

While it was beautiful it was hazardous if not outright deadly. Despite it snowing at most two weeks a year in the great
Vancouver area its drivers seemed totally ignorant on how to drive in the snow.

Many people had studded snow tires to swap for snow months (they were illegal to usesnowmomonths due to

potential damage to the roads) but while that afforded more traction, people still drove like boneheads without respect f
the skid and slide tikrats of snow and ice and black icand of OTHER people may not be safe and may slide right into
you regardless of your own cautionary driving.

Driving in the snow is dangerous and British Columbian drivers were no better than anyone else. If anything, they
THOUGHT they knew how to drive in the snow and let their confidence get them into trouble through driving too fast or
taking a turn too sharfor the slippery road surface.

| drove to work every day in the snow no matter how insane people thought | was for doing so. My work ethic was
unstoppable. One day there were only a handful of people in the studio of normally over a thousaiidtpeaple
Snowmageddon ghost town.



Although driving in the snow was scary | did it successfully without any major incidents. | even stopped to buy
anniversary orchids during a sleet and snow downpour. It was important!

At home one morning we heard a huge sliding rumble and a crashing sound followed by a small explosion. Katherine
I rushed outside to see what had happened. A huge foot+ thick sheet of ice maybe ten feet by nine feet separated fror
r oo f 6 sredshegts dndityskd down like a HUGE GUILLATINE slicing down on the front porch and garage door.
The roof was slanted to allow water to runoff and so

Had anyone been beneath that ice sheet | would be amazed if they did not die. It was incredibly huge and massive an
heavy. And it came down within seconds once it dislodged.

Lesson learned never stand outside a building near its sides or beneath its roof after a snow and especially if there is a
visible snowpack collected on the roof.

Alban Wood 1 Olympic Fencer, and Event Clock Programmer in Switzerland:

Although | interviewed literally i we | | over a thousand people ovelfi my ti
especially good, or especially bad.

At one point- We interviewed a native Montreal FrerClanadian Alban Wood who had moved and had been working in
Switzerland for a watch company to create software tracking timers and countdowns at Olympic events. | had no idea
there was a dedicatedjabgt f or Ol ympi c cl ocks and timers, but tha

Interestingly, Alban was also an Olympic fencing champion. He did not place high enough to earn a medal but his
participation in the Olympics was a hugghievement for him as a young man. Realizing he was unlikely to become a
world fencing champion after his Olympic defeat he decided to pursue engineering as his career.

Alban was a legitimate genius and employed his talent towards engineering. He began learning traditional programmir
languages and data structures and algorithasstaught in schools. He then learned to program games on his own and
managed to get a jakorking at Omega on software clocks and timers for Olympics games.

Alban was clearly a great talent, and even had greater potential. We hired Alban.

Alban Wood i Paid for Genius with Stress:

While | could tell numerous tales of Al ban Woodds ext
commitment to family and friends, perhaps one of his standout traits in addition to those really great and positive ones.

Al ban suffered tremendous anxiety over his ability 1t
their lives and as their sole source of money. His wife was native Switzerland and moving to Canada just as she becal
pregnant with theifuture firstborn daughter added more strain to Alban than perhaps he could handle.

Alasi Al banbés stress manifested in his torment driving F
developed rashes that doctors could not treat, and so he used salves and ointments to offset their agitation.

It was apparent to me that greatness comes at ai phidn paid for his immense talent with his inner peace; | have
often wondered i f Al bands success in | oleeadurddtdbathe | y
man he was.



Alban Wood 1 A True Friend:

In life there have been scant few people | would call a true friend. Alban was one of those people.

We battled so much together in terms of work challenges and mi$si@SH and ENGINEERING AND
NETWORKING AND OPTIMIZATION AND GAME DEFVELOMENT AND GAME DESIGN QUESTS!

| am proud to say that Alban would march into Hell to fight its hordes just as | would for him.
I think that is what a true friend would do. They w

Alban Wood and Gaz Igbali The Dynamic Duo;

Later on, during my work with Alban we hired a man nhamed Gaz Igbal.st@amled with the English language, to the
point most people considered him intelligible and unworthy of their time to talk to.

That was a huge mistake by most people because Gaz was insanely intelligent and super motivated to succeed. Partr

with Al ban as his sensai to teach and guide and shap:¢
company.
At one point behind closed doors executives in ElectH

to make sure he got along with everyone and could communicate effectively.

| was offended at the notion that someone with such remarkable talent would be even remotely questioned because of
communication challenges and introvert personality (which was likely fanned by his spoken English difficulties).

Since | was subordinate in the organization | just answered that there have been no issues | knew of and Alban and | w
fine being the 060l eadbd interfaces to any teams that m:

It was dumb. Gaz proved to be one of the best engineers we had in the division.

Alban Wood and Gaz Igbali Wireless Networking on the Sony PlayStation Portable:

One of the most memorable moments for me of Alban and Gaz working together was early during experimenting with
Sony PlayStation Portable (PSP) prototype hardware.

Alban and Gaz stood in front of our then about eighty person team and held up two physical wiregth each wire
attached to a separate PSP prototype hardware device.

As they moved with two wire ends closer to each other they suddenly communicated invisibly without touching each
other. They communicated wirelessly!!!

That may sound like nothing special since so many things even then operated wirelessly. Htvigveas a big deal
because the PSP did not have wireless hardware yet!!!

Alban and Gaz discovered the PSP *DID* have the transceiver hardware but did not have anyway to amplify the signal
negotiate a connection with another device. Their s
e a c h o tobtempdficaticn,tard ensure they had a common protocol to send messages back and forth.

Even Sony, the maker of the hardwar e, had not even a

Againi theywere geniuses! They were cornerstones to the connectivity across all games in ouridiusiom.
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E227Working in Canada

Working in Canada

Local File:
ALibertyBooksVideo¥227 Working in Vancouver British Columbia Canada at EA Sports Electronic Arts.mp4

Rumble Episode Link:
https://rumble.com/v55upwia22 #working-in-vancouveibritish-columbiacanadaateasportselectroniea.html

YouTube Episode from @HellDifficulty Channel:
https://youtu.be/meKfVvSVuUjE

Description:
Hear stories of Electronic ArtsinCanada EA Wor | dwi de, EAC EA Sports, EAX BI
Learnaboutmutis t ory 6Tree of EA® in the center of the top flo
skyscraper.

Listen to tales of Richar d highmadoveMarzauver, &d somie of thel misadventuies r r

Richard shares tales of moving teams to different buildings throughout his career, noting the importance of assigning spac
planning leaderé Space Captains and Space Cadets.

Richard sharetales ofhis commute through the down & out tenderloin of Vancouvklastings Street where legal Heroin
Clinics operatedég
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EA Worl dwide and 06The Tree of EAO6 Downt own, Price Wat

At one point our Fusion business unit was moved to a temporary office space downtown Vancouver on its landmark Pr
Water House building.

EA Worldwide was based on the twentieth floor, and it was posh! Spanning froni'tied2@own to 17" floor (where
Fusion was) was a holl owed cutout vertical g INfoeraptac y | i
the 20" floor was a live tree.

That is righti EA had a huge living tree growing inside its offices that extended from thigob¥ up to the 2t floor
where EA Worldwide executives worked.

We joked it was the tree of life forEAG The Tree of EAG6 I|ife.

EAX Downt own, Price Water House AEA Fl oor s:

As an asidé EA also had a division called EA Blackbox (or EAX) that reported into EA Canada but operated largely like
its own business unit like Fusion did. EAX was housed in the same Price Water House downtown EA facilities.

EAXb6s founder and producer for Needs for Speed had a
as he saw fit if he achieved his assigned product an:¢

They worked on James Bond games and raft of other games in addition to Need for Speed.

Walked to Work in the Snow Uphill:

It sounds cliché and ridiculous, and it was by choibet | walked to work when Fusion was based in the Vancouver
downtown offices shared by EA Worldwide and EAX.

Uphi I | all the way to work for months on end with ter
me with hail or snowed and left me drenched with thawed ice as the morning unfolded at work.

Of course, heading home was easier being all dowinhidled count your blessings.

Alban Wood i Friend and Colleague:

Alban was worried about moving to Canada from Switzerland because his wife was pregnant, and they feared too muc
upheaval too late in her pregnancy might introduce complications. Alban was aweotigXTREME. He suffered
extraordinary anxiety; he waibreak out in hives as schedule deadlines approached that he was unsure if he would
deliver against on time.

Alban Wood was a perfectionist. He was driven almost obsessively to do great work and be the greatest engineer he ¢
ever bea all the time. Alban did not give himself time to rest or recuperate. He did not give himself time to stop and
breathe. Hewul d run and run and runéuntil the job was done

I remember Al ban walking | aps around the company buil
stress and be able to focus once more.

Alban and | forged a deep personal friendship and bond. We would march into Hell for eathobtteirse because we
both would only ask the other to enter hell for a just heavenly cause.



Al bandés Success:

Alban joined Fusion while his pregnant wife remained in Switzerland. They coordinated carefully over six months her
eventual arrival to Canada to join him. There were a lot of details and worries for them to overcome, and thankfully the
did so withouincident.

Alban would have baby girl with his wife while at EA. And then a second daughter. And then a third daughter. He has
great story of overcoming his anxiety and rising within EA through sheer willpower and drivégaseihg and sacrifice.

He took arEA opportunity to return to Switzerland for several years to spearhead a technoleggoturd for EA

globally, and from there he was handsomely compensated such that he was able to buy-@oftalibouse in North

Shore, Vancouver.

Alban Wood and The Terracei Trust and Friendship:

Although there are many tales, | have with my adventures with Alban Wood. We were allies and friends, and | deeply
trusted and respected Alban. There are few people in the waatdday that | never once questioned their commitment or
loyalty to mei Alban is one of those extremely rare people | could truly trust.

When Fusion was based in downtown Vancouver, we were on @7, On the 19 floor was an open terrace that
was rarely used because it was so high up and had only-foétall wall with handraili it scared people.

The building rocked at the height a little bit. Just enough to feel vertigo and wonder if the world was moving or if you
were moving or if your perceptions were waning.

But you could |l ook out over the Burrard Inlet and sec¢
You could see the huge mufieaked white tent of the Vancouver convention center. You could watch cruise ships come
and go into port. ¥u could see sea planes flying to and from the channel. And there were walk and bike paths along tf
shore for miles.

The terrace became a place of Arefugedo for Al ban and
headed. We would muse about game design principles
thinktanks and EA and Fusidenefited from the synergy that formed between us.

| will always consider Alban a true friend and someone | can trust. And that is extremely rare.

Fusion Moves to Burnaby (Swing Temporary Space, then Phase || New Building):

Fusion eventually |l eft EAOG6s Vancouver downtown wor Ksf
of a temporary fAswingod space while EA finished buil di
motion capture studiand huge underground gym.

EA0s Phase |1 new building was adjacent to EACO6s mair

Everything was glass or shiny bright metal. It was posh and made everyone feel fancy and incredibly special and
important to be allowed tework in such impressive facilities.

Space Captains and Space Cadets:

To make moving offices 6funé we assigned Space Captai
along with their team mates.

I continued the Space Captain and Cadet moving O0fund



HoloLens in the Dungeon:

As an asidé when working on HoloLens at Microsoft my team and | were movedtoawihdews s under gr ou
where we worked in secret on the underelopment augmented reality hardware Microsoft was then covertly
developing.

When they announced HoloLens to the world, they declared that beneath the announcement building were secret Res
and Development labs where the magic was made.

My team and | were that magic!
Why do | say we moved into a dungeon?

It was not just the underground winddéess chambers we weire But every door was forced closed with hydraulics and
required special badge access to enter as well as security guard approved passage from a list updated daily.

Although later we were allowed to enter via the upper building and descend locked away stairs, we at first were directe
to use the freight elevator in the back of the building used for deliveries. We were to wait until no one was near or
watching and gaip and quickly swipe our badge which made the horizontal and vertical massive gates open and the
elevator door likewise grant entry.

The freight elevator was dirty, loud, and slow. It felt like descending into the abyss every time | went into Microsoft to
work on HoloLens.

I will discuss more on my HoloLens work later.

DrivetoWork T Hasti ngs Street |, Throng Swarms Car in the Has

As | commuted to Fusion each day when it was in Burnaby traffic was bad. Although I only had to drive about eight
miles it took fortyfive minutes! Roundrip that was an hour and half DAILY!

My time was precious, and | did not want to waste time commuting if | could avoid it, and so | tried all sorts of different
paths to work. | found the best path was so much faster than | could get to work in fifteen minutes on aigtdd\day
FASTER!

| discovered AHastingso which was an underbelly streecé
of an area where police left people to abuse drugs and do whatever they wanted with little intervention. Only violent
crimes seentkto attract police involvement.

One morning heading to work | observed a throng of bums and addicts assault a car with someone inside unsure what
do. They attacked after the car bumped into a homeless person dashing across on a bike. Another homeless woman
dashed to the fallen bickst. And then screaming and every bum and addict from all directions swarmed and began
striking and kicking and shaking the offending car.

The cards driver Wwas |l eft with few options
1) drive over the people.
2) wait for the throng to give up or break inside (as they were trying to do it seemed).
3) sob and plead for them to leave.
4) call for help (if they had a phone).

Practically speaking the driver had no optinysiver hat w:e
convertible Mercedes SLK. Yea, | stood out like a sore thumb driving through Hastings.



The driver was paralyzed, presumably out of fear.

A siren blared and a squad car pulled up on the sidewalk bypassing the stuck line of cars. The officer blared through it
car megaphone, AStand cl ear!! Stand clear of the car!

The mob dispersed and an ambulance arrived shortly to assess the bicyclist for injuries. | was waved on with the rest «
the traffic finally.

Hastings Street was wusually a fast shortcut to work ¢
ni ght . Yea, | worked until 8 to 10pm most night and
DrivetoWork i Mer cedes i n the O0Hood:

Once an addict excl ai med, iYou, ri ch mot hé&mowéndwhydid Ar

he think | was American? The car was purchased in Canada and had a Canadian license platé. sGinevidings are
never known, antlow a bum knew | was American remains such a mystery.

| was the AMercedes in the 6Hoodo.

Hastings Street- Big Baggie, CrayShee, and Little Baggie Plus the Heroin Dancers:

The Hastings Street drive to work was often filled wi
There were three recurring fichariacterso | remember s
1) BigBaggieia man that reliably | eaned on a wall mor ni nog
when people walked up to him, he would pull smal/l
appeared he was selling drugs afre kind though | cannot confirm what he was selling since | never even

waved at him much | ess spoke with him. Regardl es

2) CraySheeia woman that appear ed t o-addled prastitutee Ghelwasmoti st r e e
particularly attractive, but her continued presence suggested she must have a sufficient clientele to fund her life

3) Little Baggiei there appeared to be another man selling dope, but he had a much smaller bag. | jokingly referre
to him as a fALittle Baggiebo.

4) Heroin Dancer$ BC had installed a legal heroin injection clinic on Hastings Street, which could explain the
prevalence of drug addicts and crime in its surrounding areas. Of course, BC chose Hastings Street because it
already dowrandout crime riden.

It was common to see people Awiggle danced as the
in a state where they wiggle and move their limbs like noodles with poor motor control. Sometimes their
Areal i tyo i s s ontkemddoe eithtstreet poles anchsans.e Ons man had sex with a building
corner.

The Aheroin dancerso were surprisingly able to st
in front of you and you just had to wait for them to meander dance to the other side of the street, or drift back
where they came from.

Honking your hornwasabadideda he | ocal s were not necessarily dnafi
hostile and jeal ous and envious and resentful. é

Despite all that | endured the horror show to improve my quality of life by saving time.



The Building Arm AVehicleod Fiasco:

Katherine and | were going on a trip and Alban Wood needed a car. We thought he could borrow our car while house
sitting and caring for our cat Suniko.

The plan was perfect except for one unexpected thabuilding gate security arm lowered and smashed the roof racks
of our Honda Passport 4x4 Sports Utility Vehicle (SUV). When we returned and Alban explained what happened we
could see little if any daage to the car, and so decided to ignore the incident.

Alban felt terrible about it but | could not see how it was his fault. The arm came down way too soon and fast. Alban
said he swiped his badge on the card reader but assumed it must not have triggered the gate so when the person in fr
him drove though and Alban followed the gate thought only one car should go through and closed on Alban in our car.

There was no way to know why the fAarmo cl osed on our

| received a letter in the mail from the Insurance Corporation of British Columbia (ICBC) which was the government rur
auto insurance corporation. The lettersaidtmaals gui | ty of hit and run at the
remit payment for damages to the plaintiff.

Wel |l , Al ban explained the fAarmo broke off hitting my
it in the back of a conference room. Apparently, facilities found it and tossed it as garbage. The evidence was gone.

It took months to fight ICBC over the issue. They insisted that buildings can be victims of motor vehicles tb@argea
can drive into buildings.

And they said it always the fimoving partyo that is gl
drivers are always guilty.

I challenged the supposition profusely! UNTRUE! T h e

The ICBC assessor was surprised how simple and valid my argument seemed. She agreed to go and investigate the
Afcrime sceneo to see what she could uncover or deterr
the incident.

Fast forward to the conclusidnthe ICBC assessor woman determined there was a sign that warned drivers to wait until
the gate closed before using their badge key to open the door and enter themselved. GWEpPEBWVIPE, ONE GATE
OPEN & CLOSE, REPEAT.

HOWEVERit he warning sign was occluded by a big yellow I
building. Their safety feature blocked the safety warning.

Alban and no one could have seen the sign, and so the ICBC assessor decreed the building was operating negligently
moving party and so was guilty of hitting my car. She asked if | wanted to pursue damages from the building owner no
that they are gity, and not me?

Stupid! 1told her that | had no interest in anything further and thanked her for helping close the silliness out.



Backing from Building Arm AVehicleo Fiasco:

Maybe a year after Alban had the fumrwith the building security gate arm in my SUV | had a similar thing happen to me
T sort of.

I was waiting to go through a security gate in the E/
of me asking security through the entry microphepeaker to let him in to ostensibly do work. Behind me were two
other cars waitingand more collecting as time ticked onward.

The utility truckds reverse |lights came on and he st:
not want him to hit me and sadversed a bit but the car behind me moved forward at the samietimgecrunch.

damage was at most

e fiwv ndred doll ars but the I
he right and proper thin doo

e hu
g to

It turned out that ICBC has another hard iiuly moving party that is going backwards is guilty of a collision they are
involved in.

And so, my avoiding the utility truck from colliding with me even though it had a knoaking was 100% my fault and
responsibility to pay.

You are Victim to Laws i Within and Outside the USA:

There was nothing to ddbut to embrace different country lavk nowi ng t hey are i nconsi st
and there is nothing you can do about them.

| learnedi you are a victim of laws, unjust or riotvithin and outside the USA.



Part of the Hell Difficulty Saga and The Liberty Zone

E228Fusion vs EA Canada and The World

Local File:

ALibertyBooksVideo¥:228 EA Fusion vs EA Sports, EA Canada, and The World.mp4

Rumble Episode Link:
https://rumble.com/v55upz&228eafusionvs-easportseacanadaandthe-world.html

YouTube Episode from @HellDifficulty Channel:
https://youtu.be/9JjWgAXLEgo

Description:
Richard recounts the evpresent conflict and jealousy Electronic Arts studios worldwide had with EA Fusion.

He shares how it felt often Iike it was AEA Fusion vs.
Richard details how Fusion was better at hiring, judicious at firing, very profitabldeasting, and innovative.

See how EA Fusion growing and thrivingé
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Fusion versus the [EA] World:

AsFusion grew within Electronic Arts (Canada)é it gai
globally, and especially from its immediate neighbors in Vancouver, CaadB - those that shared the building with
Fusion were especlglobservant.

The competitive rivalry was palpable if not outright destructive. But the company fanned those firegatfcimg
division versus division it seemed. | believe they wanted teams to fight for hiring the best staff from each other and dri
innovation b shine above others. We were all competing with one another.

Even though Fusion had its champions in the EA Worldwide executive leadership they were loath to engage with studic
politics are product development details outside consumer game design experience and projected cost to develop and
ultimate profitability.

EA Worldwide typically seem to care primarily about consumers and profitabilibuld the game attain consumer and
reviewer praise to drive unit sales.

The only way Fusion defended itself year on and year was proving itself through incredible efficiency, shared innovative
technologies and development best practices, development cost efficacy, utilization of contract developers and internal
teams, and PROFABILITY.

Fusion established itself as the secomubkt profitable division with Electronic Arts worldwide. We protected ourselves
from incursions into our operations anftdinthefdurewkess fr or
Warren Wall left the grup and we lost, and with him, our authority and influence and protection. Our work was our only
real defense |ineé

We no longer had an executive champion that would step out of a comfort zone and get involved to resolve corporate
politics and organization problems.

Anhd so- we exported innovated tech that divisions adopted but they would modify them slightlytzaddehem as
their own. They would wait a year or more and eventually people forgot where the tech came from, and their sinister
At heft 0 oién waswsuccessiulram ganered executive favor.

Fusion Better at Interviewing and Hiring:

Like | saidi the rivalry against our extraordinary success and innovation was extreme. We attracted love and jealous h
from all over EA.

Some groups became so hateful and intent on tearing down Fusion that they sought to poach our staff to work for ther
with no regard to impact on our projects. They woul
that AFysi bhrabwahe best people, and we get stuck wi!

The truth was Fusion interviewed better and by precisely targeting people with skills that aligned with the work we were
doing, and we made sure new hires were passionate about the work and games and tech alike. And we made sure pe
with more interesin games or tech were assigned teams that prioritized their interest area so they could work on things
they loved.

Fusion More Profitable and Better at Developing Games and Technology:

Persuasion and influence and | everage were not al ways
against us. Most studios saw how successful and profitable we were with making games like Madden football and the



Sims and NBA Live and so many more. They concluded they could take the revenue for themselves by taking the gan
back into their studios to develop and release themselves instead of letting Fusion make them.

EA was structured such that specific studios fAowned?o
back to when it was originally created but someti mes
lucky/unluckytob ecome t he new Aowner so

Because of the EA st udi o-riskofysirgvisublly qf ils partfolid going férwasdi Dave w a s
Mc Carthy, Tony Lam, and | went on an EA studio world
development from Fusion woulthrm the consumer promise and experience, not to mention they would cost more than
twice what Fusion would cost to make the games. We were high quality (proven by Metacritic), hit our scheduled date:
reliably, and extremely profitable (proven by unitesadnd revenue).

Fusion versus EA Studios (they wanted games and revenue from us):

But some studios were not having ithey were determined to make the revenue Fusion had generated even if it cost
them (and EA) twice as much due to their inefficiency and ignorance of the platforms and source code and tools.

We made our case for Fusion retaining development authority over the games to EA Worldwide, who were reluctant to
engage. But they got involved anyway because the situation for EA blateomas in the crosshairs.

Fusion was handdown the most efficient studio in EA Worldwide and was the second most profitable. But it was the
Afyoungestodo EA studio and so did not have litdssemdadteep st
Fusion was notshackletdy Aol d ways of thinkingd or antiquated t o«
related tech.

EA Worl dwi de awarded Fusion Aownershipodo of all EA hat
ot her stwudios, but it was Fusionb6s decision.
Fusion was back in control of its destiny. We wer e

Fusion was like Mei Selflearning, Innovating as Trailblazing Pioneer:

Fusion was a lot like mieself-learning, seHinnovating- always a trailblazing pioneer!

But we were alarmed that corporate politics threated our existence and autonomy. We had to find a way to be less
vulnerable should EA Worldwide change the mind in the future. Winning the battle did not mean the other studios were
acceptitandgoawayl hey wer e Abonusedo based on how well their
profitability.

It was Fusionbs success that catapulted Dave to run |
promoted me to Chief Technology Officer and later Chief Operating Officer (overseeing the new CTO). And promoted
Tony to COO and latdo EA Canada Operations Officers for the country. Fusion was wildly successful, and we were
recognized for our cornerstone roles in its creation and growth and success.

FusionT | was Responsible for A LOT:

| was responsible for a lot in Fusion
People:
1) designed Fusions Central Team organization and directed game team staffing and training.
2) managed echnical Direction teams.
3) managed all central engineering and technology staff and resources.



4) dottedline-managed all Fusion Central Teams.

5) managed all external development strategies and pudit and provide mitigation.

6) managed and directed all technology development, licensing, and integration.

7) direct engineering performance reviews and training roadmaps

8) interfaced and drove quality with EA Canada central Quality Assurance (QA) group
9) interfaced with international localization and quality assurance partners.

Process:
10)cr eated and drove EA Canadads Mentorship program.
1l1)created EA Canadab6s I nterview Techniques and Stan

12) directed all hiring for the division and negotiated hiring with other divisions.

13) create engineering job family matrix and What Good Looks Like career roadmaps with document leadership an
skill requirements, which became the blueprint for EA creating Job Family Matrices for Producers, Designers,
Managers, and Artists.

l4)devel oped materials and presented them as fiTed Ta
Pictureo theater:; topics included
a. interview Training.

b. mentorship Training.

c. development Training and Insight for Video Game Consoles and handheld devices, including architecture a
software design, data structures and algorithms and approaches specific to our games and potential new
application ideation, debugging and optimizingabstract and specific application to games and hardware.

Product:

15) audited and assessed development schedulesstinthtes, dependencies threat and risk assessment and
mitigations, technologies existing and new, asset and localization plans. And provided staffing, resources, or
alternative approaches or solutions for implementation big gaps or high risks.

16) drove game and tech feature prioritization and cost vs quality analysis using task breakdowns of %2 to 5 days

maxi mum duration with associated doll ar cost (to
estimation of 344 (avoidedodd numer s so peopl e must decide which si
guality average in aggregate over art, audio, pla

a |l ot to the process anfimpadary et pogedkli usaldl taed
incredibly huge and detailed plans.

17Y)supported innovation and creativity fAfree express
demonstrations.

Technology:
18) innovated and created shared libraries through EA for game memory and file management, 2D & 3D graphics

conversion formatting and rendering including-pra ki ng runti me address #Afi xup
sound and music conversion mixing and playh@put control, local and Internet network libraries and standard
matchmaking user interface and crgssne communication libraries and assets, and manufacturer technical
requirement checklist (TRC) compliance libraries and guidelines, arghpse andiggregate analytics collection
and reporting.

19) built standardized tools, libraries, and pipelines for PlayStation Portable (PSP), Game Cube, Xbox 360, and
PlayStation 3.

20) oversaw, directed, and approved software design and architecture through all development stages.

Hardware:

21) directed design and development and manufacturing of EA Sports Active custom motion tracking game controll
hardware.

22) innovated emulator hardware and software fortgdie-created gaming consoles and handhelds, including
complete PlayStation Portable emulation on Xbox 360 consoles using Casio tiny TVs attached to Xbox game
controllersi the result was a handheld gamireyite projecting approximately the graphic resolution and



runti me fispeedo performance of a PSP but wusing an
source code.

23) Engaged directly with platform manufacturers to shape their Software Development Kits and even next generat
hardware designs, e.g., convinced Sony to add more memory, a different memory BUS and Direct Memory
Access (DMA) between its universal minidisdJ MD) fAread buffer random acce
main central processing unit (CPU). Similarly, | pressed for DMA from CPU RAM to the graphics processing
unit (GPU) Video RAM (VRAM).

The | ist of things | was responsible for and deliver e
of that while adapting to a foreign country and in only about seven years.

Honestly- | even impress myself.

My Assessment of EA Canada:

With success comes scrutiny. Within EA Canada there was a Chief Technology Officer Gaivan Chang that was allege
the guru that was behind EA Sports.

After a few months at EA, Gaivan asked me what | thought of EA with my limited experience.

It was a loaded and dangerous question. Ilwassnelmat coul d | |l egitimately say w
EA Canada (EAC)

Well, | guess | always had an opinion, and this was no exception.

I answered, AEAC is not what | expected. I imagined
thinking and crystatlear strategies to channel creativity into innovative features and polished experiences. | thought |
ihad dador rainvde was all owed to enter Ol ympus with the god

ABut what did I find? I found a bunch of super taler
to the intended experience design. They do not seem
they are sobduled but slipping just means movingthe date§aub consequence and no care

AAnd auditing and progress as siame ithedates?ut. Andvwshendhe dates ateo n ¢
coming too cl ose, cut features, o | sai d exacerbated.
Alt feels |Iike everyone 6does what they feel |ike, wi
insight gleaned or things to improve, and | already ¢
AThe only reason this O6approaché works, o0 | asserted,
that the teamds do not need to understand the code oI
featuresfromyet er year 6 s rel eases. I n fact, they Iliterally
wor ks under the hood, o0 | said.

il think it i's terribl e, honestl y. I wi s h | coul d fi

Chief Non-Technology Officer (CNTQO) Gaivan Chang:

Gai van Chang was formally the AChi ef Teaidemopdratomsy Of f i ¢
including EA Vancouver Burnaby (EAC), EA Vancouver Blackbox (EAX), Montreal (EAM), and their respective
contracted development studios.



He had grown up through the ranks of EA Canada from its origination of Distinctive Software before it was purchased [
Electronic Arts headquarters in California, U.S. He rose with the water level being promoted as people were hired out
respect for higarly role in Distinctive Software.

There were a few of the original Distinctive Software people like Gaivan that were still in EA Canada. They were held i

a venerable status by most people and, importantly, |
meno | i ke wenegrotected.i a and
Gaivan had the ni-téohmel offy iChi e e NONor CNTO. Gai var

recently graduatedomputer science major hired as a junior engineer. His technical skills were not up to the job of leadin
atwothousangper son organi zationds technology choices and e

|t was evident t hat Gai van was fiemerituso and had no
authority, | never knew.

Scott Croncei EA Worldwide Chief Technology Officer:

With Gaivan Chang being the ChiefNONe c hnol ogy Of ficer , it fell upon me
for me because | fknew what had to be doneodo and it we
| me t and became allied with EA Worl dwi debds Chi ef Te

Scott was a seasoned emidnedrgnkd uti chaand rmcootd i chagn @ nfi hyaeemd «
Scott knew enough to understand software designs to f
super senior dirgor, but he would fail if he had to get into the code and find and fix something.

Scottdbs superpower was his political prowess and -net\
end restaurants. He used his restaurants to host fApoc¢
creators. He Isied developer conferences and made sure new technologies made within EA or available outside EA w
communicated to studios to assess. Scott was an excellent interface and broker across EA for technology.

The key takeaway for me wa$ Scott Cronce is an ally that can help me navigate and negotiate across EA, but he is not
source for solving technical or engineering problems or architecture or designs.

Scott proved to be an excellent ally within Electronic Arts.

EA Fusionbds Success Grew Portfolio and Budgets, and I

As EA Fusion grew, we created more and more games which generated more and more revenue. Fusion was wildly
successful.

Our portfolio of games had grown to include handheld gaming and console video games. We proved handheld gaming
could be a major income stream and was valued by consumers as much as gaming at home on their TVs. And we
established standardized tools archtéques to leverage and share art and audio and tools and game source code betwe
handheld and console gaming devices.

With our triumph in the handheld mar ket and early suct
with Fusion and invest even more money so we could advertise our product line with much larger budgets.

Comparatively speaking from our humble beginriinyE HAD HUGE MARKETING BUDGETS!

We also had increased development budgets to hire internal and external teams.



Fusion was on a tear with hitting homerun after homerun.

ReverseTakeover from Within (EA Fusion vs EA Canada):

Tony and | joked sometimes that we should fAtake over
would be so successful that EA Worldwide would appoint us in command of EA Canada, not just our business unit EA
Fusion. That never happened liwas one of motivators to get through the more difficult times.

Fusion was always competing with EA Canada and EA Blackbox (EAX). Everyone was jealous and envious of Fusion.
We fwal ked on watero and Aparted seas 0 -offate d¢fgramhr c on st

Sixty Hires in Sixty Days, and Ongoing Hiring and Training;

Over two months we hired sixty employees during one of our growth bursiks person every single day. Well, some
days were multiple hires and some days no hires. But it averaged out to hiring someone every single day for two mont

Although hiring 60 people in 60 days was outtalie high for hiring, we interviewed so many people that we would joke
more than half our job was interviewing and hiring and onboarding and training.

We developed |l ots of Anew hired documents and sampl e:
to each new hire to be their shepherd and guide within EA for their first ninety days.

Yepiit was a major part of my role, hiring the best pe
weighto by failing to do their assignments to qualit)
wasa rare situation for us.

Fusion was kicking butt and taking names!



Part of the Hell Difficulty Saga and The Liberty Zone

E2291T IS A BIG GRAY WORLD!

It's a Big Gray World...

Local File:
ALibertyBooksVideo¥:229 It's a Big Gray World of Mobocracies, Syndicates, Mobs, and Lone Wolfs.mp4

Rumble Episode Link:
https://rumble.com/v55uq@i229its-a-big-gray-world-of-mobocraciesyndicatesnobsandlone-wolfs.html

YouTube Episode from @HellDifficulty Channel:
https://youtu.be/hgunmMN8VOk

Description:
Hear dark tales of international 6sl ush fTillegad s d anc
matters.
Listen to an extreme example story of internati one

Richard enumerates what he looks for during an international tour where visited many potential contract game
development and art & animation companies

He notes how hedd traveled over a million miles ir
And-he shares how he encountered vastly diverse and
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I nternational Business fiDealingso

Not All Stories are Glowing Times Full of Glory:

Noteveryst ory i s full of glowing times, ful/l o fi agréad,r y é
internationallyé throughout the darkest corners of t}

Here are some such tal esé

International Slush Funds:

As EA Fusion expandedso did my connections throughout EA globally including EA Worldwide and its leadership
team. The Worldwide CTO Scott Cronce sought to prepare me for international travel and development.

He explained how countries and provinces and states all have different laws, rules, and customs. iChabuvae
obvious. But he said the subtlety of the differences can be far more impactful and even risky than you might imagine.

Scott shared a tale of il nternati onal Sl ush Fundso a:
and theater.

Development and Marketing are allocated budgets to advertise, host events, hire employees and contractors, and purc
materials and rent venues. All straight forward standard stuff.

And then was At he sl ush f u-pattyecasiwpiggycbhnk that motorte paysaiteshtiomta. s | i
Money was deposited in these foreign accounts under the sole control (and visibility) of the regional studio managemei

The regional |l eadership would sit on the slush fund 1
were bribes and kickbacks and payoffs. The international slush fund was there to enghbag lessest unsavory people
wer e fMooweord he company could continue to do business

Regi onal Leaders Borderline fAlll egal 6 Using Slush Furl

Surprised? Did you think companies all operate above board and completely within the rule of law? | have observed
most companies are the opposite apdrate virtually criminally whenever they can get away with it. Companies have no
ethics or integrity. Corporations are not moral or immoral. Companies do what their leaders makeithene dnd

simple.

Therefore, regional leaders that used slush funds to clear the path for business or events bypassed proper channels ar
visible spending. It was in contradiction to Sarba@etey laws that demanded spending be reported so audits can
confirm legality progécting the company and its board of directors.

It seemed to me that the regional leaders were borderline criminal in their use of slush funds. Sometimes it was just a
guick way to pay someone or buy something. Other times it was a payoff to a mobster or syndicate.

A LOT of Untracked money did not seem like something the public investors would want to happen. And yet Scott
Cronce told me that they fAdid want the slush fundo be
be stalled by local crimeftds or government contrbla | | of which could be Agreased:
way.



Russian Marketing Eventi Tanks, Bunkers, and Buses:

One big example if the international slush fund was a marketing product launch event hosted in Moscow, Russia.
Game reviewers and journalists from all over the world were invited to attend the Launch event that was hosted in a
Moscow Russian bomb shelter, made up into a-lixegparty scene with colorful flood lamps and strobe lights,
performers, food, drinks, andusic.

EA rented buses to transport attendees to and from ¢t
them between the hotel and event sites.

The bomb shelter was the centerpiece for daily meeting and presentations. But there were special activities planned fc
the reviewers and journalists so they would return home in total awe of Electronic Arts.

There were sightseeing and shopping tours. But there was a mega event planned.
TANKS!!! RUSSIAN TANKS!!

EA rented Russian military tanks manned by Russian soldiers. The reviewers piled into the bus caravan to head to the
Aimilitary tank evento.

Russian Marketing Eventi St opped by 6Policed (despite having paid

Halfway to the tank activity the bus caravan was pulled over by local police. They spoke angrily in Russian and pointe

at the passengers. They ranted and yelled and were ¢
Scott explained the Russian police were not paiditber ot ect i on feed so, as foreign
journalists from Russian dangers. The Adanger so wer ¢

offered protection were offering to protect the bus caravan from {fenpolice!). They were crooked and wanted
money!

A regional EA organizer disembarked the bus and went with one of the officers. They spoke outside in Russian. The
officer went to his car and called someone. He returned and all the police laughed and left.

Scott told me that EA had, in fact, paid the Aprotect
and successful. The officers were apparently not i nf
Russian Marketing Eventi_Slush Funds Made Problems Go Away:

Russi a, Ukr ai ne, Chi na, Romani a, and many countries I
most of the time it is for Adarko ill egal or Agrayo t
AiSl ush Fundsd may seem wrong, but it turned out they
AEvil o corruption was accepted as finormal 6 and expect

Bottomline: Slush Funds made problems go away.

Russian Marketing Eventi Riding Tanks and Barrels (BOOM Unmentionables):

One standout crazy el ement of the Russian Mar keting e
Russian Mendé can sit on a tank cannon when it fires.



Well i the Russians were dismayed the journalist wanted to sit on a cannon barrel and feel it blast. They warned him i
much more painful and dangerous than he imagined.

But he pressed for his O6experiencebd.
And he got ONE HELL OF AN EXPERIENCE!

Hi s genetalia felt the most profound O6kicko6 that may
screamed and went to the hospital.

I was told he suffered horribly with icepacks in his nether regions for the rest of the trip, and tried to conceal packs on
return flight to the States.

Somepeople are truly stupidly &édbraveb.

Managed External Contract Game and Tool and Asset Development Globally:

While working for Electronic Arts (EA) in Vancouver, Canada our business unit named Fusion had expanded so quickly
that finding quality engineering and art resources not to mentictoegnt fullservice video game developers became a
significant challeng.

We worked with contract companies throughout the wioithina, India, Ukraine, United Kingdom and Scotland,
Canada, and the USA. | engaged remotely with Dubai, Australia, Brazil, Russia.

It is worth noting that | continued to operate with half development and asset creation using external developers therea
with EA and Microsoft.

We were hiring internal staff at gangbuster speed, but it was not enough. We had to go external for not only video gan
development but for art, animation, sound effects, music, and engineering for game features and tools if the group was
unabletodevelp a compl ete game on their own with EA Fusionb

We hired staff and contractors as fast we céuld
1. we hired over sixty people in sixty days with great success rate for quality capable staff.
2. we grew from four (4) employees to a three hundred and tviimaty325) employees.
3. we sought to likewise double our effective team size by using external contia6&fypeople worked for
Fusion collectively throughout the world.

I managed contract development of games and tools and assets like art, animation, sound effects, music, user interfac
level/world layout, play balance tuning, and everything involved in making a game within a specified budget on time.

Responsible for Everythingi Success Was on my O6Atl asdé Shouder s:

Yea, bottom ling | was responsible for AEVERYTHI NG! 0o

My manager Tony Lam used to say, Aiif something falls
prevent anything from falling through the cracks. 0

He even emphasized. Ailf a game is not f un wamahdagdefs n ot
time that quality is too |l ow to release to the publ i

Tony was smart and had solid advice for me throughout my years working with him. He was explicit in his requirement
and made clear to nme



Success was on my shouldefsPERIOD.
Sureil was EA6s 6Atl asd holding the world and its burde
That may sound awful and overwhelming, but | LOVED IT! With the opportunity to be blamed came the opportunity to
shine. And | SHINED!!! | ROSE AND ROSE AND ROSHrom Technical Director (TD) to Chief Technology Officer
(CTO) to Chief Operations OfficdCOO) managing my replacement CTO.

Traveling Internationally to Find Game Development and Asset Contract Companies:

We were hiring internal staff at gangbuster speed, but it was not enough.
We had to go external.

International Contract Companies Became Half EA Fusion People and Resources:

Once we opened the door to external development it became a staple of how EA Fusion operated.

About half of our development and content and asset creation shifted to contracted external companies to support peal

vall ey people and resource demand while expanding our
OQur devel opment model shifted to manage and support e
External Contract Company Due Diligence and 6Shop St

In working with external groups, We performed due diligence to assess

=

capabilities and gaps in expert domains or critical knowledge or staffing holes.

2. decisioamaking process and project development tracking methods.

3. threats to their company, staff, or development of games, tools, and features.

4. areas that needed mitigation or extra attention.

5. Key employees with unique knowledge or formal leaders, organic team stewards.

I't may be worth noting her e t hahetrendhesdedacteclendentban f or
represents the team and often speaks for them.

It is imperative to identify organic 6éshop stewar
company. And they can 6tank6é or O6make successful
WIN OVER THE SHOP STEWARD! I f you win over the s

respect from the steward and give the same back. Be honest and genuine.

As you can tell | cannot emphasize enough how important it is to engage with the formal company executive
and team management but also to engage with the team directly and gain influence with the steward.

6. overall probable success for the company.



Traveled the World in Support of Job and Careeri So Many Experiences and Tales:

Indeedi | traveled throughout the world in waypoints and fidestinations and leveraged my corporate trips to do a little

sightseeing in each | ocation, and to venture out to ¢
Admittedlyil tended to avoid anything 6touristd focused be
I wanted to see Othe real worl ddé and all its warts at

Instead’ | went wherever | was interested in. And | had more interest halowm vehicles, construction equipment, and
6realtinl ineeédghborhoodsd6 with all/l their trash and filth

The result of my adventures are a vast array of experiences and stories, and a tremendous amount of knowledge and |
hope wisdom too.

| garnered a huge repertoire of tales to tell of my adventures and experiences across the globe and interacting with so
many different people and cultures and laws.

Of coursé my adventures made me increasingly more interesting to developers and publishers that my value rose and
rose.

Some people even referred to me as an industry luminary and founder.
Being a Luminary was a nice complimént e gar dl ess of true or not. A

More than Million Mile Frequent Flyer i Not an Easy or Fun Achievement:

To support external contract partners while working at Electronic Arts and later at Microsoft a large aspect of my job ha
become working with external companies. Consequérittyaveled A LOT!

| traveled across the United States and Canada, and often to the United Kingdom. In some instances, | traveled to mo
distant locations like India and China and Ukraine.

Over One Million Miles in Frequent Flyer Bonus points | had racked up, earning my wife and | (and her friends once)
First Class tickets to the Caribbean as well as free hotel stays and other flights.

Some friends admired or were envious of the free travel. However, they did not realize the hardship and physical and
emotional abuse that travel inflicts upon you.

There was a lot of rushing and waiting, and sitting and standing, and rushed low quality meals and exposure to all varic
of viruses and bacteria along the way. And the literal threats from people that saight faom you or even harm you
if it benefited them ESPECIALLY in China and the Ukraine where mobocracies and corruption reigned.

In the end | do not believe my travel benefit my health or happiness at all. It did, however, grant me greater
understanding of culture and governments andfawsn d how random and inconsistent
denizens believedtherway 6 was the o6right wayé.

Indeed, | did learn a lot from my travels abroad. | just did not particularly enjoy my adventures internationally, as
apparently many people imagine they would.



Mike Crump:

| worked with a project manager named Mike Crump while at Electronic Arts (EA) in Canada.

Mike was tall at nearly six and thregiarters feet tall. Yeahe towered above most people. He was a thin build and
demeaner was that of a éhighly properd man. He was t
shaven and hatrimmed and quaffed perfectly. He wore polo shirts and ALWAYS a swiatematter how hot it was.
Mi ke had a signature 0l ookd and he was proud of his ¢

Mike was smart and pragmatic. He had earned his MBA prior to joining Electronic Arts (EA) and saw our EA Fusion
division as an opportunity to build an organization from the ground up with the immense funding and stability of a majol
video game publisher &ttronic Arts.

Mike garnered the respect of most everyone with EA and Fusion. He rose from a Development Manager to a
Development Director and then to a Senior Development Director in only a few years.

And Mi ke had honor and integrity. He refused to tak:e
done for the sake of the team or products.

Mike reported to me while | worked at EA. He was a great employee could rely on Mike and trust him implicitly to
do the right thing and watch your back.

I was always impressed with Mike Crumpbs professional

World Tour with Mike Crump:

Mike and | decided we needed to find a lot of developers quickly to address immediate appetite by Electronic Arts to
publish even more games than we had to dated we had delivered and published A LOT OF GAMES.

We were being asked to nearly double our output capability while maintaining high innovation and quality.

The only chance we had to succeed was to hire full organizations to expand our team because even at our breakneck
hiring employees we could not deliver what was being asked of us.

Due Diligencei Finding Quality Contract Partner Companies:

Objectivelyi Mike Crump and | had no idea if we could even find quality developers, and if we-dmddand hire-
such developerswe coul d not be sure, that we could manage th
big shot to gretr glory!

Mike and | hit the pavement and the phones and the Internet to
1. identify potential developers and then confirm their availability within our timelines.

2. secure company background and product and asset pitches.
3. perform remote due diligence with the company.
4. schedule an iperson due diligence with companies that passed the first steps.

5. travel to and complete assessment of capabilities and risks and mitigations.



6. recommend o6hired6/ o6no hired with instruction on ho
expertise gaps.

The World Tour in Search of Developers:

Mi ke Crump and | found a series of developers intern:
and work capacity to deliver the engineering and art and audio and level layout and tuning that we were looking for.

We had several trips but the biggest trek we referre:qt

Virtuos Art Studio (China), Nikitova Dev Studio (Ukraine), India & UK Developers:

Our world tour in search of game and asset contract developers included distant locales like Hyderabad India for
engineering and assets, Shanghai China where an art & animation studio called Virtuos was bald&thiKeewhere an
engineering studio called Nikitova operated, Quantic Dream in Paris France, and a multitude of game makers in the
United Kingdom from London, Sheffield to Brighton Beach to Scotland and more.

And the developers we hired had offices in many countries and cities, and some further subcontracted themselves to
accommodate peakalley staff demand spikes.

Culture and Expectations Vary Widely According to Country and Reagion:

ltwas appareritc ul t ure and peopl eds expectations from the wol
and region, even according to the caste they were born into.

The world was not fair. It was a set of rulesé that
But-t here are gray and bl ack ébackdoord deal sé to bypa



Part of the Hell Difficulty Saga and The Liberty Zone

E230Virtuos Art Studio ShanghaChina

Adventures in China
Government Control

Hidden Markets

—_ Knock fos
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Local File:
ALibertyBooksVideo¥:230 Art Studio Virtuos Shanghai China, Quality of Life Disparity, Underground Gray and Black Markets.mp4

Rumble Episode Link:
https://rumble.com/v55ugege230artstudiovirtuosshanghaichinaquality-of-life-disparity-gray-andb.html

YouTube Episode from @HellDifficulty Channel:
https://youtu.be/zQeCIHsIcEg

Description:
Richard tells the story of he and his colleague Mike Crump visiting an art studio called Virtuos, based in Shanghai China.

He shares his Shanghai adventufer om t he smi |l ey face buttons at the airp

éandn to his hotel with warnings of oppressive Big Bro
behave!
Hear Richardés delve into the dark underbelly of China

Listen to tourist tales of Silk Factories and Capitalist Wealthy Shops.

There is so much to hear in this episodeéeé

TECH ZONE + HELL DIFFICULTY SAGA 1 BOOK 6 AUTHOR: RICHARD SEABORNE
MORE ADVENTURES + THE VIDEO GAME INDUSTRY
PART OF THE HELL DIFFICULTY SAGA

P a g e| 1080f 605
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https://rumble.com/v55uqge-e230-art-studio-virtuos-shanghai-china-quality-of-life-disparity-gray-and-b.html
https://youtu.be/zQeCIHslcEg
https://rumble.com/v55uqge-e230-art-studio-virtuos-shanghai-china-quality-of-life-disparity-gray-and-b.html

Virtuos Art Studio (Shanghai, China):

| oversaw a vast amount of external contract development.

One company | visited was called Virtuos, located in Shanghai, China. | was in search of an art and animation studio t
could take on work from our internal development teams because we were short on art resources and work capacity. A
Virtuos was sucla company.

Yeait hey spelled their name incorrectly to get noticed
them. Anywayi t hey were spelled V | R TilU tCerSal lvys jMuslt Ro nTe Ue
the wordé&i $¢ gmed

Virtuousd origin? Vi-Uhiuonesf twaex eac wtpii weo fffr dmp Rmarexe t ha
FrenchQuebec province office. Although there was no correlation between Ubisoft and Virtuos the founder held Ubisof
philosophies close arstrove to run Virtuos similarly.

Of coursé’ Virtuos was not the same as Ubisoft. It could not be. It was based in Shanghai, China. My adventures in
China were 6wildé and O6scaryd a times (more on that |

Shanghai International Airport T Temperature Scanners, Happy Spectrum Buttons:

Headed to Chinaté

| was traveling with Mike Crump, a senior Development Director, that would be the-diay supervisor over any
contractors we might sign to do work for us.

Mike and | finally arrived at the Shanghai International Airport.

Aside from the insanity of people everywhérg was like a zoo or an ant hole or a beehive.

There were few notable things about the airpa@md of going through Chinese immigration and customs.
Two things stood out

1. Temperature scannerghere were automated temperature scanners looking for people with elevated body
temperatures which may indicate they were sick and need to be triaged and potentially detained.

2. OHappy SpectuponrexitingBhe immgnat®en interview area there was a kiosk with five big buttons.

Each button had a progressively smiling happy to a frowning unhappy face. Atop the kiosk was a sign in many
languages simply asking for each person to press the button that reflects their experience in the airport.

Chinese Hotel and Restrictions Internet Site Limit Rules:

The journey to the hotel for Mike and me was uneventful. We had taken a taxi with our addpsgeuieon a sheet of
paper which we had shown him. He read it and knew precisely where to take us. Easy!

As we checked into the hotel the clerk informed us that although we had Internet in our room that we should be careful
not to go t o aniypladesweanmim havepgone @ butsidle of GChinae s

He stressed to us that it was illegal to go to any@hina or pornographic sites specifically.



It seemed odd that our checking introduction included a warning about Chinese threat to our Internet usage.
The clerk noted that he could call taxis or provide any general service we réquiegdst had to ask him.
Againiot her than the threat of Obad I nternet usaged eve

Adventures in Shanghai, China:

Mike and | had a few days without schedule company visits with Virtuos. We had planned to wander the local streets
around our hotel andisee the o6real worl dodé of China

1. Eat at local restaurants.
2. Shop at local retailers (funfiyShanghai was asapitalist as Beverly Hills, CA USA).
3. Walk neighborhoods to see how people lived.

4. Visit gas stations and service outlets to see how they operated (e.g., gas stations were all underground with jus
pump handles retractable from the ground).

5. Go to a supermarket or grocery store to see how things are arranged and presented.
6. See a Mall to observe how different they were from the USA or Canada.
7. Buy souvenirg the more authentic and less toutike the better.

Adventures in the Tenderloini Hotel Desk Clerk Discouraged Us:

The hot el desk clerk |l ooked horrified when | asked hi

The desk clerk asserted that we should not go to such a place. There can be dangerous people there, and they can ta
advantage of ignorant Americans (or Canadians like Mike was). He advised strongly against going anywhere but to the

retailersimmediatyl ar ound the 6safebd hot el area.

Wellil was determined to see O0the real Chinad and | h a

district that 6ésold everything you coulld wantodéd at per
1. Defective from manufacturing, so sold cheap throu

2. Stolen or Oexcessb6i manwdwcitntro nggrt awd maoamukeat s.

3. Knockoff that looks identical to the official item but is made from substandard materials and will very likely
degrade or break quickly and may well not operate at all if it was mechanical or electronic.

Undaunted we i gnored the hotel desk clerkds advice and as
Knockoff district and entrance.

The clerk explained that there was a mall where thing¢
emphasized againit is dangerous. Few police there!



Adventures in the Tenderloini Taxi Driver Discouraged and Refused Us:

Mike and | took our slip of paper with the Tenderloin Knockoff District address and proceeded to the taxi that promptly
pulled up outside. There were so many taxies that we never had to wait but a few minutes at the hotel for one to arrive

The taxi |l ooked at our paper and upon reading the ad:¢

Wowi Mike and | were dismayed that both the desk clerk and the taxi driver were so concerned about our destination
that they GREATLY DID NOT WANT US TO GO THERE.

Adventures in the Tenderloini Second Taxi Ferries us to Retail Badlands:

Being warned by a taxi driver and hotel clerk nagaato the Tenderloin Knockoff District was not enough to thwart
Mike and my intention to obtain knockoff souvenirs.

We hailed another taxi, and this driver was fine with takingustoteeasd | ed &ébadl andsd of ret

Adventures in the Tenderloini Second Taxi Ferries us to Retail Badlands:

The 6émore adventurousod taxi drove us p eirdanageemmercidl dng e n
retail areas, desperate to medium O6scalebd residenti al

We eventually pulled into a crowded outdoor mall area with buildings and alleyways everywhere.

Mike and | had narrowly stepped out of the taxi and were rushed by throngs of people with brochures of things for sale
Othersbel | owed, AGirl s! Coke! Anything!o

We were in the wild west of Chinese retail.
Mi ke and | chose one of the 6barkersoé and told him we

Into the Shadowy Alleyi Mike was Scared (maybe legitimately):

The street barker showed no fear of engaging withinstead he grinnedets-e ar and excl ai med #Af

He led us away from the outdoor mall and into a very narrow allejnitagould not have been four or five feet wide, and
the building was many stories tall. Although it was daytime the lighting was twilight with shadows all about.

Mike looked worried and said he was scared that we were alone in an area we were warned repeatedly about, and nov
were willfully entering a dark alley with a total stranger in search of potentially illegal knockoff merchandise.

Yeai Mike may have been smart and prudent. But we were here, and | do not surrender my quests!

The Tiny Door into Darkness:

Perhaps midway through the alley there was a tiny dooaybe five feet tall and two feet wide.

The 6barkerd retail guide tapped on the door and sai
us to go inside.

Mi ke | ooked al armed and sai d, iAre you sure? We <coul
Over! Are you sure?o0



| nodded and affir med, iYea, of course. o
Entering the door was a little intimidating because it was small and the room inside was dark.
But | enteredé first, and Mi ke foll owed.
And the small woman closed the door behind us.

The Dark Room and Maze, and the Prostitute and Bouncer Salesman:

Once inside the dimly lit room we could see the walls were lined with shelves of random knockoff watches, shoes, ties,
and CDs and DVDs of music and movies. There were sor
small and not at all whathad imagined.

The knockoffs did not look of high quality either. They looked like knockoffs, and so Mike and | had no interest in
buying anything.

But Mike was worried if we did not buy something maybe they would become upset with us and maybe harm us or mu
us . Mi keds fear was pervasive for him.

They could see that | had little to no interest in their merchandise.

The small woman | eaned over toward us and smiled coyl
ANooO, Mi ke muttered sheepishly. I replied speaking
here is what we want. o

A man had been sitting in the corner observing us. | presumed he was a bouncer or a salesman. Eithét wayad
something to buy, or he engaged with e just sat thereand we ignored him.

But now- The bouncer salesman stood-ugnd walked to one of the walls. He pulled on it and the entire wall opened to
reveal a corridor behind it. That hallway traversed the entire outer perimeter of the building, and it had a sloping down
and then upong corridor that apparently crossed underground to another building.

The entire knockoff district was operating diieral underground illicit retail operation on a scale larger than most USA
mal l s when considering the magnitude of those little
retailers.

Mike and | purchased a few things like a fashion tote to carry the other things we bawagbihes, computer memory
cards, womenbdés purses, and numerous s mall t hings.

The underbelly retailers were pleased with our purchases and led us outside once more.

Crazy Sights in Shanghai:

Outside we had no idea where to go. There were not taxis in this part of town it seemed.

And so- we two white Americans wandered the native streets of Shanghai China, each carrying assedéid aseckoff
tote bag filled with nicknacks.

We saw crazy things



1. A Lamborghini Countach parked across the street from a huge shiny windowed skyscraper, and next to the
Lamborghini was a decrepit rickshaw.

The contrast of income disparity was beyond anything | had ever seen in the USA, UK, or Canada.
2. No gas stationé they were all underground with only pump handles visible at street level.

3. Grocery stores selling 6exoticd food that seemed
4. When away from the knockoff distriea woman desperate to clean my sneakers (as if they were dress shoes) on
the street and did not wait for me to approve her doing so. A police officer witnessed her and chaséd her off

telling me to not let locals iatact with me.

It was not clear if the policeman was more upset with Mike andwijtbrthe woman. Either walywe moved on.

5. One particularly short Chinese couple saw Mike towering so tall above them that they ran up and asked if Mike
would pose with them while | took a photo of them with a camera, that they had with them.

| obliged and took the photo and did the same for Mike who also wanted a photo with them for his nostalgia.

The height contrast was extreinbarely five feet tall versus nearly seven feet tall. It was like seeing a giant next
to thin dwarfs.

Indoor Mall - All Prices Neqgotiable:

We came across an indoor mall as we wandered, and decided to head in. We imagined there might be a phone or
information desk that could call a taxi for us.

Inside it was clean but cluttered. Just like the USA there were ATMs to get cash. Everything was familiar just like an
American or Canadian or British mall. | suppose malls worldwide were largely the same.

The salespeople were seemingly desperate though. The firstdtotwe approached and left without finding anything
of interest to buy resulted in the saleswoman chasing us outside the store and offering lower prices on @&yesjthing
say what we wated and make an offer.

There was a huge differencd?’RICES WERE NEGOTIABLE!

Indoor Mall - Hidden Knockoffs Behind Walls and Panels:

The selection of merchandise was far greater than the knockoff underbelly district, but they were much more expensive
and did not bear the alleged high fashion brands or |

Mike and | were about to leave the last store when a surprise happened.

A salesman | ooked at us and said, fAiYou seem okay. Y ¢
I answered, AYea, we are okay. o
He furthered, AYou not police? Not police, are you?

Surprised, | aarnes wieorte dp ofil Noc,e ow e



He | eaned over to the wall and |ike the underbelly ki
recessed second wall which was lined with knockoffs. But these knockoffs looked nice and of higher quality.

Other retailers observed us buying something from the hidden knockoff wall and pursued us to likewise buy something
from them.

One after anothér secret walls and hidden panels opened, all revealing more and more secret illicit goods to purchase.
We bought more things and our o6totes were fulld of ki

Silk Factory and Shopi Kimonos, Comforter, and Sheets:

Mike and | made another trip on a different day to visit a Chinese silk factory and shop.

The factory offered a tour on how silk is Omaded fror
from worms and processing it and weaving it into various garments and blankets.

| purchased a kimono for my wife Katherine and myself, and | bought eskied comforter and sheet set. They were
great quality and incredibly soft and, of course, silky.

Taxi Stopped on Freeway on Route to Nightclub:

After a dinner with Virtuo§t hey asked Mi ke and | to go to a | ocal ni

There were too many people to go in a single car, so
We had Chinese and Englispeaking people with us to make sure we got to the club without communication problems.

Our taxi driver got lost and went on the wrangd and entered a freeway headed in the opposite direction. The Chinese
speaking Virtuos passenger upset yelled at the driver in Mandarin.

The taxi driver panicked and stopped the car to look at a map.

UMMMMM! We stopped! WE STOPPED ON THE FREEWAY! AT NIGHTTIME!

Other cars swerved all around us at freeway speeds.

It must have been a miracle that everiirthe taxi driver resumed driving and took us to the nightclub.

We did not crash or get hit by another car. We lived and made it!

Yeai that was nuts! Pure and simple!

Was this normal for China? Was this an insane anomal

Contractingin Chinai L aws and Requl ations and O0Trust but Verify.

When asked how Virtuos made decisions and prioritized work, especially since they contracted with many companies 1
just potentially with us?

Virtuosdéd founder happily shared over a dinner with Mi
we had any concerns or issues that he would be our 06«
accommodating and e”ed confidence.



I pressed further that |1 did not wunderstand how t hi ng¢
regulations working with Canadian or USA corporations, or how contracts might be different.

Of course Electronic Arts (EA) had people with external contract experience including working with groups in China.

| had learned over timen o t to trust

6t he way tthhei e pHaev d htade M dd adn
al ways been done. 0 I had t

o confirm and verify ever)
It became a hallmark of mine to honorRea@@or bechev eraés O6Trust but Veri fy¢
assessed everything myself. No schedule, no comparfgatuwe, no hardware or firmware did not have me deeply
involved and assessing and providing related strategic plans.

China Controls Everything:

Virtuos6é founder conceded that China controls everyt!

Indeedi
1. China assigned a native Chinese citizen as O6compa
and its business.
2. The Chinese 6company directord only observes unl e
3. Virtuosdé founder makes virtually al/| decisions, b

Virtuos Chinese 6 UdnyPasgas ArttContrdexStudicm si on 6

Virtuosdé office building appeared newly constructed
The staff were educated and those that spoke English
the nonEnglish sgaking Chinese team.

It turned out Virtuosdé office building was provided I
Chinese 6universityéd dedicated to training video game
Yeaithesec al | ed private contract «c¢ompan-jeardoafs 6cAhai snseisfei eldn i
which meant it benefited from Chinese education gr ant

Virtuos being a Chinese university extension seemed like a sham, but they passed our due diligence as an art studio.
failed as engineering or full game development in our assessment, but they were close; we could likely have shored up
their engineeng holes but working in China seemed too much for complex engineering modules.

Virtuos i Chinese Gateway to Tech, HumaiMachine Interface and Game Design:

Ultimately 1

1. Virtuos provided asset and coding services for companies throughout the world. And in doing so grew its
database and network of contacts and experts and business leaders globally.

2. Virtuos was also a leech line into technologists, artists, and business leaders worldwide while gaining access to
use orclone technologies, humamachine interface (HMI) and game designs, and even assets (also sometimes
with minor tweaks to indemnify them of doukdelling should they be caught).



Part of the Hell Difficulty Saga and The Liberty Zone

3. Virtuos |l ikewise sought to import experience O6cul
Their goal was to ensure Chines@ade games would feel like Westermade games and appeal to +@mnese
markets.

4. China could influence video game designs and cultural concepts if it delivered highly popular globally relevant
games.

For referenceTencent is one of the biggest and most successful Chinese video game companies that | can rece

So bottom ling

Virtuos was a Chinese government extension to harvest technology and build a network of people to support th
eventual independent making and publishing of the
worké Virtuos was besetbdanVinnoocest WAStar@hinese C
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Part of the Hell Difficulty Saga and The Liberty Zone

E231 International Operations and Cultural Differenceand Corruption

e

=

International Operations

Corruption and Payoffs

Local File:
ALibertyBooksVideo¥231 International Operations, Cultural Differences, Corruption, Cash Envelopes, Russian KGB, and Ukraine.mp4

Rumble Episode Link:
https://rumble.com/v55uqgdg23tinternationaloperationsculturatdifferencescorruptionbribeskgb-an.html

YouTube Episode from @HellDifficulty Channel:
https://youtu.be/0C4sdrkiylA

Description:

Richard summarizes the dominating cultures and corresponding attitudes that he has seen across the globe durirg his trav

Philanthropic & Generous, Struggling & Desperate, and Victim or Conqueror (sometimes a combination of them).

He shares his observations on how government and culture greatly influence work ethic, progress, and innovation.

Hear how a contradiver should define the work to be done, but not define how it should be done; whereas the contract

taker should define how work should be done, but not define what must be done.

Learn about core culture, fringe culture, and counterculture.

Listen to Richard share his experience working with a company called Nikitova in Kiev, Ukraine, where he worked with an

all egedly former KGB operativeé
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https://rumble.com/v55uqdq-e231-international-operations-cultural-differences-corruption-bribes-kgb-an.html
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Developer International Cultural and Operational Dissimilarities:

For my jobé

| traveled more across the United States and Europe and Asia. Throubbbsérved vast diversity in people and
cultures.

Attitudes often reflected daily life challengies

1. Philanthropy and Generosity and Kindness and Helpfulness Were Tied to resource beyond those needed fc
personal and family and friend and ally survival.

2. Struggling to survive or care for loved onesll but eliminated compassion and giving to others.

People allege that hardship breeds greater unity and collaboration, but | have seen it breeds cutdabat dog
dog surviveat-all-costs behavior.

Scraping by to survive leads to corneezdmal irrational desperation that will bite the hand that would
otherwise feed and care for it.

3. Longst anding Victim or Conqueror O0complexd can | e
or can result in low confidence and constant need for encouragement and cheerleading and handholding
through problems and their solutions.

Throughout the world | have seen entire cultures and companies that evolved to be any one or combination of those
6attiltudesd

1. Philanthropic and Generous.
2. Struggling and Desperate.

3. Victim or Conqueror.

Biggest Culture, Operations Influencei Affluence, Location, Governance, Politics:

Attitudes in companies | worked with globally seemed to vary greatly based on local culture and how dense homes wel
and according to government and political influences and control.

| suppose that the biggest driver to cultural and operational dissimilarities was how affluent a group was and thusly hov
removed from fear of Survival they were.

But after survival has been satisfied
1. af fluence can corrupt when so much wealth fl ows t

2. geographic | ocation including weather and greener
right up to hope and aspirations and reduce them to functional work and checklist scheduling and management

3. Government rules and laws and taxes and operations can be either motivatingconsong to people and
dramatically affect their productivity and ability to be creative and innovative.



4. Politics are like governance, but they engender fear of the future and uncertainty of what may come. Politics ce
erode productivity and excluding a game that revolves around political topics or issues they should be avoided :
all costsi within and outile the team.

Therefore-
STAY CLEAR OF POLITICS AND LOCAL GOVERNMENT RULES AND LAWS AND TAXES!

Let External Companies andStaff Create and Develop and Manage Themselves:

Although | emphasized with everyone that worked with me when dealing with external contracted companies that our
was to define the work that needed to be done and establish confidence that it can be done to quality and on time withi
budget and resouss available to us for the project.

But it was VERY IMPORTANT to empower the external companies and their staff to do the work and manage their sta
themselves. It was a common mistake to micromanage and direct outside companies and their teams.

Same Leaders Tend to Create Similar Things:

Micromanaging external companies often eroded trust and partnerships, but it also eroded product innovation and qual
In my experiencé

When the same people supervise credtisimilar things are created.
Thereforei

Empower different people to lead creatioavoid shackling innovation with control.

Fringe vs Counter vs Core Culture:

There are times that o0differentd cultures are too mu
Yeai some people and some companies are INCOMPATIBLE with you and your organization.

That is no big deal! It is entirely reasonable to have people and groups you get along with, and those that you do not g
along with.

1.1 used to draw on a whiteboard a big 6V6 and writ
O0Cul turebod

2.1 would then draw a bigger 6V6 surrounding the pr
OFringe Culturebd

3. llastlydrewabigsemi i rcl e connecting the verticies of the bi
6Cou@uletrured

4. And then | would conclude that vie

a. prefer companies and peopl
b. support and tolerate oOfri

e that share our oOcu
nge culturesd to our



c. reject d6édcounter culturesd because they wunder mi
Intheendl counseled people internal and external to our
perspective and local laws and governance and culture and traditions while steadfastly not compromising our own valu
or culture ortraditions.

There should be 6roombé for both our and our partner 6:
professionally together.

Cultural Differences Do Not Exist in Isolation of Reality Around Us:

It is especiallyimportant to be compassionate and understanding of people living and working in foreign countries or
regions that have vastly different cultural values and traditions and behaviors.

But what | have found t heWhyang how dorctlturés@nditheirgzaluesand traditions amdh
signage and artifacts evolve into reality?

There are a few reasons | have seen

1. Government Legal and Operating Influence

Some cultural differences were the result of gove
beliefs. Infact | observed through my travels that individ
lived within.

The most notable government actions | have seehn are
a. Censorship and Information Suppression and Disinformation and Propaganda.
b. Mobocracyi corrupt government run by Mobsters.

c. Turning on/off Utilities like Natural Gas to force people in/out of home & bed and to/from work
according to government schedules

d 6Vani shi ng6 @aopledofpasng goveinmenttor ite dbjectives.
e. Incentives to do what governmentwahis a s h , freedoms, childcar e, op
2. Challenging Survival
There is no greater driver of values and beliefs than survival!

And there are so many things that threaten our survival anebeielyi
Hunger and Famine.

Insufficient Water.

Lack of Shelter and Power and Heating/Cooling.

Extreme Weather, Cold, and Heat.

Threat from People and Animals.

Disease and Maladies.

Familial Harm and Ruin

Media and government disinformation and propaganda.
Conflict and War.

CoNor®WNE



10. Extraordinarily Charismatic People.
11. And so many more external things influence culture.

Until a person is no longer focused on survival, they cannot afford the time or money or resources to invest in
anything else but enduring and getting to their tomorrow.

As an asidé Philanthropy stems from a fruitful and successful life where the individual or people have exceedec
survival and can invest in culture and civilization.

3. Nuke and Pave

In life there are occasions that are so devastating and physically or emotionally so painful that they shatter our
very core beliefs. And in tearing our values asunder there is an open wound for new ideas and views to integra
themselves intothatperswors p sy c he.

Indeedi when a traumatic event happens to a person, they become highly susceptible to outside influences anc
ideological change.

Examples of O6nuke iand paved moments are
f. Kidnapping

g. Rape

h. Murder

i. Familial Disintegration and Devastation
j. Extreme Accidents

k. Life-altering medical conditions

4. Infinite Influences and Triggers

In the end | imagine there are countless if not infinite influences and triggers that shape cultures and their value
and traditions. | have seen the above cultural influences to Bedingest but am sure others can think of more.

| believe it is nearly impossible to craft or foster a culture or outlook on life that exists in isolation of the reatity w0

Olya Nikitova, KGB International Businesswoman Formed Video Game Company:

Through my business travels | met a tall thin woman with Russian features and long blond hair. She dressed
professionally but witibhlauésexg&iseleayionsof hekbbshir
had her nails done. Heame was Olya Nikitova.

Olya Nikitova was not just an intense woman in person. She had an intense life history.

Olya grew up in a small town in Russia. Her natural beauty was uncommon in her hometown, and she was not satisfie
with whiling her life away marrying a local and having kids and growing old and eventuallyidyisglike all her
ancestors had.

She was not going to wait for something good to come to her. Olya was determined to make her life into something.

Al t hough do not Kk

[ details of how Ol ya Ni kit
and was 6discovered

ow e
b he Russian Secret Service K¢

n t h
0 y t



The Russian KGB wanted to | everage Olyabds beauty as
agent, and they started an international business to proviti#éacontract services for computer graphics and tools and
applications and coputer and video games.

The idea was to have a o6l egitimated reason to travel
USA, Moscow Russia, and Kiev Ukraine.

Olya called her company ONi kitovad after her sur name.
smalltown trap.

0Bad Atti twtcdeaddei HDamMnhaw!| ed Of f ense:

OlyaNi ki tova was highly intelligent and shrewd, and at"
Ol yabés intensity and unwavering relentless drive to
attitudedbdbeto most peopl

A first | worried that she might be too intense or too aggressive in her motivation to triumph and succeed. She had her
own o6attituded that kept her going despite adversity

For referencein my gameEscape fromHell put a r ock bé&@hud elme ciatu scea lll ehda voeT he
a Obad attituded causes so much constgerraxcdd i @cha mmab It g &

Olyabs d6attituded could have been a problem for me w
had any intepersonal disagreements or issues.

In facti as | worked with Olya Nikitova (more on that later), | grew to respect her and had a good working relationship
with her.

In hindsightii t seems that | also had an o6attitudedé since Ol
as if we shared some DNA blueprint for how to succeed like science fiction movie Terminator.

Olya Nikitova, Ex-KGB International Businesswoman:

It was customary to have work dinners with contract partner leaders and key staff, and sometimes line workers as a re\
or retention event.

During such a work dinner with Olya Nikitova in Kiev, Ukraine we all had been drinkpeghaps a bit too much wine.
And Olya shared that she was previously a Russian KGB agent and that she was funded by KGB operations to create
Nikitova offices around the world so Russia would have inroads without suspicion or questions. Olya was apparently a

key KGB global operative.

She explained her ehusband was and still is a KGB agent, but that she virtually never sees him. It is a marriage for
appearances and further travel o6flexibilityd for he

I't all sounded excitingé and rather unbelievable.
But Olya suggested working for the KGB is more fantabyan dangerous.

Mostly she just transported documents and materials on encrypted electronic devices or passed on messages in persc
moved cash to pay off #AcontractonhekGBJoi ng fAwor ko for



She remains appar ent |iyoudanstgwtramahe 8GO wi t h t he KGB
But Olya Nikitova had become a dedicated-firhie businesswoman and no longer engaged with KGB operations.
€0r so Olya said. She was just on callé i f ever

And she fit right in- with her new primary headquarters based in Kiev, Ukraiaeountry ruled by mobsters. Ukraine
was a mobocracy.

Companies Worried What | Thought of Them:

Most companies were hyper concerned with what | thought of their staff and organization and facilities, and of course
their ability to create compelling games and art and sound and music.

Why were they so worried?

Well i because | could shut down their business with my organization and most likely most other groups and companie
knew. And cancel their contracts in the process.

My great (and powerful) reputation as Chief Technology Officer and long history of delivering many successful games
added to groupbés fear of my potenti al harm to their 1
behavior or failure to dnor or deliver on commitments.

Ni ki tovads Reputation Was Critical to Future and Succ

Nikitova was no different than most companies. It wanted to be successful and generate a lot of money, and ideally gi
its staff a good experience as the business plowed forward. Its reputation was critical to its maintaining and securing
work.

And so Nikitova like most companies worried what | thought of their team and capabilities and facilities.

AOperations I nspectoro Paid Off:

During one of my visits to the company Nikitova in Kiev, Ukraine | observed a frumpy man in a trench coat arrive and
wait for Olya Nikitova t o ar @adcardingto the officesnanagerswhadaise doubled n (
as receptionist and afiround gestuff-done person for the group. She told me the man visits every few months to speak
with Olya, and emphasized it was business as usual.

The admin escorted me to the team where | spent the next few hours.

After my time with Nikitovabés team | returned to the
looked perturbed, if not outright angry.

My timing was fortunate for me, and perhaps unfortunate for Nikitova. Its founder Olya Nikitova rushed in from the fror
door and handed the man an envelope as she spoke in what sounded like Russian to me (though | am no language ex
and have had litd experience contrasting Russian and Ukrainian speech).

The frumpy man rose and returned terse presumably Russian words and handed a manila envelope to Olya.

Later in the day | asked the admin who the man was and why did Olya give him an envelop in exchange for something
in a manilla envelop.



The admin seemed cornered by my question.

She shyly answered that the man was a government safety and codes compliance inspector, and that he was there to
confirm their facility is maintained and safe for the staff.

Now i | can tell you that the man never inspected a single thing. He just arrived and sat in a little visitor meeting /
waiting room. And then he was given something in a lsitexd envelop and he gave a large-$hiéet manilla envelop
in exchange.

It was suspicious to say the least!

The admin saw my disbelief and evident incredulous view of her suggesting he was a safety inspector when he did
not hing at all relating to é6inspecting6.

Well i maybe he inspected the contents of the envelop (after he left, since he did not do it when he was there in the
office).

FINALLY 7 the admin cracked under the awkward silent stare of disbelief.

She said the inspector is paid cash to complete his inspection, and that is how they are allowed to maintain their busine
license in Kiev. She asserted that ifdezides not to do an inspection on any visit that was his prerogative. Atfter all
*HE* was the inspector.

ltwascleai The | nspector was corrupt and Aon the takeodo for

Nikitova Built in Munitions Factory including Armed Guards:

The physical building of Nikitova was both awe inspiring and a bit scary.

Upon arriving you saw a cyclone fence with razor wire and suspended on car wheels chained to a motor so it could
quickly open and close. On either side of the doultie razorfenced driveway stood guard towers with armed guards
with assault rifles (andllegedly sidearms as well).

There was a buzzer in the front, but the guards barked down from their fifteen foot perches well before you could get n
the buzzer. They only wanted to hear that you were there to visit the company Nikitova.

If you were there for anything or anyone €lséOU WERE TO LEAVE IMMEDIATELY! OR ELSE!!

ds 6came with

Ol ya Nikitova informed me that the guar
ntly Nikitova nee

jobs i f it was feasible, and appare
as part of theitease terms.

Why was Nikitova in a building that had armed guards!?
As it turned out Olya wanted an extremely safe and secure building. One that could survive ani dssealise her
business was in Kiev which was a mobocracy. She knew that there could be genuine physical threats to her or the

company, and so wantea bbe secure.

Olya found a 6deal &6 on a fiaeeaponstagd muritians fadtioaydIndéediyadeased d i 1
a building that was previously used to manufacture munitions and weapons for the government.

And so, the hypesecured facility made sense. Crazy and wild. But it made sense.



Crazy Electronic Isolation Security to Protect Against Hacker Theft:

aine were renown for their-r hacker t

Russia and r i
ech, apps, tool s, and even designs.

t he Uk
|l everageb6 code, t

Of coursé there are many people that would argue the stereotype is not justified. However, it was not relevant if it was
true or not because Electronic Arts Worldwide executives believed it was true, atohseduently had to operate as if it
were true. Adopt the O6Trust but Verifyd mantra goi ng¢
In order to sign a contract with Nikitova we coordinated with thein to

1. build a o6vaul t roomd with 24/ 7/ 365 video surveil!/l

2. house all computers and devices capable of storin
monitors were cabled through the walls to tables in open work rooms where people developed games and artw

3. destroy al/l USB ports on devices within the 6vaul
files to a thumb drive or portal disc drive. And it reduced odds of an intentional virus infection via a USB device

4. isolate all network devices within its own subnet and block all external Internet access from all machines in the
6vaul t o.

5. define formal policies and training for existing and new hires to understand and comply and enforce.

It felt weird - and not much of ashow offaith 0 put so many O6cont | apdirstidto monitdri 6 me
to control- Nikitova. But it had to be doneto satisfy EA Worldwide and EA Canada paranoid executives.

Ni ki t ov difesStafH aveddTheir Craft i Games and Tech and Art:

The people at Nikitova were hard working and dedicated to their craft. They loved technology, games, art & animation,
and sound & music. They loved all things entertainment tech.

But they also had a hard life in the Ukraine.

1. therewerhneal th i ssues and birth defects resulting fro
Kiev where Nikitova operated.

2. The government turned off natural gas (and thus home heating, cooking, and showering were timed by political
motivation for when people should get up, eat, go to work, shower, and sleep).

3. Gender inequality was widespread, and men defaulted to chauvinism.

4. Owning a home was reserved for the super wealthy. Ordinary people lived in oppressive apartment complexes
in crowded houses.

5. Good jobs were scarce. People endured a lot of negativity and even abuse at work because they needed the

income to survive. Even engineers and university educated people struggled to advance beyond basic existen

It became evident to me that Nikitovaés staff had a
products and assets.



Nikitova Showcased Differing Operations Per Countryi Futon Life:

I have seen throughout my life at different timds different companiesand in different countries people working all
night to deliver somethinggreat hat t hey believe whol eheia.rtedl y i n. N

The team at Nikitova slept so often at their compatimat they kept futons in the office that they could unfold and sleep
beside or under their desk tables.

I had seen it in Canada. | had seen it in England. | had seen it in the United States. Seeing it in Ukraine did not seem
unusual to me for passionate video game developers. But it underscored they were PASSIONATE about and
COMMITTED to their work.

Ni kitovads staff wer e dedmattenhiomlendorhow mech efforevasreqaired. a | | C «

Hard Lives Work Harder, Have Higher Integrity:

7

| observedthathar d | i ves, make people work harderé and have

Lifeds Difficulty Level seemed directly proportionat
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E232IT IS AN UNFORGIVIN G WORLD!

Local File:
ALibertyBooksVideo¥232 It's an Unforgiving World and Crispy Heart's Dinner with Mobsters.mp4

Rumble Episode Link:
https://rumble.com/v55uqgpg232its-anunforgiving-world-andcrispy-heartsdinnerwith-mobsters.html

YouTube Episode from @HellDifficulty Channel:
https://youtu.be/DOTSEfEXL M8

Description:
Learn how 3 out of 10 people can destroy a team and project, and ruin careers.

Hear how Richard was given the nickname of ACri spy

Andi hear the tale of The Mobster Dinnerin Kievk r ai ne é
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Enter Crispy Heart

Prelude to CrispyHearti i How Can They Sl eep on Futons in the Of fi

Anot her experience | had while working at Electronic

A FrenchCanadian project manager working at Electronic Arts Canada (E&@% to me one day and lamented that |
was cruel for allowing EAC to enslave Nikitova to unreasonable schedules such that they had to sleep in the office on
futons. i OH, THE HORROR! 0 she excl ai med!

There were no words or comparisons with other companies or countries that would assuage her fury and sense of
injustice. | Detailed how one of our own EA technical directors had boasted ditgrhe stayed and slept on a futaa
triumph over problemand deadlines. But she reacted with disdain. She was not swayed.

We Specify What and When to Deliver and With What Resources:

| encouraged her to recognize that we do not define how our partners run their businesses or tell them how to operate
within their countries or regions or cities.

In facti it is illegal in most places to direct a contracted company; in$teadare supposed to specify what work must
be done and within what resources and schedule.

Simplyi our role as publisher was to specify what and when we wanted it, and how much money or resources we
allocated to it over its scheduled milestones and related deliverables.

The contracting company was responsible for everything giseiod.

3 out of 7 People Can Destroy the Lives of the Seven:

The FrenclkCanadi an project manager was adamant that | was
deadlines and expectations without enough money to hire enough people to do the work.

It was ironic because she managed géfon development team working on a PlayStation Portable (PSP) game. And
her team was struggling to deliver on schedule. They were in such bad shape that | had assigned two engineers from
central technology toslteam to help them outa senior engineer and a recent hire converted from a university intern.

| also dove deep into their development plan myself and worked with the Technical Director | likewise assigned to
oversee their technical design and plans.

It was obvious what was wrorig

1. Three of the Ten developers on her team were terrible at their jobs. They were not pulling their weight and
needed help.

2. Seven of the Ten (not the Struggling Three) were good at their jobs, and they even took on the unfinished work
from the Struggling Three.

3. 3People == 120 hours of 6énormal &6 work weekly.

4. 7-People==280our s of o6normal 6 work weekly.



5. 7-People taking on the extra 120 hours of weekly work translates into about 17 hours of work every week per
person.
a. Soi everyday each person had to work an extra 3+ hours just to compensate for the failing team
members.

6. The competent team members lost those precious hours every week
a. They lost 17 hours they otherwise could have shared with their family or partner.
b. They lost 3+ hours every day they could spend on personal goals or health.
c. They lost all that time so they could not invest in learning or growing.

7. The incompetent team members feel bad about themselves and the harm they impose on their colleagues. The
are not being forced to open their eyes and evolve or grow the skills needed to succeed in life.
a. By allowing weak staff to remain employed hurts capable staff and hinders the weak people from finding
something they can succeed at.
Thereforef

It is cruel NOT TO TERMINATE EMPPLOYMENT OF WEAK OR INCOMPENTENT STAFF.

It is necessary appbesdetandnencésehébandam can t h
CrispyHeartBorni Fai l ed Vilification, And Nickname Made 06COOlI
Intheend she decl ared my true nahmspreadarsd evar@elized thay nadecaad t 06 . /
characterizationé to everyone she could, that would I
Andil | i ked it. It was oOkind of cool 6 to me.

Rather than fighting her attempt to vilify iid embraceditand | made t he ni ckname 0COC

Hehi she failed to manipulate into capitulating to doing what she wanted.

Learned Not to Speak of Personal Lifestyle or Homé Contrast too Great for Some:

I worked with MANY developers throughout the United

There were numerous dinners where | would share personal anecdotes or tales to fill the time and forge positive perso
relationships.

One evening a colleague of mine, Mi ke Crump, and | we
management and office manager.

As was customary we devolved into sharing personal stories and tales of our lives and families and adventures.
But it became apparent that what Mike and | took for granted in terms of freedom was not shared by them i Ukraine
1. Government does it wants, and it is advised to stay clear.

2. Owning a home was a rare luxury, so talking about owned property or renovations or much anything involving
mat erial success signaled unintentional Osuperior

3. Even healthcare and life expectancy was greatly dissimilar.



| felt like there were too many unfortunate opportunities to expose inequities across countries and companies.

Going forwardi Mike and | decided that we should avoid detailing our personal details as they related to success or
wealth or freedom.

AMobster Dinnero with Olya in the fAMobacracyo:

Olyabés o6driverdéd to dinner, parks on front | awn so al/l
accent. He removed a pistol from his coat and placed it on the hood of the car.

He clearly had another | arge O6hand cannond under his
comingbyiit here i s someone i mport arteiinmg Isdaraegy an e airf. oy ou

Well, the restaurant thinned out over time, but no new people seemed to come in. After a few hours there was pretty
much just us.

Nothing happened. We left and the driver retrieved his pistol and drove us back.

I i magine much of the mobster | ife in a fAimobocracyo i
provocation. At least | hope that is what happened because it was surreal otherwise.

It was obvious rightthentoniet he Ukr aine i s a AMobacracyo and Olya N
and devour whatever she had to along her journey.

EA Canada Engineers Plaved with Ukraine AKitty Catsbo

During a meeting with Olya at EA Canada, she disclosed that visiting engineers from EA Canada had been engaging tl
|l ocal AKitty Catso after work. She described their i
they are sledpg with them!

OH!!! She was talking about prostitutes! And our staff was going out after work on a regular basis and hiring prostitute:
(AKA AKitty Catso). She indicated it was seen soci al
disapprovedandwere compl ai ned that some of our engineers bra

The engineers extolling their prowess by paying little for sex in a foreign country was unacceptable.

Moreover, it made her team feel like they were underpaid-thindd slaves to these EA people that they perceived were
no better but had been born in a country that empowered them to succeed where Russia and the Ukraine had not done
for them. It madehtem feel bad and thusly less productive too.

Olya needed a way to either stop their Autilizationo
work.

| consulted with Human Resources, and we determined the best course was to mandate an International Sensitivity
Training course for all people working abroad going forward. | recommended everyone should go through the course
now because we could not aii&te when we might ask someone to travel and help a project somewhere.

And so, everyone in Fusion was lucky to take an International Sensitivity Training Caulsd t hanks t o t |
and The Kitty Catso.
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E233Tidbits from EA Fusion EA Sports Active

AMCREA srl,.h

EA Sports

Active

Local File:
ALibertyBooksVideo¥233 Tidbits from EA Fusion and EA Sports Active Fitness and Wearable Hardware Tracking on Xbox, PlayStation, and Wii.mp4

Rumble Episode Link:
https://rumble.com/v55uqge233fusionttidbits-from-easportsactivefitnesswearablefor-xbox-playsta.html

YouTube Episode from @HellDifficulty Channel:
https://youtu.be/AKDOFg4YWU4

Description:
Richard shares numerous tales and tidbits from his time working at Electronic Arts Canada EA Fusion Division, from
experiences to its extravagant facilities.
EA Sports Active earns Guiness Book of World Records entry.
Hear about ARidiné Dirtyé with FI FA.

Learn about EA Sports Active and its peripheral development, including adventures in Hong Kong.

Richard is knocked unconscious 6in the |ine of dutydé
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Tidbits from EA Fusion:

I had many adventures and misadventures at Electroni
Here are a few of those experiencesté

Riding Dirty with FIFA:

One year while working for EI -avbhein wewere inishng EIBA fof releabebed a ) 0 ¢
game had failed repeatedly to pass the manufacturer quality verification steps.

The game was buggy and crashed and had visual glitches and did not hold a consistent framerate which meant the ga
someti mes jerked and felt choppy in control and ani m:

In my role as CTO, | could only advise on product quality and release. My role included making sure a game was finish
and hit the quality bar target. But as things looked dire during developiieattires had to be cut, people added to the
team, or som revision in the design to regain the lost time and polish.

The producers in charge of product release date and duatifysed to cut any features, demanding they were all critical,
and they could not change the date because FIFA had retailer and advertising commitments not to mention it had to
coincide with theealworld FIFA sport tournaments.

Mi ssing FIFA6s release would be so bad people would I

Doing all we could we fixed and fixed and tuned and polished beyond tHeolit and right up to the proverbial
midnight hour of failure.

We were so close that we had no time to verify our last fixes and efforts to polish the game. | thought we should inforn
the manufacturers that we were close and ask them to work with us and-dowhlen testing ASAP.

But EA producers feared tilting their hand of a poteil
could jeopardize approval.

| declared, AYou are O6Ridindé Dirtydo | ike the perfori
team and producers and played the song as | decreed it was a dangerous game to willfully submit a game that has not
tested to redase to the manufacturer for approval and manufacture and sale to the public.

It felt risky and carried the threat of hurting the ¢

The producers did not care. Ttheeat of failure and losing their jobs exceeded the risk to consumers and EA [to them].

Welliit worked out . The game was figoodo and our | ast f
We o6rode dirtyd and got away with it.
I't was bad | esson for the producers as they would cit

EA Sports Activei Neoprene Strap, Resistance Band paek:

While in EA Fusion we developed EA Sports Actiwghich was an interactive exercise and workout game on the
Nintendo Wii.



The first version of the EA Sports Active included a
the player held another in hand. By having motion tracking on the hip leg and hand of the gamer the game was able tc
determine if mdbn matched the expected exercise motion.

The neoprene EA Sports Active hol ster wor k éttleywerdohly b ut
cheating themselves.

To extend the marketing position that the game was holistic we added a resistance exercise strap.

EA Sports Active was a runaway hit for our business unit, and consequently we were given even more money and latit
to innovate and create sequelss, derivations, and entirely new games.

EA Fusion was a proven innovator of original games al

EA Sports Activei Original Designed and Manufactured Motion Controller Hardware:

Following the success of EA Sports Active, we wanted to capitalize on the consumer excitement but felt the Nintendo
controller was not accurate enough to differentiate

We conceived to build our own high precision motion controller and pack it in with the next EA Sports Active.

We hired ehardware design expert consultant to guide us through the process of creating original Nintendo Wii, Xbox,
and PlayStation 6game controllersd that were integr at

EASportsActiveiHong Kongbs 6Differentd Lifestyle:

Although there is a lot of detail and tales behind the creation of the hardware that spans adventures in Hong Kong, beil
of fered O6bug cuisined for meal s ( $bupigkd warkerdermitorieswah vy ar
provided mebs to support multimonth work shifts and fascitike hyper subordination control.

The most extreme incident was the hardware consultant becoming excessively drunk in his hotel and decided to rest in
lobby to sober up before returning to his room.

Howeverihe was offered more drinks as he 6ésobered up6b, a
have become so 6l ost to the sauced that he could not

The hot security
0 i k

el me to him and directed him t
tank and very | f

0O I ¢
ined for his embarrassing beh:

The consultant was in no shape to argue and staggered to his room with the aid of hotel staff.
Hong King drama ended, resolved.

YeaiHong Kong offered an extremely O6DIFFERENTGO6 | ifesty

Guinness Book of World Recordd Most People Exercising to a Digital Workout:

EA Sports Active was so successful that Electronic Arts was looking for as many ways to get the word out about the
gamebs value as entertainment and a tool for health



The team reached out to Guinness Book of World Records and confirmed if Electronic Arts could get most of its staff o
on its sports field exercising to EA Sports Active, we would have a world record of the most people exercising to a digit
workout andaccordingly the most people exercising to a video game.
Fast forward to the event
YEST
We achieved a world recoid
themost people exercising to a digital workout.

the most people exercising to a video game.

Guinness Book of World Recordd People Stuffed Like Burritos in T-Shirts:

An asidei many game developers spend A LOT OF TIME IN THE OFFICE and AT HOME working on their games
because they LOVE TO MAKE GAMES so much that is both a career and a passion hobby.

Marketing provided EA Sports Active-Shirts for the experience, so everyone looked united and not ragtag in the video
and photo recordings from the event.

It was a sight for many to see so many people on sports field exercising to a video game.

But the vision of game developers exercising was an entirely different visual than you might imagine.

The marketing team had not fully appreciated the body shape of game developers. They ordered a typical mix of shirt
sizes from extra small to triple exttarge. They felt they had a wide range of sizes so everyone would be covered
literally by matchig logoed clothing.

Game developers of the era were generally overweight araf-shaipe.

There wer e n o-Shirtsto gowmind de@lsStherewere far more big people than medium and smaller
people, and marketingds estimate of shirt counts per

Consequently the developers stuffed themselves into the provid&thifts despite their being too small because

everyone was excited to celebrate EA Sports Active and attain the world record of the most people exercising to a vide
game.

The shirts were so tight that they looked like big human burritos.

Staff were merciless as if on a schoolground play yard. They joked and mocked, and body shamed their colleagues. |
seemed many peopl e t hoappearancedwas ebtbrtaimng,fbout ib didmet goswellfwithrnunefowsi
hurt feelings and tainted relationships.

Yepit heir passion for their creation and game drove th

There were hundreds of human oé6burritosdé on the field.

It was such a sight that EA did not evangelize the e\
record.



The images of the world record were useful from a distant wieteview where individual burritos were less obvious.

EAO6s S ummelced Puak Tank Knock Out, But Carried -On Anyway:

Another EA Canada event was a studide summer party. Some more recognized and influential studio executives
were asked if they would participate in an iced dunk tank venue for staff to throw baseballs at targets. Successful hits
would dunk the execwte into water filled with ice.

| was asked. | agreed. | wentto my iced dunk tank scheduled event.

While approaching the dunk tank a stray hard baseball struck me in the forehead and knocked me unconscious.

KNOCK OUT!

Lights out for me! I coll apsed to the ground after
around me. Quickly company medical trained staff tended to me.

My head was swollen huge with red and purple discoloration. It hurt like hell!

Yeaieven a summer company party resulted in my being Kk
For notel after fifteen minutes or so | demanded and pusbeudard to STILL DO THE ICED DUNK TANK!

With swollen purple bruised head and raging headadheas dropped into the icy water more times than | can recall.

Ironically i everyone knew | was up for being dunked because everyone was talking about how crazy | must be to still ¢
the dunk tank after being so injured.

| suppose people wanted to justify my mad dunk tank misadventure and wound.
But fAwhat wound matters to the body of a knight errai

EAO6s 61 ns aii 8ports Fialdc Two ThiedteessGym, Motion Capture Studio:

This might be a good time to note some of EA Canadado:
companies in general

1. Dedicated sports field for soccer, track, and so forth.

2. Two movie theaters

3. Huge gym

4. Worl dés | argest motion capture studio
5. Masssive cafeteria

The only company | have seen that had mor e-Rellinondasen e 6 f
where they had over fifty thousand employees.



Daughters at Electronics Arts (Canada):

One weekend during a visit | was fortunate to have my daughters visit me in Canada we decided to go into my work at
Electronic Arts. | had hoped to both impress and inspire them to pursue education and jobs in high technology or
entertainment or at leastanagement in a mega corporation.

| explained to them that it can be hard to succeed on your own without huge cash reserves and coffers to invest in risk
big ideas, and without that it can be smart to work for a big company with huge upward mobility and income opportunity
| wanted thento know that you can work for others or yourge#nd both make sense based on what you are hoping to
achieve.

EAC Multi -Story Glass Building Complex with Skywalks Connecting Structures:

We entered the building from its rear underground entrance, its porikdligate raising up as we descended into the
multi-l e v e | maze beneath Electronic Artsd thousand+ pers

My daughters were appropriately impressed with the massive shoiifi glass buildings with visible sky catwalks
bet ween the complexb6s structures.

We parked and ascended by elevator into what EA calll
main building and motion capture studio were custom built.

EAC Biggest Motion Capture Studio in World:

Asatangent EA Canadadés Motion Capture Studio was the bigge
full body capture, and even circus acrobatics with cranesogred and pulleys and all sorts of wild equipment.

They had trouble keeping it utilized and eventually decided to rent it out to third parties to offset its operating costs and
overhead-Cap6EWNaMoits own business. ébut EA games al\
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E234The Big and Bigger Picture at Electronic Arts

Tech "Ted" Talks

in Electronic Arts'

Big & Bigger Picture
Theaters

Local File:
ALibertyBooksVideo¥234 The Big and Bigger Picture Training, Mentorship and Hiring Broken Toys at Electronic Arts.mp4

Rumble Episode Link:
https://rumble.com/v55ugig234the-big-andbiggerpicturetrainingmentorshipandhiring-brokentoys-.html

YouTube Episode from @HellDifficulty Channel:
https://youtu.be/Bywn4MgB1Xs

Description:
Learn about EA&6s Big Picture and Bigger Picture Theat el
Hear the tale of how Richard was mocked in a Christmas
everythingé and o6people could not absorb or understand
fasto
Richard is judged as elitist because of his Meritoctagys e d Ment or Program called fATop

veterans with rising star staff.
Listen to Richardés 6Hiring Broken Toysd philosophy.
Hear Richard Iiterally question, fADo you know who | am

Richard shares his experience interviewing with-lE9%5 Angeles.
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Theater Meeti ngs, Broken Toys, and 6Do You Know Who I

During one of my childrends visit Etloecnmer oinn cV aAnrctosuev eWe,
facilities on a weekend afternoon, to see my office and the cafeteria, gym, sports field, and movie theatprs (vea a | )
and cool glasgverywhere highech multistory multtbuilding campus construction.

I have so many stories from EIl ec onic Arts in Canad:

tr
chall enge 6Do you know who | am!?56
Here are some of those experiencesé

Big Picture Theater for Teaching and Presentations:

So-One of our stops on my tour of EA Canada were what
theater used for watching videos and seeing game demos and presentations.

Many teams used the Big Picture venue to highlight development milestor@amunicate larger team messages.
Unfortunately, the Big Picture was not big enough.

THE BIGGER PICTURE 1 Bigger Venue for More Teaching and Presentations:

Electronic Arts saw the value of having a large gathering and presentation space, but the company had grown so big a
had such large teams that the The Big Picture was simply unable to handle more and more team meetings.

The answer?

Build THE BIGGER PICTURE in the new Phase Il building (along with a massive underground gym for good fineasure
EA had too much money!).

The BIGGER PICTURE dwarfed the Big Picture by ailitwas THREE TIMES the size supporting 180+ seats and
more aisle optional seating as needed.

THE BIGGER PICTURE i Showing Off:

| showed my daughters how | presented thingddining the lapel microphone and belt battery pack and transmitter and
powered up the huge stage Audlitsual system and lowered its huge silver screen and powered its rear priogttor
remotely at a control station. They were impressed withthesaundd | i ght s and automati on

Mocked for O6Knowing Evervythingé; EAC Holiday Comedy I

Andyesiof course | knew how the AV System worked. I wa
My reputation was so wide and extreme that a holiday party hired a comedian troupe to mock me-ts a hard
comprehend Einstein of video gamiee vel opment t hat also just knew everyt

My reputation was awesome and complimentary to me. Appaiieothers considered it insulting and viewed me as
inflexible and unwilling to reduce my intellect to mortal levels so they might comprehend by brilliance.

Human Resources Alleged | was Elitist and Hired Elitists:

In facti Human Resources would eventually say that | managed the most elite (and elitist attitude) team within EA. Th
stated | overtly hired attitudinal people that saw ¢t



Hired Broken Toys to Do Extraordinary Things:

did not fit any\

I countered that | hired peop at
t hat amazing talent

their attitude. Il infor med
and social awkwaness and outward appearance problems.

l e th
hem t
In no way could Human Resources comprehend that people that do not get along or fit in with mainstream staff could
actually be better at their jobs than those people they got along with so well.

| WAS RIGHT, OF COURSE!
People that worked for me shined so far above others
di vi si ons. They saw these previous 6éprobl emsd maki ng

for their own group.

606Top f ori Dbim& Méaitogacy or Bust!:

Ultimately, | just said to any that harassed me that
top contributor did not merit being on my tealdONE!

Fostered Culture of Meritocracy and Commitment to Excellence:

| asserted to Human Resources that | lived by a code that everyone should do their best and should be rewarded on re
not effort, and thus | fostered a culture of meritocracy and commitment to excellence.

| told them my success andourdivisbuccess depended on meritocracy, and
the weak and noegreat people.

| insisted that weak low performance people HURT successful people and limit the company.

Human Resources Hoped to 6Fix Med for my Commitment t

Welli Human Resources persisted to 6fix mebd over t hiét ye:
was as if they wanted the HR person to be my personal psychologist to shape my management course.

| converted HR to believe my way of thinking. And so they moved a second then a third HR person. Finally, the HR
Director.

And then Human Resourced finally embraced and accégtédAS RIGHT.

Such has wusually been my experience. Those that had
Hehit hose with c¢close minds generally |l ost their jobs e
EAC Security Guard Demanded | Leave with Daughters A

Well after all that tangent on Human Resources and Meritocracy, let me sayrtiation of my EA tour with my
daughters.

A security guard approached us after the Bigger Picture and demanded | leave ASAP because | violated security rules
bringing my daughters to work without signing them in.



The guard further took down my employee badge name and niimabef to report me for my transgression.
And WORSE! | dared bring them in on a weekend!

EAC ADo You Know Who | Am! ?20:

Iwas stillahighsele st eem attitude personal mysel f. How el se ¢
And so, | consistent with my setfiage asked incredulously

ADo you know who | am!?0

The answei No and it did not matter. Rules apply to everyone. No one is above the law (rules). Blah! Blah! Blah!

Yeai the automatoparroted his programmed playbook lines, and refused to use the gray matter given him at birth. He
was an idiot! He refused to even look up my name to confirm my identity or authority.

fiDo You NOW Know Who | Am! ?20:

That Monday | wrote a fuming email and met with the Human Resources Director to threaten my resignation if justice
was not served. The guard embarrassed me with my daughters and was completely out of line, and his refusal to mitic
the situation by ndboking up my identity was unacceptable.

It is my understanding that guard shortly afterwards ceased working for EA. | cannot say if my complaints contributed 1
his exit, or if he just fisucked and was firedo ot her\

Either wayi he was informed that | was the Chief Technology Officer and he should always check the authority and
identity of anyone and everyone. And they informed the entire guard team.

Yeai of that guard... he now knew who | was. Ande knew he made a mistake. He was out of a job.

EALA Interview Fiasco:

My reputation at EA was very positive. | traveled EA studios globally to learn and partner and engage with how our
division could adapt or make new versions of EA game franchises on portable and video game consoles.

ome the head EIl ect

| was asked to interview to bec r
it to the o6écurrent GM head o

story short came down
of tech and game degi.

oni
fool
I had heard of AEA SPOUSEO which was a big public sti
spouses lamented never seeing their partner, and even seeing their health faulter without concern by the company.

It was obvious in minutes that EA SPOUSE was legitimate and was clearly supported if not caused by the current heac
EALA.

He was apparently a conceited womanizing deplorable scusnasalgquickly saw.

Because the current head of EALA was to oversee multiple studios including EALA, | would report to him. AND THAT
WAS NOT GOING TO HAPPEN!



| declared the interview a fiasco and happily moved on.

Navigating Mega Corporations:

| was learning painfully i

)l
T

1

how to navigate mega -semsicapp@aysat i onséand their non
how people hid in the 6fatd of big company ineffi

promotions and opportunities are often linked to politics and alliances, not to talent and quality of work or produ
delivered

people prefer not to offend 6l esser skilled peopl
Soft Skills have value, but Hard Skills have more
and even 6carryd people that are, simply, o6éaverag
The key was:

A Fairly compensate Oaveraged peopl e
But - Reward great people moirggreatly if possible

Offer training and mentorship to people with high potential

Celebrate Innovation and Quality and Speed

Drive Meritocracy and Excellence

And to everyone else
Al 6do not careb
A Otherss6getidsopetcdi ally if you cannot handle me and

A 6Get out -béttme smwagbébeedéand make my managers a
needed NO INTERFERENCE

They Needed Me on The Wall But Rejected My Going to the Whitehouse:

accepted that o1 wi | | not go to the Whitehouseo, b

t he

teaméto get stuff done. 6
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E235HEALTH CARE AND HEALTH CRAZINESS IN CANADA

Local File:
ALibertyBooksVideo¥235 Healthcare and Craziness in Canadancer, Heart Attack, HIN1 Flu Hospitilzed.mp4

Rumble Episode Link:
https://rumble.com/v55uqze235healthcareandcrazinessn-canadecancerheartattackhlnlflu-hospit.html

YouTube Episode from @HellDifficulty Channel:
https://youtu.be/s1VwmWiN U

Description:
Canadian Healthcare discovers Richard is Type Il Diabetic through immigration screening.

Ri chard shares details about the good and bad of (

Canadi an Healthcare is not what itdos advertised as
at preventive caree

Richard recounts his crazy Canadian health rideé
Swine Flu, had surgery for Nose & Eye Socket Basal Cell Carcinomas, and underwent angioplasty heart surgery
treat a heart attack.
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Canadian Health Care

Tvpe 11 Diabetes fADiscoveredd Through | mmigration Mec
Perhaps the first significant f#Adiscoveryo in Canadaté
I Il earned that my health was on the declineé 't was
health check screeninghat my bloodsugar level was very unhealthily higls o met hi ng | i ke 06146 o

| cannot recall the specific bloesigar reading number, but apparently it was high enough that untreated | would be
precluded from immigrating and remaining in Canada due to my eventual cost on the Canadian Medical system.

Canadian Health Screening Surprising Accurate Prognostication:

Although it proved a noiblocking health issue for Canada, their initial screening was surprising accurate at predicting m
health issues in the future.

| would eventually develop neuropathy beyond escalating migraines and a litany of smaller health issues. And then the
big onel a heart attack!

Two decades later | was diagnosed with mixed dementia with probable Fronto Temporal Lobe (FTD) degeneration and
Lewy Bodies. And then the generalized Aearly Al zheir

The list of issues far outpaced the initial unmanaged Diabetes Type II.

Indeedi it may not have been precisely what the high blsogar reading was interpreted to mean but its general
prognostication about my medical and health industry cost was surprising accurate.

Canadian Health Excludes Ambulance$ Treatment Available if You Get to Doctor:

Ultimatelyi Canadian healthcare paid for my heart attack surgery, intensive care unit (ICU) time, and everything
involved EXCEPT FOR AMBULANCE TRANSPORT (which is apparently exclufiiech Canadian Medicine and
Healthcarei they treat you if you can get to the doctor/hospital

It seemed absurd that the hospital call was not included though any treatment they administered was covered.

Canadian Health Mandates Medics Stay with Patient until Admitted:

It was also a curious 6l awd that Emergency Responder
another doctor/medical facility formally admits them.

Consequently when | arrived at the hospital the two ambulance medics stayed with me for hours, administering oxyger
and monitoring vitals whiletheowru sy hospi t al prioritized 6écloser to o
It was my first glimpse into Canadian Emergency Ganaderstaffed but those they had seemed very capable.

In facti my angioplasty heart surgery was swift and efficient even if scary and wild (more on that later).

And ONLY LIFE -SAVING MEDICATIONS COVERED:

And another point about shortcomings in Canadian Healthcare. It EXCLUDE®dittations that are not considered
Life-Saving. In other words every life-saving prevention medication is excluded even if it is critical to managing life
threatening health conditions like Diabetes, Hypertension, and so on.



Even after a heart attack, medications related to my heart were excluded.

Employers Provide Supplemental Healthcare Insurance (for medications):

Consequently employers provided supplemental health insurance to cover medications.

Hehi so there itis. If you are employed in Canada, you will get private insurance for medications and pay for emerger
transport to healthcare and be entitled to pay extremely high tax for emengeteyg healthcare (with very limited
prevention carg

Canadian Healthcare is TERRIBLE AT PREVENTION CARE:

Like | saidi Canadian Healthcare covered virtually every cost related to my heart attack treatment and surgery and
recovery.

But it is worth noting my excellent medical care was after nearly six months of having my complaints that | seemed to
having some kind of heart problems and lost energy with exertion and my left arm up to my lower left jaw would becom
progressively ma@ numbi especially my left underarm.

Wellidoct ors all discounted my complaints as 6i maginat.

| was right. They were wrong. | did suffer a heart attack, and the diagnosing doctor said that | would likely die within a
day or two had I not been to the hospital and undergone surgery.

Yeai Canadian Healthcare is great once you suffer a catastrophic incident. But it SUCKS at prevention care and
diagnosis.
Friendés Wife Died from Untreated Brain Tumor :

Perhaps the most egregious tale | saw firsthand was an engineer colleague whose wife suffered severe migraines and
years with doctors insisting she was too young to have serious issues and she was just suffering severe headaches.

Eventually her symptoms were undeniably destroying her eyesight and mobility beyond the relentless agonizing pain s
endured. Of coursieshe was allegedly exaggerating, perhaps to get attention.

Her doctors seemed heartless to her suffering.
Much | ike my heart problems were discounted, so were

And like my eventual collision with an untreated calamitous heaitidlition so did his wife collide with her health
calamity.

Narrowly able to function she finally was admitted for an MRI. She had previously been unapproved for an MRI or
treatments because of her young age and demographic and lack of head trauma all supporting low probability of brain
disease or issues.

The MRI revealed a highly advanced untreatable brain tumor. She died within the year. Scott, her husband, was
devastated. And there was nothing he or anyone could do.

He | amented if he should have taken her to é6The St at e
money.. perhaps she would be alive. Butt was il |l egal to seek treatment ou
would havetospendpeci ous savings and break the | awé without



Butevensecdi d he 6l et her died because he complied with C

My heart bled for Scott, for he and his wife suffered years with the culmination being death and loss. He said the tumo
may have been treatable early on, but by the time it was detected it had gone too far. It was too late.

And yet Scott and his wife knew LONG EARLIER the sigl
and my heart warning signs, so were her signs ignored.

Canadian Healthcarei All About the Numbers, Like Any Other Business:

From Canada determining my tax dollars and job creation and consequently tax dollars versus my potential healthcare
cost showed me directly that Canadian Healthcare views people as tools of income that cost money to keep operating.

That was it. | was a tool in Canada, and so long as | added more value than | might cost down the road | was allowed
reside and work in Canada. Should | no longer add VaGET THE FUCK OUT (GTFO)!!!!

Canadian Healthcare bottom linds All About the Numbers.
Canadian Healthcare is a business like any other.

Social Insurance Card and Universal Health Caré NOT:

Everyone in America praises Canadian Healthcare as universally available to everyone.

Well i that is not true. Canadian Healthcare is ONLY AVAILABLE to people who cannot work due to disabilities or
who are unemployed through no fault of their own (interpretable unless recently [AiN©ff RESIGNED).

So, if you do not work out of choiGeNO HEALTHCARE FOR YOU!

That may not seem unreasonable. But it is effectively the same as in America,; if you work you generally can get
healthcaré albeit at an income contribution to cover some of the costs.

FIFTY-FI VE PERCENT BLENDED TAX to Pay for O6Empl oyedd Un

Canada charges A LOT for it s imgdféctivdrate adter mcomecandnsales anld u t i «
property tax was about 55%.

So, anyone that alleges Canadian Healthcare is awesome and how all countries should behave has not lived in Canad
experienced it firsthand. They are victims of prop:

Nose and Eye Socket Basal Cell Carcinoma:

As an actively employed higitax paying worker in Canada | was entitled to my Canadian Healthcare.

During a visit to a doctor about a seemingly unhealing little wound on my nose near my left eye socket, he concluded |
needed to see a surgeon to have it removed and biopsied to ensure it was not datifeescor believed it was
cancerous.

In facti the doctor said he should maybe cut it out right there himself to prevent growth if it was cancerous.



Instead’ with a potentially lifethreatening diagnosis | was fast tracked to a surgeon in the local university medical
program, where an instructor would do the surgery. In Cainddsthe qualifications of the doctor not where they work
that permitghem to perform surgery, etc.

He removed the tissue all around the unhealing would
on my neck.

l earned eventua the nose 6unhealing woundb6 was ¢
just

1y
a O0Obig skin tagbo.
The doctor explained the basal cell carcinoma could lead to eventual death though not guaranteed when.

People at work saw the facial stitches and imagined | came out of bar fight with some injuries needing to be stitched ug
went with the narrative in jest outside closer friends and colleagues whom | disclosed the actual tale.

Richard knocked unconscious by errant ball during dunkan-executive event:

One hot summer day Electronic Arts in Burnaby, Canada heldacompanye out si de o&épicnicd e
festivities like dunk tanks, sack races, hoop throws, and so on.

t in the dunk tank as tar(

Executives were asked to si
1 in good fun.

bossesd bosses. It was a
Like | said earlier | was one of the duntank volunteers.
Unfortunately, while standing in line | was knocked unconscious.

The key to this point is that while company emergency medical staff tended to me, they merely filed a report that | was
knocked unconscious, and |l ater Canadian Healthcare a:¢

Ummi | guess | was okay. No CT Scan. No MRI. Nothing but a hand touch of my massive red swollen head, and col
compress added with head bandages. Not much in the \
Compared to Global Healthcare, American and Canadian Healthcare is Okay:

I had felt repeatedly that American and Canadian Healthcare was not great. Of ¢hareds none better anywhere in
the world | know of either.

So, in the pools of O6poor healthcaredéd, Canadian and /

Influenza in Canada:

Againimuch | i ke Scottds wifeds brain tumor and my heart

I have always been vulnerable to influenzawver since neadeath with Scarlet Fever (AKA severe strep throat that kills)
as a toddler.

And so when | ever contracted a flu it would often spiral to 105 fever, and leave me congested with immense
breathing problems. | knew to take flus seriously.

So,when | went to the medical clinic to seek treatment it was disheartening to be told to take cold medicine and cough
drops and get over it.



H1N1 Swine Flu in Canada To the Hospital | Will Go:

My fever became so high at around 106F, and | could barely breathe that | became convinced death was a real possib
My wife took me to the hospital where they insisted, | was overreacting to a severe flu.

As it turned out my supervisor at work contracted H1N1 virus and had given it to me. Others in the area also caught t
virus, and they died!

Only because | Ooverreactedd did | get treatment in t

Asbeforer Canadi an Healthcare handles actual care okay, bt
up care or medications.

Heart Trouble i and No One Believed Me:

For several mont hs | found my heart Afelt weirdo witd!l
exertion |ike walking up a hil!/ or a flight of stair:
have to sit ad rest for five to fifteen minutes, and it would go away and | could resume my activity.

Things became too frequent, and | had gone to a Canadian Medical Clinic since it wasgaee and ask a doctor
about my heart or other possible causes of my problems. But the doctor was dismissive and sent me away as a
hypochondriac.

Things persisted and so | went to my General Practitioner (GP) doctor. She said it was unlikely anything to worry abou
and come back if things got worse. They did get worse. On several occasions | experienced strong unrelenting presst
and pain in mypack. Nothing would relieve it. | laid on my back and flopped in efforts to escape my torment.
NOTHING WORKED!

Time passed slowly as | would lay on my back writhing. Eventually the suffering stopped, and | could resume normal li
i albeit worried about my health after several such incidents.

| returned to the GP doctor. This time she gave me a referral to a cardiologist to have a echo stress cardiogram done t
rule out any heart conditions once and for all. She did not believe me still. But at least she agreed to move mé to the r
level d healthcare.

Clearly no doctor thought I had anything to worry about because the appointment was almost six months away!

Well, at least | had a cardiologist appointment.

Canadian Healthcarei Medications and Some Procedures Not Covered:

Canada does not have Afreed healthcare | i ke peopl e sc:
access to healthcare excluding medications and certain procedures. They also do not pay for emergency transport or
ambulance care at alAnd they discourage and block people needing treatment until the last possible moment, which
results in health problems progressing to potentially dangerous even deadly stages before treatment is given.

Canadian medicine is fAdifferentd and is NOT BETTER.
considering total taxes paid in America vs Canada.

| would not choose to return to or live in Canadau t , it was invaluabl e for my | i
in Canada.
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E236Developer World Tour

Developer World Tour

Local File:
ALibertyBooksVideo¥:236 Developer World Tour and My Heart Attack.mp4

Rumble Episode Link:
https://rumble.com/v55ur@s236developeiworld-tourr-andmy-heartattack.html

YouTube Episode from @HellDifficulty Channel:
https://youtu.be/ZNP45dirHnA

Description:
Richard prepares for the potential of a heart attack when traveling abroad, especially to countries with lomepliakty

care.
It is after his readiness and even the tothat Richard hasafud n heart attacké rDegtért durin

Hear the tale that even after Richard had athifeatening heart attack, the hospital resisted the notion that he could have had
a heart attack because of his age. And yet had a heart attack despite their doubting him.

AfOne of these thi ngdgRichardwas possibly thekyeungedt lessantort gheerrys épdbat i ent i n
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fiThe Developer World Tour o:

Letbs talk more about my time at Electronic Artsé

I had a work trip coming up we called fAiThe Devel oper
England where we would take taxis and trains to visit developers.

And from London- we flew back through Germanyand on to Shanghai, China where we visited developers and art
house contractors, we were considering hiring for outsourcing needs.

And finally, we journeyed from China to a small country | cannot recall the name of on route to the Ukraine.

The total duration of the trip was a few weeks. | knew it would be especially grueling given the diverse native spoken a
written languages (which | could neither speak nor read). And it was HARD on me physically, and mentally. The entire
journey wasmmensely tiring and fatiguing, and at times scary.

There are a | ot of wild tales and adventure in fiThe I

Fear of Heart Attack Abroadi Bo u g h t Pi ano for Kat herine to 6remember

My self-proclaimed symptoms of heart problems that eventually led to my heart attack had increasingly worried me, so
much so that | took some small measure of action to i

| decided to purchase for my Katherine a piano that should | perish she would have it to look at and cherish and play
music in remembrance of me.

It was melodramatic, but it was how | felt. But | was deeply worried that | may pass (yea, die!) on such a long
challenging trip.

But it was my duty as Chief Technology Officer to lead by exargieen if it meant marching into a Hell that could end
my days.

After all, like Cervantes wrote of Don QuixdtaNhat Wound Matters to the Body of a Knight Errant, for each time he
fall séhe shall ri se again! And woe to the wicked! o

I used that Cervantesd quote to gird myself against ¢
my fortitude and willpower despite insane headwinds and deliberate undermining resistance by opposing people.

In the end | did not die on that trip, but | did suffer a lifereatening heart attack only months later.

Did Not Die on the Developer World Touri but did suffer heart attack months later:

It should be noted | know when something is wrong with me, with my body. And doctors and professionals discount,
ignore, or outright dismiss me. And every tilnkam proven right (unfortunately) but prevention has consistently been
missed by doctorsegardless of my clarity and persistence for help and treatment.

Heart Attack Watching Dexter TV Show:

One Sunday evening | was watchiDgxter(a show about a serial killer intent on doing justice through killing) on TV.
Suddenly my gurgling weird heart feeling startdalt it grew big and strong FAST. | did not know how to process what
was happening to me.



I wondered if | was having a heart attack!? | had been to the doctors so many times about my concerns over my mayb
having a heart problem. My family had a history of strokes and heart attacks. But the doctors all told me | was silly ant
imagining thing.

My wife Katherine called 911.

Paramedics arrived within five minutes. They were AMAZING! The hospital was only fifteen minutes away and the
ambulance was apparently stationed even closer. They were efficient and direct.

Following rapid assessment, they determined | may be suffering cardiac arrest and should be transported immediately
the hospital for emergency care.

Waiting in The Lobby:

Following remarkable efficiency anchpressive speed, the ambulance paramedics took me into the hospital ER entrance
with oxygen flowing to my nose as | was laid out in a stretcher.

And then the hospital said, AWait.o The ER was packe
to wait.

Apparently, no one calls ahead to check on ER bed availability for heart attack victims. INSANE!
Well, we waited for hours and hours.
Finally, | was taken into ER for treatment.

Doubting Me and Negative Tests:

The nurses inserted an IV and took blood to run tests. They informed me that | had no evidence of a heart attack. | ha
no enzymes showing heart damage or strain. They told me that | was suffering anxiety. But to be sure they would kee
me until 6am whn the cardiologist would arrive and make the formal diagnosis.

When the cardiologist arrived, he also expressed doubt and likewise noted the negative enzyme and blood tests. He s
that he would give me a quick echo stress test on a treadmill to make sure things were okay as he suspected.

| knew there was something wrong. It had been months leading up to this horrific moment. And they STILL DO NOT
BELIEVE | AM DYING!?

What does it take to show people you are suffering ai
bleeding, they would acknowledge | was hurt. If my skull were cracked, they would admit | needed care. But when it is
Aii nsi ded ywdweyarae sfufmel | of crapd and are anxious or in

Againi | KNEW SOMETHING WAS WRONG WITH MY HEART! And the Doctors did not concur.

Echo Stress Cardiograni i Goi ng t o Di e WiMahyobuet TTordeaaytome nt

They wheeled me to a little room with a big machine with lots of wires and electrodes attaching it to a belt and harness.
They put the belt on my waist and set up the machine.

My heart was fine at the time. The cardiologist directed me to begin walking slowly. | did so. He elevated the treadmil
a few degrees and directed me to walk a little faster but steadily. 1 did so.



He lunged forward and grabbed my shoulder and side. He sternly directed his medical assistant to help hold me. My
gurgling weird heart feeling was acting U TRONGLY like | did withDexter.

The cardiologist exclaimed, d@Alt i s 1 mayhertoddy.eYauneed surgdrp u e
i mmedi at el y. We need to schedule an angioplasty to ¢

| Had Been Facing Heart Attack Death for Months and Doctors Dismissed Me:

There it wag | had been facing the threat of a heart attack that could be fatal for months and despite repeatedly seekin
medical help | was dismissed and ignored.

And when | did go the hospital, they continued to tell me | was imagining things. Yet when a real test was done things
had progressed so far that | could die any hour or day.

It could have been the result of Canadian discouragement of treatment that | was pushed to the eleventh hour of life ar
deat h. I't could have been simple disregard of my eart
minimizedmysuf er i ng and mal adi es because | was a fimand and

Whatever the reasdnl did not receive medical treatment in Canada until it was almost too late.

One of These Things is Not Like the Others in Heart Surgery Factory:

They transported me to another hospital where heart surgeries were handled. They wheeled me through a maze of
elevators and corridors until | waited in a hallway with lines of patients awaiting surgery. It was an adisenoblyeart
surgery!

Eventually | was rolled from the hallway into a staging room. All over the ceiling were painting prints of things like a cat

dangling from a bar with the slogan fiHang in Thereo ¢
A medical assistant came up to me and smiled war mly,
ot her s. One of these things does not bel ogudonotWhi c h
belong here. Youarewdyoo young to be here!o

| was the oddball in a sea of senior citizens rolling through for heart surgeries. The situation wak swasah a heart
surgery factory.

5-15% Chance to Die:

A non-doctor appearing person approached me in the hallway and placed a clip board near my hand. She said that be
| could enter surgery, | had to sign a waiver that confirmed there was statistically between a five and fifteen percent

chance | would @ on the table. The variance of probability of death was according to the specific heart condition | had
but they would not know until they were Ain thereo wi

What was | supposed to do? Not sign!? The cardiologist told me | was going to die if | did not have surgery. Therefor
not signing translated to death. iSWith surgery | might die, and without surgery | will die.

Of coursé | signed the waiver.

Angioplasty Heart Surgery:

Wheeled into a huge room with the surgeon behind a huge, shielded wall with a massive glass window viewing the
surgery room. The doctor controlled everything with a computer. Three lab techs were inside the room wearing thick



heavy lead radiation protective gear from head to toe. | had to presume there must be some major radiation given how
much gear the techs wore.

One | ab tech controlled the angioplasty Atubed as t he
heart while | was fully conscious. They had me hold two handles (like bicycle handlebars) so | had something to focus
and grip. Tly direct me not to move or the angioplasty tube could rip a vein, artery, or heart irarstlecould die.

It was alarming and scaiyif | moved, | could die!? How absurd! Should | not be in a harness then? Should | not be
medicated or even put under for the operation?

Apparently, until they knew what was wrong with me, they did not want to introduce more risk. And somehow doing th
operation with my heart slowed down but me conscious was considered the safest and most prudent course of surgery

Angioplasty Heart Spasm and Rolling Ceiling Tiles:

As | laid there, | heard the doctor call out over the speakers in the ceiling. He said names of drugs and dosages. A se
lab tech who oversaw the IV and medications injected drugs into my IV.

The ceiling tiles began to shimmer and dance and then rolled and rolled and rolled. They were streaming and sliding a
over the place, mostly drifting backward over me to
ceiling move®

The third | ab tech calmy spoke, Alt is fine. Just pe

| did not believe his words. But what could | do? | held onto the handlebars and endured.

Survived Angioplasty:

In the end | survived the angioplasty surgery. The doctor explained that my heart spasmed in the middle of the operati
which is why they gave me some major drugs to calm my musclesandheart ch i s why t he ceil
rolled and move@round.

The surgeon informed me that | sufferd Prinzmetal s /
life and when it did muscles would close in and press veins and arteries together.

Like a kink in a garden hose blood does not flow well during spasms and plague has greater chance of sticking to my
veins, creating blockage.

He told me that | would likely suffer another heart attack in my fifties or sixties even with great care because spasmatic
hearts collect more plaque than normal people.

There it wag | was born with a flawed heart.

Onemore 6 He | | Di fficultyé granted to me a O6boond of a de
another thing to 6managedé in |ifeé



Part of the Hell Difficulty Saga and The Liberty Zone

E237 PATH TO SUCCESS

Path to Success

Local File:
ALibertyBooksVideo¥:237 Path to Success with Your Brand and | Do Not Belong in the Whitehouse.mp4

Rumble Episode Link:
https://rumble.com/v55ur2e23#pathto-successwith-your-brandandi-do-not-belongin-thewhitehouse.html

YouTube Episode from @HellDifficulty Channel:
https://youtu.be/cYGbLEYJY

Description:
Richard shares some of his thoughts on The Path to Success.

He suggests personal brand and i mage has more effe
He shares many concepts like dressing and appearing as the next level you want to be promoted to.

Ri chard shares numerous ideas to aid the path to s
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Path to SuccessPart 1

Working for 10,000 Person Electronic Artsi later Crazy More Staff at Microsoft:

The biggest companies | haarked at before Electronic Arts in Canada had a few hundred employesge 400
people max.

While 400 people seemed |i ke a big company to me thei
50,000 people just in theeattleRedmond, Washington area; and they had another 50,000 employees
internationallyéand that again in contractors. Mi cr «

It was totally differeni working in huge companies.
Soil earning to work within mega corporationsé was Vvast

Indirect Path to Success of Features and Corporate Goals:

My education in working for huge companies was ofttnr om Tony L d algo assigneéd Joactegs by Human
Resources and Worldwide Leadership. And | had leadership, Public Relations, and Business training courses, events,

both internal and extera | contracted Oexecutived coaches.

Tony Lam, my direct manager at the time, onceé drew
AThose are rocks and | andmines. You want to get to t
landmines. Howd you get there in a straight | ine without hi

The answer was to go below or over them. He would then say another answer is to just refuse his direction that you
cannot go around them and swerve. He told me that | should always challenge the rules and the problem itself. | shou
strive to reframe mblems in ways that benefit me and my team, and at least mitigate threats or harms they might becon

It was obvious stuff but hearing it over and over and over made it stick. | did modify my approach to problems. | took
more time to consider and evaluate the risks and threats and identify possible alternatives and mitigations. | became n
strategck cause of Tonybés mentorship sessions with me.

Funniest nugget | recdllsometimes the answer is not just outside the box, it is not even related to the box. The answer
sometimes is an entirely different approach or new problem (and abandon the old one as univaréablen and cut
losses).

Tony proved to be a great professional mentor for me, and | believe he was instrumental in my growing and rising quicl
within the mega publisher corporate world.

Tony Lam i Studio Chief Operating Officer:

Li ke | sai dé

Tony Lam was my manager for many years at Electronic Arts (EA). He was a junior engineer turned management ear
on and rose to Chief Operating Officer when | was Chief Technology Officer. He was an impressive corporate strategis
and communicator. Heag patient and waited for people to make mistakes and then exposed them so widely and visibl
that they would fall from favor and Tony would rise one rung in the corporate ladder of over ten thousand employees.

Tony 6 s -ywasa long eoyporate climb, but he did get to overseeing almost two thousand people before he left EA
join a Venture Capital firm where he made more money than most people will likely spend in their lifetimes.



Path to Career Success They Do Not Want Me in the White House:

Tony al ways tol t
was too straigh

was palatable.

d me that EA ex
t t

ecutive management | oVe
forward and old things the way t he\
He insisted executives had to fabricate hysteria to motivate during doldrum times, and conversely drive calm to ease pi

during tumultuous times.

Tony believed my being honest translated to staff not being supported by management they should be. | was putting o
them the stress that | was supposed to buffer from them. He stressed people are rarely equipped to deal with stress w
is why managera/ho are better at it are there to protect the team. | believed the oppeBiteg the whole truth was

better and the team could unite and overcome together.

Tony and | did not agree obviously in how executives should mangessaged truth or candid truth.

He insisted repeatediymy approach will hurt morale and limit the company and that is why executives do not want me
in the White House where my candor would be visible t

Working as a fitechnology | eaderd even a fAtech execo 1
for any public appearance or when | had outwardly announced contrary opinions. Executive management always mad
sure to put me in a placé development authority without a public or outward voice.

Much | ike AA Few Good Manod they had the luxury of not
under tight deadlines and limited resources late into the night six or more days a week sometimes without vacations fol
one or two years attame.

They never wanted to know the truth how hard things were or how much staff struggled and suffered to succeed so the
executives to go home at 5pm five days a week and par
parkds ewecutive r

I had no inclination of surrendering my honor and integrity and not saying things the way they were. And so, | was and
always have been relegated to the bowels of the development ship and disinvited from the White House executive
management and correspargipublic speaking events (even though | am an excellent presenter as regularly did Ted
Talks style presentations to theaters of 175+ people).

However, | did define my brand and rise in a splintered Electronic Arts organization. We called it Fusion (more on that
later).

Path to Career Success Mor e t han Tal ent (Appear as the O6Next Leve

It is not enough to be talented. The wealthy are paid more because they appear wealthy and thusly must be successft
and therefore should be paid more so they bring that success to the company. And the circular pay loops over time
elevating people baseuh their projected appearance.

Tony Lam imparted that even the greatest of talent will be locked away in the backroom or lab to do great work out of
sight of the public and funding sponsors unless they

Great talent will never be in leadership positions unless they adopt these executive rules

1) be aclear disciplineleadee ngi neer , artist, designer, producer,



2) havepersonal bran@d what you stand for and why people should believe in you.
3) look like an executivé clothing, car, accessories, attitude.

4) show executive presentceey e contact, c¢clear face and body | angu
O6maybed words).

5) Have charming charismatic demeain@miles and frowns that invoke emotion.
6) confidently talk smoothly and persuasivélg r t i cul at e, succinct, hip o6word
7) artifactsi items and things that reinforce your brand.
Everything adapted according to the industry and the level you were targeting.
As examples Dress like whatever executives dressed like in your indilsrguit in financial and venture capital roles,
jeans and tee for developers, and slacks and button ¢
to be wel-dressed relative to its expectations.
Similarly, you had to have a car proportionate to your position. And if you expected to be promoted you needed to hav
the car of the next station. You could not buy too f
Ai nsecur e dlimitkourgiomotabiliay!
I ndeed, there were fArul esd to how-warkers brcalteaguesy you coul

You had to always dress and drive and present at the next career level or you may never get promoted. Talent is not
enoughi period (sadly).

Path to Career Success Define and Project Your Brand:

It was important to differentiate myself from othersattvance my career. | relayed the same advice to people in personal
oneon-one career discussions ongoing in my career.

People perceive you in a light of their making or one of your making. And so it is always better to craft how people see
you than have them make something up about you that you may not appreciate.

Take your brand into your hands.

If you overtly decide the image you want to project, then you can proactively dress and act the role you want people to
you as. You can reinforce the image you project by overlaying what car you drive, how you dress, what accessories yc
use and weawyhat mobile devices and apps you use, what music you listen to, where you live, what restaurants you
frequent, where you vacation, and even if you drink coffee or alcohol (and how much and when and why). The list goe
on and on.

Everything you do and say, and post defines who you are and what your bramdlithat tells people how to perceive
you and what to think about you.

You are your own chief marketing and public relations officer. It is your job to define your brand and make sure people
can understand and see it.

Define and project your brand.



Path to Career Success My Brand:

What did | do? I decided to be the young cool firock:s

Cari

Well, as a freelance developer | showed my freedom and success by driving a showoff sportscar with
ASUPERCHARGEDO pl astered across eatmDsQuestod ame Icate
ENTO

When | was nouveu riche (AKA newly rich) and virtually solo freelancer | drove a customized Sports Utility Vehicle to
show my practicality but still visible success.

And in the corporate world of Electronic Arts, | drove a Mercedes SLK convertible, and upgraded to a Mercedes SLK 5
Black 400 horsepower convertible when working at Microsoft.

Clothingi

| typically wore all black™ black jeans, tucked in black buttdlown shirt with dark gray undershirt, and black socks with

bl ack | eather comfort dressy fisneaker so.

I donned the ficool young executi veo aipipehaer aamacne ibnutb lial
Cash of Gameso, AGoth Game Guyo, etc. I't did not mat

me got them to @iise me, and thus evangelize me throughout the company without knowing it.

Dressing fithe parto but dressing Auniquelyd i s key t
it.

Of course, vicepresidents revert to not standing out since their promotion is no longer about visibility. In fact, visibility
might elevate expectations which could result in their losing their positions or jobs entirely. Therefore, vice presidents
often wore nice but nodescript multicolored boring jeans or slacks with button shirts hanging outside their pants.

Agai n, t here were rules of ficonduct o and fAbrando.

Appear Successful to be Recognized as Successful:

Your brand should reflect your career and be appropriate to your professional industry. It is imperative to appear the rc
you seek to be seen as.

Clichéi be the role to get promoted into it.

As above, make sure your brand is strong and clear and reinforces your image of success so your management will se
you as meriting a promotion and greater responsibility. Aftérydiu are so successful [looking]!

Of courseéi you DO HAVE TO HAVE THE TALENT to do the work. But talent alone is not enough. You need your
brand and to appear successful.

Path to Career Succesg Offices and Brand:

Offices are a complex part of your brand. If you have a choice of having an office or not is the first big thing. tisét with
team or isolate and Al ord over the teamo. I't sounds
physically between you and the team you work with.



I chose to sit in cubicles whenever there was offivertage or demand conflict. | did not care where | sat outside of how
it affected my doing my job.

Over time | was in many offices, however. | observed an office hierarchy and how each office type was perceived
1) Wor ki ng isipame dioipsdmad ed esdiacateed pl ace for youd rol

2) Sharing a cubicleisthe baselinéy ou ar e professional nowbo.
3) Working in your own cubicle issucces® y ou have arrived with your own
4) Working in a shared ofice6 y our promotion | ost privacy and | ight
someone el se [that might stink]©o
a 0dd to me that this was an upgrade. I al ways
5) Working in your own office without windows6 1| over see the cave nowbo.
6) Working in a windowed officé 61 am a bigwig | eader of | eaders. R
7) Working in a corner windowed offiGe6l am so i mportant my ego extends
8) Doublewide, Doublelong windowed officé 61 am a FI RST NAME. Bow bef or e
a. Yea, people that go solely by their first or last name only are conéeite®li | | 6 [ Gat es] , i
iSatyao [ Nadella], and then [ Steve] f@ABall mer o,
civilization is madly outsized.
Path to Career Success My Brand:
My brand had organically defined itself for the most pastt r ai ght shooter, genius, |jus
Shop6é, Operates in elite ivory tower, Unapproachabl e
Talented People.
That brand did not sound great to me. | liked the firstipgrs t r ai ght shooter o0, Ageni uso
But | did not like theresti Bu | | in a China shopbo, AOperates in elit.
to Goal 6, fivalues Elite Talent Above Lesser Talented

Isetouttoredef i ne aspect s o f-dowmpon diements hlidedvhila midimizing ifi ol excising elements
| did not like.

EAC Approachability i Stuffed Animals and Jacket and Vision Board:

I hung my Atari Games Anniversary jacket as a conver s
 umi nary wisdom and knowledge from | egendary Atari o \
conceited, youcantatko me 0 .

Similarly, | placed Hasbrodés Littlest Pet Shop stuffe
online games and pet backstories and apps. Like the Atari jacket, the stuffed animals kicked off discussions as to why
would have stifanimals in my office. And people would be both impressed with the business model and tech behind tt
toys, and that a technology leader was also attune to business models and strategies.

And then ther e wa swalafull@fthingsithat empbasized what | veanted motiier people to think about
me (about my brand). | made sure people saw magazine clippings, company and video game company and console a
product logos, and business articles about mergers and acquisitionh wanted people to see the complex tapestry |
represented much more than a mere engineer.



Part of the Hell Difficulty Saga and The Liberty Zone

Others Ultimately Define Your Brand:

In the end you really cannot define your brand, but you can define all the things you think define it or at least imply it.
Ot her people Adefine your brando in their heads and \

And so, | strove diligently to define and reinforce my brand.

| am confident that | succeeded because | was a polarizing influence on people dnithayelibved or hated me, few in
between.

| had stalwarts that Awoul d march i nto Hell with and
graveo.

I was and am proud of my Abrand?o.
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Part of the Hell Difficulty Saga and The Liberty Zone

E238Path to SuccesChampions AntChampionsPart 2

Local File:
ALibertyBooksVideo¥238 Path to Success with Champions and-8htimpions and EA Canada Guts EA Fusion.mp4

Rumble Episode Link:
https://rumble.com/v55urb8238pathto-successvith-championsandantichampionsandeacanadagutse.html

YouTube Episode from @HellDifficulty Channel:
https://youtu.be/xVp4ghCwj

Description:
Ri chard shares that success, promotions, bonuses, stoc!

6higher up6 champions.
He notes that one anthampion can undermine and torpedo any promotion or recognition no matter well it is deserved.

Hear how EA Fusion was structured with huge central resource and expert and support teams, to support many smaller co
game development teams. Learn how central expert teams provided resources to scale and to audit & aid game teams.

Richard notes how EA Canada leadership outside of EA Fusion eroded and destroyed Fusion out of jealousy and to take it
technology, products, and staff willing to remain.
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LibertyBooksVideos/E238%20Path%20to%20Success%20with%20Champions%20and%20Anti-Champions%20and%20EA%20Canada%20Guts%20EA%20Fusion.mp4
https://rumble.com/v55urb0-e238-path-to-success-with-champions-and-anti-champions-and-ea-canada-guts-e.html
https://youtu.be/xVp4ghCvf-g
https://rumble.com/v55urb0-e238-path-to-success-with-champions-and-anti-champions-and-ea-canada-guts-e.html

Path to Career Success More than Talent (Draft Behind Others):

There were many things to consider asdgressed through my career at Electronic Arts Fusion.

Path to Career Success More than Talent (Draft Behind Others):

My manager, Tony Lam, told me that even with great talent, phenomenal reputation, and amazinguweaass was not
guaranteed. He said it was important to identify one or two senior executives that you believed in and forge a relations
with them.

He emphasized that drafting behind a successful executive would pull you along with them as they were promoted. Bu
fighting for a promotion directly would look greedy andselée r vi ng, and you would not h
the first place.

It was critical to befriend one or two senior executives and help them succeed even if it was outside your normal job or
responsibilities. As they rose in the company so they would bring you with them.

It worked for Tony. He rose from a test engineer to Studio Chief Operating Officer in under ten years. And he parlayec
that into a lifesetting cash income from splintering off and joining a Venture Capital firm founded byth executive
Paul Lee [tlat Tony drafted behind].

Path to Career Success Champions:

Tony recommended that while seeking executives to dr:
companyi people that liked you and would gladly speak highly of you if they had cause to do so.

He shared that it was important to arm your Champions with talking points even scripts to share with others when they
evangelize you. Of course, you do not share it like that with them. You bring them along for the journey and make the
part of it, so tley are excited and share it as their own (with you!).

People will see over time that you are the consistent element within innovation and great ideas, and so letting others ta
the credit will serve you ultimately.

Well, that is what | always believed. Life has generally thrown that back in my face as UNTRUE. But | want it to be tru
and so still assert | WANT IT TO BE TRUE!

Path to Career Success Anti -Champions:

Tony cautioned that while seeking executives to draft behind it was dangerous because sometimes people see your ac
as selfserving or nobn-brand. Some people may see you as a competitor to their own success or goals. Some people
just enjoy throwiy caltrops in the path of others to see them stumble and fall. And some people need you to fall so the
can rise themselves.

There are numerous reasons you may have opposition at work.
But confronting or aggravating OR arming opposition can result in@mdmpions.
It does not mean you should not engage with opposition, but Tony stressed it must be smart, timed, and prudent.

Anything rash or unplanned invariably bites you and may block a future opportunity or promotion. But if you are not
certain of the need to cfyont opposition, he recommended to let it go.



Simplyi an AnttChampion could be in a hallway or a meeting or even in the lunchroom when the opportunity arises to
say something derogatory about you. It spreads. Inareviewsomaepmet i ons fAwhat they hear
by for someone they heard nothing at all about.

Yea, someone that did nothing to be noticed for will get the bonus or promotion you deserved because you offended
someone ONE TIME. WRONG but REALITY.

Path to Career Success Success:

| forged champions and unfortunately created-aria mpi on s . But my champions wer
so they overpowered EA fAstudio executiveso. And Ton)
too.

Our EA group Fusion grew from four people to three hundred and tfigatpeople. We shipped over sevefitye
games on many console platforms. | rose from Technical Director to Chief Technology Officer to Chief Operating
Officer. | was successful inAEand my brand followed me to Microsoft and beyond.

Fusi ono6 s Gafs TeanrstShared Central Tech & Content Teams Organization:

Although Fusion had an end, it had an incredible journey as it ascended to greatness and phenomenal success. AS its
waters rose, so did its founders (including me).

As Fusion grew, so did I. | learned a lot of things.

We had to expand our staff headcount and organize our teams to facilitate oversight while empowering teams to own tl
plans and development [unless they stumbled, and they | stepped in].

Later we set up central groups to provide user interface designs and visuals/sounds, art and animation, sound and mu:
build systems and pipelines, tools and | ibraries, an:t
Like a Jedi Cancil.

We hadi
1) Front End Engineering Services (FEES)
2) Front End Design Services (FEDS)
3) Fusion Art Services Team (FAST)
4) Art Direction (AD)i two people
5) Central Art and Animation Team (CAT, they did not have an acronym, but | like CAT)
6) Central Sound and Music (CSM, also had no acronym)
7) Technical Director Council (TDQ) five people plus CTO (me)
8) Technical Art Direction (TAD) one person
9) Central Tech (CTj two to three dozen people at any time

Having more than half of Fusionés staff working cent:
detailed and demanding.

I recall some engineers breaking into tears over the
were there to help, having your work torn apart is humiliating no matter how nicely it is done.

Central Auditing of Game Team Detailed Plans for Resourcing:

I n Fusionds gr owt hwewose fraro &foupepsoningclews th a peak obthree hundred and twenty
five employees and seventeen concurrent contracted games under external development.



We hired the highest top talent in the world. They were not used to failure. But our work was so complex and difficult
that it crushed them and left some in tears.

Game teams were smal.l because half their fAsizeodo was
The idea was to have a pool of people that could move between products and games daily, weekly, monthly, or whate\
intervals made sese. But game teams had to submit work requests like they would to an external company.

Requiring detailed (and difficult) planning made product development much smoother and faster, and predictable.
Consequently, Fusion was immensely cost efficient and delivered highly reviewed and big selling games.

Fusion Delivered SeventyFive Games Titles Over Its SixYear Lifespan:

We made products for handheld gaming devices like PlayStation Portable, Nintendo GameBoy and Gameboy Advance
Nokia N-Gage and video game consoles like Xbox 360, PlayStation 3, and Nintendo Game Cube. We designed and
prototyped and managed manufactuim¢iong Kong directly.

EA Fusion delivered and published over sevdivty game titles in eight languages over its\gar lifespan. It sold over

20 million game units and generated over $700 Million dollars in revenue. It was the-seustrtofitable division

with Electronic Arts worldwide, second only to the Sims division. Fusion created and shared original technologies acros
EA globally including networking and matchmaking lobby and service,segke multiplayer LAN, Wireless, and online
gaming tech and tools, andreprendering, and pipeline tools and libraries.

EA Fusion was a business, product, and technology powerhouse that exploded in success within a year of its formatior
and grew exponentially.

EA Canada Guts Fusion Leadership, Destroying What They WantedFusion:

until its sixth year when p
n

l'itical forces replaced
encourage themtosedfe |l ect déand resig | e

0
0 to ave the company.
EA Canada believed Fusionds success was its products

Fusionbés success wabkduataTonytanm, FavedicCarhy, and me. LAnddosWasen Wall for his
championing the divisionbés creation.

Without its founders anymordcusi on col |l apsed under the foolish-beess o
executives. They had crushed Fusion, and subsequently lost their jobs as a result.

Had EA Canadaé6s marauding |l eaders they |l eft Fusion al
quickly. But we had super success, and they seized control and they had super failure.

It was ironic that EA Canadads executives att aiitheyd wl
acquired the Fusion division surreptitiously.

But without the knowhow and trust of the staff the group collapsed. The culture faded and the people disbanded into th
wind.

Fusion was no more.
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E239LEARNING AND LESSONSFROM FUSION

Local File:
ALibertyBooksVideo¥239 Three Reasons People Fail and the Road 1 &rning and Lessons from EA Fusion.mp4

Rumble Episode Link:
https://rumble.com/v55urf&239threereasongeoplefail-andtheroadto-85-learningandlessonsrom.htmi

YouTube Episode from @HellDifficulty Channel:
https://youtu.be/5zpo9QLLA

Description:
Learn the Three Reasons People Fail.

Hear about the Road to 85 headcount and the Road to 85 Metacritic (minimum).
Richard shares how important it is to remain relevant and curiargkills and knowledge.

He shares how people tend to leave problems when they should focus pursuing opportunities. Running from
problems often only delays or displaces them.

Sycophantsandlesseral ent peopl e hi de +anddescribe *&/E*dirtished athst gsél* o f
finished thetask.
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