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THE TECH ZONE  AND HELL DIFFICULTY  

More Adventures 

and  

The Video Game Industry 
COMPLETE BOOK-6 

  

By Richard Seaborne 

The Adventures of Rick Liberty, The Liberty Zone, The Hell Difficulty Saga, The Tech Zone, Tales and Lessons & 

Insights from the Video Game Industry, AI Demystified, and related stories, characters, content, books, podcasts, 

speech & narration, Videos, Human and AI Created + Edited Art and Images, AI Art Render Prompts + Editing + 

Modification, and Derivative Works are Copyright © 2021-2024 Richard Seaborne.   ALL RIGHTS RESERVED! 

 

ALL CONTENT SHOULD BE CONSIDERED FICTIONAL AND NON-POLITICAL  

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

representations or narratives.  Fictional variations of some real-world elements are used to enhance the stories. 

 

SENSITIVE CONTENT WARNING 

Content and Narratives Contain Materials and Concepts That May Be Offensive to Some People, Including - 

Christianity, The Bible, The Old Testament, and Traditional Conservative Values 

The Knights Templar Illuminati ï Both Original Good Knights Templar + Branched Masonic Evil Illuminati 

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 (AI) Generated Art, Music, and Spoken Voice, and 

My Real-World Experiences in Life from Childhood to Adult, including Work in the Video Game Industry 
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BOOK 6: THE TECH ZONE AND LIFE ADVENTURES  

 

 
 
 

LOCAL FILE: 

.\LibertyBooksVideos\E000 Rick000 Book06 Trailer Teaser Blast Splash Hell Difficulty Saga Adventures of Rick Liberty Tech Zone AI Demystified.mp4 

 
YouTube Playlist: 

https://www.youtube.com/playlist?list=PL3Ov-xrXhB_GlwcNOGJgS5TMb2U8jAM6H 

 
Rumble Playlist: 

https://rumble.com/playlists/M1oZhnxax-E 

 

Description: 

Tales from the Video Game Industry is a collection of stories and insights from my real-world adventures and 

experiences working in the Video Game Industry for over thirty years.  I tell stories and anecdotes.  I provide 

concrete examples, techniques, and methods 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 of the Video Game Industryôs brilliance, innovation, independence, and stardom.   

 

Lessons and Insights from the Video Game Industry is a collection of real-world stories, concepts, techniques, and 

methods I used while working in the Video Game Industry over thirty years. I explain detailed techniques, and 

methods to successfully operate and deliver software and video games in corporations that are dedicated to 

entertainment and creativity (and profit). 

 

AI Demystified explains Artificial Intelligence (A.I.) ï from its origin to its world-changing state today.  See how 

A.I. works ï sees the world ï and learns   and makes decisions. Understand how A.I. is trained and its óvaluesô 

shaped ï with and without human supervision. Witness A.I.ôs applications and real-world manifestations - and 

experience the cautionary tales of science fiction.   

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
https://rumble.com/playlists/M1oZhnxax-E
LibertyBooksVideos/E000%20Rick000%20Book06%20Trailer%20Teaser%20Blast%20Splash%20Hell%20Difficulty%20Saga%20Adventures%20of%20Rick%20Liberty%20Tech%20Zone%20AI%20Demystified.mp4
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E212 COCAINE FUNDED GAME STUDIO  

 

 

 

Local File: 
.\LibertyBooksVideos\E212 Cocaine Funded Game Studios and Video Game Developers, CoinOp Arcade Machines, and Smugglers.mp4 

 

Rumble Episode Link: 
https://rumble.com/v55untp-e212-cocaine-funded-game-studios-and-video-game-developers-coinop-arcade-ma.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 óDark Pathsô often lead to reward and success. 

 

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

environment literally one recyclable can at a timeé  

 

And ï hear how his environmental actions were his inspiration for Atari Tengenôs mascot and corresponding video 

game. 

 

And finally ï hear about lawsuits and litigation against Atari Games and Gawd:Seaborneé 

  

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
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Coin-ops, Cocaine, and Console Wars 

 

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

Backéwhen I worked as an employee for Atari Gamesô consumer division ï called Tengené 

 

Atari Games ï in Milpitas, in Northern California ï is where I met an engineer named Mark Phoenix.  I would maintain 

contact sporadically with Mark for decades afterwards.   

 

At one point ï Mark and I were good friends and allies ï when 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 together ï we went on pitch tours together ï to potential publishers. 

 

Mark was a loyal and smart guy.  And ï he was scrappy, resourcefuléand a little bit sly. 

 

Ultimately ï you knew that you could call on Mark, and heôd be there for you. 

 

While I was working at Atari ï Mark resigned, and took a job offer to join Electronic Arts (EA) in Redwood Shores, CA 

to work on their new pilot Coin-Operator Arcade game division.  I learned through Mark that EA planned to develop coin-

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

 

Although coin-op revenue was down, arcade games were virtual guarantees for home console versions selling huge 

numbers. Games without an arcade ñparent gameò sold fractions of the arcade associated games. 

 

EA never materially succeeded in their strategy of making coin-op games that might result in huge downstream home 

video game sales.  Despite hiring talented coin-op developers like Ed Logg and Mark Phoenix, EAôs coin-op effort was 

largely a failed fiasco. 

 

ñCocaine Smuggled Under Coin-Op Motherboards at EA: 

Of course, there were potentially other motivations for EA to get into coin-op development which certainly hastened its 

demise.  

 

Atari had partnered Bally-Midway in Chicago for coin-op 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 I received a panicked phone call from Mark.  He explained that he wanted to get a jumpstart on the latest and 

greatest coin-op hardware received late last night from Bally in Chicago.  He apparently noticed some tape and plastic 

under the coin-op motherboard when he opened it up to check out the cabinet guts and electronics. 

 

Markôs voice lowered as he whispered, ñCocaine.  Cocaine, man.  There was cocaine in a huge bag under the 

motherboard.  I am going crazy.  I do not know what to do.  They might kill me.ò 

 

It was surreal but given Atariôs propensity for drugs and my having an EA Executive Producer offer me drugs and 

prostitutes it did not surprise me Mark would find a big bag of cocaine at work under a coin-op motherboard.  Okay, that 

sounds nuts!  But reality is nuts sometimes (and often in mine!). 
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Contracts for Silence: 

Mark was worried sick.  Anyone ï may have seen him.  And what would that mean?  He was freaking out - and could not 

hide it.  Anyone around ï would easily see that Mark was spiraling out of control.   

 

But - After a few days of finding the white powder - of his nightmare - Mark contemplated going to the police or calling 

the FBI.  But - he thought in all cases - things might end badly for him. And so ï he spiraled, and stalled. 

 

After not finding any practical solution to finding a large amount of cocaine at work - Mark decided to mention his 

discovery to the VP managing his division.  Apparently - the VP was shocked, and assured Mark that he would investigate 

the matter immediately. 

 

Finally, the VP spoke with Mark about his findings...  He explained the Coin-Op idea was just not taking off, the way they 

had hoped.  But they really appreciated how great Markôs work ethic had been ï and how productive he proved himself to 

be.   

 

To keep such great people working with EA ï the VP said EA would like to offer Mark an opportunity to build a new 

company ï all around Mark as its founder and President ï in its own remote studioé outside EA. 

 

Mark immediately imagined - this could be a ñpayoffò bribe to keep his mouth shut about the cocaine ódiscoveryôé  Or ï 

it could be a totally, legitimate offer resulting from his great work and talent. 

 

Pragmatically ï Mark agreed to take the opportunity and embrace his self-imposed gagged ñsilenceò.  The money was 

amazing, and EA paid for all equipment, software, building lease, and fronted startup seed cash on top of generous 

advances against royalty to pay Mark and any staff he hired. 

 

As I recall his first game was either Knockout Kings or 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 under a coin-op arcade machine motherboard in EA.  

Crazy world how companies can get funded and started. 

 

Yea,  

 

¶ Mark may have compromised his integrity to make a lot of money under the company name(s) PhoenixSoft and 

Phoenix Games and more over the years.   

 

¶ Or ï perhaps he was just a lucky talented go-getter that was in the right place at the right time ï and he did a great 

job, and ï so he could capitalize and create new opportunities. 

 

I always respected Mark but when he sold out, I lost a little respect ï just in willing to look the other way for potential 

gains ï but otherwise I found many other ways to respect and appreciate Mark. 

 

I did and still consider Mark Phoenix a friend. 

 

Markôs ñDark Pathò Led to Success: 

Mark had attained substantial wealth and professional ñpowerò following his ñcocaine findò - that allegedly - ómayô have 

motivated - his cocaine smuggling corrupt executive management to fund a new video game development company 
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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 game title Knockout Kings. 

 

Mark did well ï as an engineer ï for himself.  His career progressed and he made good money ï as the saying goes. 

 

But he had not found huge success until he embraced being beneficiary of ópossibleô corruption and tainted money.   

 

Once Mark took the ñdealò [with the devil]é 

 

Once he made that deal, he had a long and very profitable career.  ébut Mark ï worked long and hard.  He never 

slouched - or rested on laurels.   

 

Mark may have been boosted by his óbenefactorô ï but he earned his success. 

 

Dark Paths Often Lead to Success: 

Over time - it became evident to me ï  

 

¶ that people that choose ñdark pathsò in life, more-often-than-not, attain more wealth, romantic relationships, and 

enjoy wide social & professional networks.  

 

¶ Conversely ï people that limit themselves - by holding true to high values and integrity - tend to struggle to 

achieve much at all.  They *can* earn more - than óthe averageô compensation ï but only, for extraordinary hard 

worké   

o Even with the reward from incredible effort - the reward pales in comparison to the ógolden spoonô, 

wealth, standing, and social life ógiftedô to the ódark pathô choosing ócompromisedô souls. 

 

In fact ï people that discard moral shackles - and go after their desires - seem to have more fun - and attain ómore in and 

out of lifeô than people that do not shed their honor and integrity... 

 

They shed their moral shackles ï and move forward ï just as a serpent loses its skin, and slithers onward. 

 

Evil - tends to - pays off, for people. 

 

Awesome Possum vs 3rd Grade School Teacher: 

Moving on to another tale ï while working at Atariésort of.  Well - I had recently left Atari Games - and was working for 

Mindscape, as an employee, on Chessmaster for Windows. 

 

WelléI got a phone call one night.   

 

It was nutsé 

 

Atari Games informed me that Time Warner, Atari Games, and Tengen were all named as targets for a lawsuit against 

them ï from a school teacher alleging my game Awesome Possum was inspired ï if not stolen ï from something he wrote 

himself. 

 

Well - I received a summons - to be deposed for a lawsuit against Time Warner stating they stole this third-grade 

schoolteacherôs idea of Awesome Possum.   
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Awesome Possum - was an idea that I had from my Speech and Debate class - AND it was inspired by my Grand Canyon 

can collection experience as a kid (more on these elsewhere). 

 

The idea that I stole MY IDEA was preposterous, and crazy to me.   

 

Thankfully, Time Warner was fed up with ñnuisanceò suits and said they wanted to fight it if I agreed to fight it with 

them.  Not being an employee, I would not be compensated for my time beyond some apparent fixed court deposition rate.  

The deposition pay was symbolic as it was ridiculously small. 

 

Awesome Possum Deposition ï Kicked by Lawyer:  

Months later after my and other team members depositions the Judge ñsummarily dismissedò the case as unfounded on all 

claims.   

 

But let me tell you the storyé 

 

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

Time Warner Interactive Atari Tengen.  Corporate chains are a mouthful to string togetheré 

 

During the deposition, the legal team was repeatedly frustrated with me because they said I apparently ñliked to talkò and 

was ñcompelled to explainò.  The attorneys commanded that I should only answer questions asked of me and say the 

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

 

It felt impossible to ñshut upò and suppress ñthe truthò.  It was not how I operated my entire life, and I was not about to 

compromise my integrity and compulsion to share and show the truth.  Especially during a deposition where incomplete 

information can be misconstrued! 

 

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

opposite.   

 

The consequence of my delving into explanations during the deposition were a series of kicks from the woman attorney 

sitting next to me ï a lot! 

 

Yep ï she kicked and nudged and glared and dropped her pen ï all to get my attention so she could remind me to ñshushò 

and ñSTFUò! 

 

I did not shut up or shush.  I 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 attitude 

that I was above the law and could do no wrong.  And thusly I 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 name was ï 

 

 Gawd:Seaborne 

 

Yes ï they presumed I called myself óGawdô but avoided the spelling of óGodô to evade corporate wrath. 

 

It was laughable how ignorant the lawyers were! 
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The central VAX mainframe computer that drove all things for Atari was housed in a huge 30ô x 30ô refrigerated room.  

Wall-to-wall and floor-to-ceiling were massive computers and racks and data storage cabinets and backup tape reels. 

 

The Atari VAX managed email.  It was called óGAWDô because it controlled everything about Atari and had all game and 

tool source code and documents and emails.  It was the heart of Atariôs operation. 

 

Everyone working within Atari under óGAWDô was an extension of óGAWDô and became óGAWD:UserNameô. 

 

And therefore ï I was óGAWD:SEABORNEô. 

 

Now that I óschooledô the opposing lawyers - in mainframe computers and email naming and routing ï they were 

embarrassed moved on from that topic. 

 

Funny ï The lawyers thought óthey had meô and instead óI had themô.  It made them look foolish and naµve, and willing to 

jump to silly conclusionsé that it eroded other arguments in the future. 

 

Awesome Possum vs 3rd Grade School Teacher ï I Win, Summarily Dismissed: 

Months later after my and other team members depositions the Judge ñsummarily dismissedò the case as unfounded on all 

claims.   

 

Apparently, my speech and debate history were key to Atariôs victory despite my mother and I being unable to find a copy 

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

 

Awesome Possumé was mine ï as it was always, rightfully. 
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E213 Console Wars and Being a Producer at Sega 

 

 

 
Local File: 

.\LibertyBooksVideos\E213 Console Wars, Being a Producer at Sega, and Slavery Indentured Servitude in Video Game Development.mp4 

 

Rumble Episode Link: 

https://rumble.com/v55unxq-e213-console-wars-being-a-producer-at-sega-slavery-indentured-servitude-in-.html 

 

YouTube Episode from @HellDifficulty Channel: 

https://youtu.be/6Rq85r9HR64 

 

Description:   
Hear tales of the early console wars for what video game platform would be óthe bestô for consumers and profit. 

 

Learn about the unethical leadership of early Sega of America as it was formed, and how they hired illegal Lithuanian 

óindentured servant slavesô to develop video games for the Sega Genesis. 

 

 

 

  

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
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Video Games were Hip, Cool, and Big Business: 

There was huge money now - in the video game industry - video games óhad arrived!ô 

 

Coin-op arcade games - had paved the way making electronic gaming - not only acceptable, but outright cool and fun.  It 

was ócoolô and ñhipò - to play video games. 

 

It is ironic - when I was playing games as a kid - they and I were uncool because of my playing games.  And when I first 

created games ï I was a geek or nerdénot positive, not flattering.    But nowé the same thingé is Cool and Hip.   

 

Oh well, I *made* the industry cool and hip.  I forged it into what it has become.  I wasé a Founder. 

 

HEH ï and - I *NOW* was working in one of the ñcoolest industriesò on the planet ï regardless of being uncool thené 

 

Newspapers and magazines referred to the video game industry as ñMini Hollywoodò or the ñNew Hollywoodò because 

of the increasing visibility and actor and movie tie-ins.   

 

Not to mention that video games were grossing as much money as all movies combined!  Games were big business!  And 

the industry was only in its infancyé 

 

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

 

The ñConsole Warsò Begin ï Games are Big Business: 

Letôs get back to the early years of home video consolesé a time when there were many consoles vying to rule them 

allé   

 

In the end, there could only be one [console]é or so the Console Titans of Nintendo and Sega (and later Sony) would 

argue, and fighté 

 

And fight they did, in the - 

 

The Console Wars 

 

Nintendo Entertainment System (NES) revolutionized the home video game market with its low-cost home console that 

delivered a good experience.  The NES was so popular it was sold in supermarkets, clothing stores, liquor shops, toy 

stores, and computer and electronics shops.  In other words ï there 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 gorillas 

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 miniaturized 

into a black & white handheld device.  Sega countered with the Sega Game Gear handheld device.  Atari Corp joined in 

with the Atari Lynx handheld device.  But Nintendo once again rose to the top and crushed the handheld market to 

become the sole big on-the-go gaming platform.   

 

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



Part of the Hell Difficulty Saga and The Liberty Zone 

  

TECH ZONE + HELL DIFFICULTY SAGA ï BOOK 6                       

MORE ADVENTURES + THE VIDEO GAME INDUSTRY                            

PART OF THE HELL DIFFICULTY SAGA  

 AUTHOR:  RICHARD SEABORNE  

P a g e| 12 of 605   

 

Much later in the console wars, Sony would introduce the Sony PlayStation Portable (PSP) which would raise the portable 

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 revolutionary that it was the true ñGenesisò of next generation gaming at 

home, and so they dubbed their new console in the U.S. the ñSega Genesisò.   

 

The Sega Genesis was a huge advancement in video game console capabilities and developer-friendly main 

microprocessor the Motorola 68000.  It had a parallel Z80 microprocessor which was typically used for audio playback.  It 

had a coprocessor to accelerate transforms, matrix operations, and non-integer math.  And, of course, it had a dedicated 

graphics processing unit (GPU) that supported numerous graphic modes and character ñtileò plus motion object ñspriteò 

art formats. 

 

The Genesis was to bring the full coin-op arcade game quality experiences to the living room. 

 

Well, it did not deliver the coin-op experience, but it did deliver a significant improvement over the ñcurrent generationò 

of gaming consoles like the Sega Masters System and Nintendo Entertainment System. However, Nintendo introduced the 

Super Nintendo Entertainment System (SNES) right as Sega introduced the Genesis. 

 

Comparing Apples to Apples ï the Super Nintendo was comparable to the Genesis in horsepower.  The key differences to 

me were ï 

1) the Nintendo had gimmicky graphic tricks, 

2) the Genesis was easier to program. 

3) both could deliver great gaming experiences. 

 

Bottom-line:   

The Sega Genesis was on par with the Super Nintendo with both having unique strengths but both also delivering 

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 laws 

as an unrestricted manufacturer, first-party publisher, and third-party licensor to develop games for its new video game 

console the Sega Genesis (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 manage 

their global operations and businesses. 

 

Sega of America 2-Week Job as Genesis Producer: 

As happened so oftené  I was between contractséand so needed to find work. 

 

I was unsure where my next contract was coming from, and I was told of an opportunity at newly formed Sega of 

America.  I had learned that Sega of America was hiring ï they had a ñproducerò position open. 

 

It turned outé Following the Sega Masters System ï as its predecessor ï Sega of America was formed to launch and 

make games for ñNext Generationò Sega Home Console ïcalled the Sega Genesis 
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The idea of being a producer piqued my interest and so I interviewed for the position. 

 

They offered me the job the next day, expressing their main reservation was that I 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 ñseniorò (as apparently his son was somewhere in the video game 

industry as ñjuniorò).  He was a large, thick headed, loud baffoon of a man.  His ignorance and zero self-awareness 

emboldened him to strut about as 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.  I told him they were weak or 

incapable developers with specific reasons with evidence or supporting examples.  But he seemed focused on ñsigning 

developersò instead of ñsigning good developersò.   

 

He was about numbers and quantity ï not about quality. 

 

I learned from another executive that they were all ñbonusedò according to hitting key performance indicators (KPIs) 

which included starting a specified number of game contracts within the initial console launch window. 

 

It made sense sadly ï the leadership wanted personal bonuses even if it hurt Segaôs chances of making good games and 

succeeding, and so they signed developers regardless of their ability to succeed. 

 

Once more I saw that self-serving evil pervaded everywhere. 

 

Lithuanian Illegal 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 we wanted ï 

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 and let 

me know that he was one of a dozen engineers and artists from Lithuania that were promised freedom and employment, 

but instead they are indentured servants working long hours with virtually no pay and only taken out once a week for a 

social event like a movie. 

 

I could not believe my ears.  This guy was telling me the company pitching was an illegal sweatshop for video game 

developers!?  I 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 describe my offense to the evil of enslaving people to make gamesé 

 

In hindsight, maybe I should have called Immigration to have them shutdown?  Or maybe I 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 know what has been. 
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And im E214 End Days at Sega 

 

 

 
Local File: 

.\LibertyBooksVideos\E214 End Days at Sega.mp4 

 

Rumble Episode Link: 

https://rumble.com/v55uo5p-e214-end-days-at-sega.html 

 

YouTube Episode from @HellDifficulty Channel: 

https://youtu.be/bBk3_mHa1vo 

 

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

 

Listen to the downfall of Segaé 

 

And ï listen to the rise of Sony Computer Entertainment of America (SCEA) and the PlayStation. 

 

Learn about the launch of Xbox ï and of its Billion Dollar óRed Ring of Deathôé 

 

  

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
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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.  I had met Mark Cearney here and there and can attest that he was what they call ï a ñroyal prickò or 

an ña-holeò.   

 

Politely speaking ï Mark Cearney was a jerk! 

 

Mark Cearney looked as he acted ï conceited choice of words, condescending tone and mannerisms, tight fitting ñyuppieò 

(young upwardly mobile professional individual) fashionable clothing, and extolling his grandeur and important people he 

knew at every possible opportunity (and even when there was no sensible opportunity ï he rudely declared how great he 

or his ideas were).   

 

Mark really was a yuppie ï 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 ï Scumbag Succeeds: 

As an aside - years later when I was Chief Technology Officer at Electronic Arts Canada, EAôs Worldwide CTO Scott 

Cronce asked me to join him at an EA CTO Worldwide Conference he was hosting. 

 

To my horror ï 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 pitch 

how Sony could help Electronic Arts port its games to PlayStation more effectively and attain higher performance (AKA 

faster games with more special effects). 

 

Mark pitched Sony would offer engineers to work side-by-side with EA developers to both code and show them how to 

maximize Sony hardware capabilities.  He promised exclusive access to low-level hardware interfaces.  He offered to 

have Sony engineers optimize games independent of EA engineers so as not to impact their work or schedules.  And then 

they offered reduced manufacturing costs and cash incentives. 

 

Mark offered everything that EA could want ï engineers, 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 devil ï heh, I mean Mark Cearney.  It made sense.  They should have 

made the dealé for business reasons. 

 

But it was a clever Mephistophelean deal that made sure EA games were on Sonyôs console.    And EA could learn all of 

EAôs internal software tricks - and they would learn what tools EA made, licensed, and otherwise used.   

 

And Once EA made a game on a platform, they would reliably publish sequels on them ongoing.  Markôs getting a game 

on a Sony platform assured EA would publish on all future Sony consoles as well.   

 

Reluctantly I must admit that Mark Cearney cleverly manipulated EA into investing in making all of their games on Sony 

platforms for far less money than they would have had to pay to directly entice EA to make the games without Sonyôs 

involvement. 
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But I did not like Mark Cearney and while I had to agree with the decision it felt wrong to empower his return to Sony of 

Europe as a success - locking Electronic Arts into making a series of PlayStation games for development support, 

discounted manufacturing fees, and a token cash incentive. 

 

No matter how much of a scumbag someone is ï they seem to succeed and flourish. 

 

Sad.  Wrong.  Reality. 

 

Sega Leadership was Bad: 

Segaôs worry that I was overqualified - turned out not to be the thing they should have worried about.  They should have 

worried about my integrity. 

 

Sega of America leadership was bad ï 

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 

incompetently play ñpublisherò while collecting big paychecks. 

 

Resigned from Sega: 

I was so disillusioned with Sega and the inner workings of a so-called world-class video game console manufacturer. 

 

The head of development came to me and told me I needed to be on a flight to Georgia the next morningé to a developer.  

It was important. 

 

Well, I was okay with dropping everything and getting on a plane.  It was presumably my new job as a producer. 

 

ñOkay, how do I arrange flights and travel details?ò, I asked. 

 

Easy enough ï work with the admin and she will let me know what must be done to book tickets and get reimbursed for 

expenses, etc. 

 

I learned that I had to travel ñeconomyò coach across the country.   

 

Did they not know who I was?  I was not a lowly producer.  I was a proven video game developer with a great resume and 

history.  And ï being disillusioned with the nasty executiveséI was not pleased. 

 

And besides ï it was ME! 

 

What did I expect?  First Class for any flight over two hours.  I would learn that my expectations were ñinflatedò.   

 

But that was how I felt then ï entitled! 

 

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

 

I declared, ñI quit!ò   
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In some ways their original concern that I was overqualified may be the root of my resignation after all.  Because of my 

success and expertise, I 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 I resigned. 

 

It is remarkable that company leaders are often just as morally corrupt as laborers on the assembly line.  It does not matter 

how high and mighty or how well paid someone is ï they can be corrupt and evil like anyone else.  Ken Balthasar and 

Mark Cearney proved 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 of 

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 capabilities.  

The PlayStation was genuinely 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. 

 

As an aside ï Sonyôs game divisions were extremely important to Sonyôs global operations. Its game divisions eventually 

became Sonyôs only profitable division and left Sony Pictures and other divisions groveling at their feet to make game 

versions of their movies.   

 

ñConsole Warsò ï Sega K.O.: 

The three video game console superpowers waged the ñconsole warsò for decades.   

 

Sega, Nintendo, and Sony were the centerpieces of the console wars.  There were many other smaller gaming consoles in 

the industry.  There were numerous ñalternativeò flavors of gaming consoles and handheld devices, but none took off or 

gained much notoriety.  

 

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 Segaôs assets and publish personal computer versions of its legacy 

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.)! 

 

ñConsole Warsò ï Rise of Xbox: 

As the three superpowers seemed to have become two superpowers, a third superpower was rising ï Microsoft Xbox.   
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Microsoft was determined to put a cool and hip ñfaceò on its corporate ñevil empireò image.  It would take stupid money 

over decades, but Microsoft would not only compete with the video game console superpowers but become the NUMBER 

ONE video game console for many years. 

 

Sony and Microsoft Xbox vied for mark supremacy since the beginning and their war rages on to this day.  They have and 

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 more 

games, bigger budgets and teams, and therefore better games. 

 

Everyone winsé in the console wars. 

 

Shaky Start for Xbox ï 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 

dollar recall over a critical hardware failure known as the ñred ring of deathò.   

 

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!  The Xbox console was created to engender goodwill and love of Microsoft, and 

specifically to overshadow its ñevil empireò corporate enterprise image.  And now it was doing the opposite ï Xbox was 

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 ï shipping covered too.  

 

It was an insane amount of money, but it was consistent with Microsoftôs approach for Xbox ï spend and lose money as a 

marketing campaign for Microsoft corporate goodwill. 

 

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 signed long-term exclusive 

deals with game makers.  

 

Video Games Triumphed ï Foundation Paved by Underdogs, Grown by Mega Money: 

It is remarkable ï to look back and see how much of the video game industry - had its foundation formed and paved - by 

scrappy underdogs - but grown huge by mega corporate money and investors.  

 

I am glad I was an early ï Founder ï when the industry was more órealô. 
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E215 MINDSCAPE FAILED STRATEGIES, CHESSMASTER, MOVIES, LAYOFFS, FIREARMS  

 

 

 

Local File: 
.\LibertyBooksVideos\E215 Mindscape Failed Strategies, Chessmaster, Movies, Layoffs, and Firearms.mp4 

 

Rumble Episode Link: 

https://rumble.com/v55uo9p-e215-mindscape-failed-strategies-chessmaster-movies-layoffs-and-firearms.html 

 

YouTube Episode from @HellDifficulty Channel: 

https://youtu.be/LjYvWO6fecM 

 

Description:   

Hear about the downfall of computer game maker Accolade, following non-game executives taking over. 

 

Learn how unqualified people steal jobs from qualified people. 

 

Listen to the tale of Mindscape and Chessmaster. 

 

Situation Ethics are front and center ï showcasing how people are mere ótoolsô to some people. 

 

See how Mindscapeôs ólow integrityô spineless layoff technique backfired with fear and danger. 

 

  

LibertyBooksVideos/E215%20Mindscape%20Failed%20Strategies,%20Chessmaster,%20Movies,%20Layoffs,%20and%20Firearms.mp4
https://rumble.com/v55uo9p-e215-mindscape-failed-strategies-chessmaster-movies-layoffs-and-firearms.html
https://youtu.be/LjYvWO6fecM
https://rumble.com/v55uo9p-e215-mindscape-failed-strategies-chessmaster-movies-layoffs-and-firearms.html
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Accolade Under New Management ï Kraft, Good Year, and Time Magazine Execs: 

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

 

Accoladeôs major claims to fame was its Test Drive series and acquisition of Infocom which made classic text adventures 

ñback in the dayò [for that era ï so way, way long ago]. 

 

At one point I did a ñsoft interviewò at Accolade to learn more about their executive management.  I was horrified to learn 

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 hire 

a new executive leadership team to improve the company.  They dumped the game veteran leadership, and hired óproperô 

corporate leaders. 

 

Accolade replaced its marketing head with an executive from Time Magazine because he was an expert in advertising and 

demographic & psychographic targeting.  They appointed a Good Year executive to oversee development because he was 

a production line guru.  And they hired a Kraft executive to run the company. 

 

There you had it ï Accolade leadership had zero creativity, zero software engineering, zero game design, and zero cross-

discipline development experience. 

 

They treated Accolade like a commodities business with no consideration of ñfunò or ñimmersionòé or innovation. 

 

Accolade treated its developers like Atari Corp (not Atari Games, but its splintered sister company).  Atari Corpôs 

president Jack Tramiel labeled game developers as no more than ñtowel designersò and they were replaceable and a ñdime 

a dozenò.   

 

Developers quit Atari Corp in droves over that ñtowel designerò label.  Accolade would suffer a slow death as its 

developers abandoned themé in a similar way. 

 

Atari Games and Interplay and many game companies I have worked at celebrated creativity and fun and ñthe 

experienceò.  They extolled engineers that could lead and unite artists, sound designers, musicians, level and designers, 

interface architects, and 2D & 3D artists and animators.   

 

Accolade HAD the culture of video game development before they hired their ñefficiencyò executive team. 

 

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

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: 

Accolade taught some unfortunate lessonsé 

 

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 ñin over their headsò is not their inevitable failure or harm to the company or group 

they joined, but rather the worst thing is taking the opportunity from someone else that could do the job successfully. 
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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. 

 

Bottom-line - 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 given a job ï that resulted in the destruction of many jobs 

and opportunities for othersé not to mention taking the jobs they filled themselveséfrom a qualified people. 

 

Saving ChessMaster and Mindscapeôs Fall: 

Letôs talk briefly about some stories when I worked for Mindscape, based in Novato, California. 

 

From being an employee at Atari Gamesé I joined Mindscape as a senior software engineer to revive the flailing and 

dying Chessmaster franchise.  My job offer was explicit ï make Chessmaster profitable and be promoted to run the 

division as its Director of Software Development - overseeing the Intelligent Games division - or fail to make it 

profitableé and be fired.  It was that simpleé 

 

I embraced challenges my entire life.  This was no different.  I took the challenge ï because I believed in myself.  And ï I 

succeeded.   

 

Though there are many details hereéthe outcome was - Chessmaster was ósavedô and a new version was made.  And ï 

great business success; Chessmaster earned $1 Million per personéPROFIT!  And - rebooted the Chessmaster franchise, 

such that many more sequels could be made over the next decades. 

 

Stories of Mindscapeôs Fall: 

Stories while at Mindscapeé 

 

At Mindscape I 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 ñnewò Internet. 

 

Well, we three made a Local Area Network (LAN) SDK and API so other games could use the tech once we proved it out 

and refined it.  After a few months we had a LAN Chessmaster working well; a turn-based 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 peopleôs homes as if we were a web browser and bypass a lot of simple firewalls.  Once we had Chessmaster 

brokering games and playing 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 communication 

technique on the Internet that might not successfully deliver all the data it sent; itôs unreliable but much faster because it 

does not have a lot of checks and handshakes.  We made a thin ñreliableò layer on top of the unreliable UDP to make a 

fast version of Internet TCP.   

 

Once we had Chessmaster Online I wanted to have an awesome demo for Shows and Events.  I managed to take an 

electronic chess board that had a serial and a parallel hardware interface to computers and make it talk to Chessmaster 

Online.  The result was people could play on a real Chess board moving real wooden pieces and the computer mirrored 

everything they did so it always matched the physical board. 
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The computer would show on its screen what the AI move was and blinked LEDs on the Chess board showing where the 

person should move the AIôs chess piece on the physical board.  It was awesome ï human, physical chess game, and AI 

played seamlessly over the networkéand later over the Internet! 

 

People did not know if they were playing against an AI or a human when they played online.  One game early on 

surprised us ï someone had Chessmaster Online using a Physical Tasc Smart Chessboard in Tehran, Iran and was playing 

against us in Novato, CA USA.  Amazing in general!  And INCREDIBLY AMAZING back then! 

 

During my time at Mindscape - I worked on many versions of Chessmaster including Chessmaster 5000, 5500, 6000, 

Online, and Live.  I forged partnerships with International Grandmaster Josh Waitzkin for expertise and tutorials, the San 

Francisco Chess Academy for grandmaster AI modeling, TASC for the Smart Chessboard, Johan De Koenig for the 

worldôs most advanced Chess AI and database of 450,000 annotated historical games, puzzles, tips, the United States 

Chess Federation for rated games, and more. 

 

The two engineers and I delivered a Network middleware that would be used in all Mindscape games and Pearson Limited 

(a UK-based education and distance learning company that would later purchase Mindscape).  I worked on several smaller 

games and demos at Mindscape but none of those work too important to me.   

 

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

parts to juggle. 

 

Like I said ï 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 success and everyone at 

Mindscape thought I walked on water.  I was given the promised promotion.  I was now ï Director 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 back 

into the Intelligent Games division to justify his continued employment.  He micromanaged me which was unacceptable 

to me.   

 

I went to the executive vice president to make my case.  She agreed that I was justified in my view, but she was not going 

to support a Director over a Vice President she has known for many years.  Bottom-line:  you may be right, but it does not 

matter to me.  The Executive Vice President did not careé and so ï I did not care, anymoreé 

 

Well, I resigned and formed Karma Entertainment which immediate got a contract from Mindscape (the company I just 

quit from) and Atari Games to make Personal Computer Windows DirectX and 3DFX/OpenGL versions of San Francisco 

Rush and The Rock. 

 

Intelligent Games (Chessmaster) Only Profitable Division: 

Letôs continue with more tales of Mindscapeé before I resigned. 

 

Mindscape was not successful throughout all its divisions.  In fact, Intelligent Games (the division I resurrected) was the 

only profitable group within Mindscape.  And it was EXTREMELY PROFITABLE. 

 

Intelligent Games was the envy of everyone in Mindscape. People were veryé JEALOUS. 

 

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. 

 



Part of the Hell Difficulty Saga and The Liberty Zone 

  

TECH ZONE + HELL DIFFICULTY SAGA ï BOOK 6                       

MORE ADVENTURES + THE VIDEO GAME INDUSTRY                            

PART OF THE HELL DIFFICULTY SAGA  

 AUTHOR:  RICHARD SEABORNE  

P a g e| 23 of 605   

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 were self-sufficient, which meant only Intelligent Games 

would survive the merger.  éas it was the only profitable division. 

 

The Mandated ñMovieò Layoff and Firearms: 

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 ñon the companyò as a bonding experience and reward for hard work and success. 

 

ñMovie Dayò had come for Mindscape! 

 

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

was next door kitty-corner from Mindscape and a gas station). 

 

A few stragglers that wanted to remain behind and skip the movie were directed to ñgo to the movieò.  It was confusing to 

them, but they were literally escorted out by security to ñensure they did not miss the movie start.ò 

 

It was fishy, at best. 

 

The ñMovieò 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 peopleôs jobs end that day. 

 

When people returned to the Mindscape - security guards directed each person to swipe their badge on the electronic key 

plate ï 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 like cattle ï walking up to the door, and in front 

of everyone ï went in with a job, or left without one. 

 

Evil Includes ñSituational Ethicsò Low/No Integrity: 

It seemed to me Mindscape adopted ñsituational ethicsò so it could treat people like tools that were no longer needed and 

could be tossed outside in the ñmovie day layoffò.  It showcased how harsh world can be ï and how it can be devoid of 

compassion and care. 

 

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

 

My definition of ñevilò expanded that day to include ñsituational ethicsò low or no integrity behavior. 
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The ñMovieò Firearms: 

I was not alone in feeling Mindscape was not showing any value for its employees.  Its ñmovie day layoffò wounded the 

staffôs morale and they were not happy. 

 

The day following ñmovie dayò the lunchroom tables were found covered with newspapers with every newspaper opened 

to advertisements for firearms ï rifles, shotguns, and pistols for hunting, sport, protection.   

 

The local police were called but they said it could be coincidence that each newspaper happened to show a ñgun adò on 

their exposed pages.  Of course, they admitted it could be a threat to the company and its management that staff fury is 

boiling up to weapon thoughts. 

 

Nothing ever came of the firearm newspapers strewn about the lunchroom.  It was merelyé alarming. 

 

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

I observed people are quick to complain and rant but are terribly slow if not unlikely to take any real action.   

 

People love to ñsaber rattleò but are ñSlow to Wield the Saberò.  What a waste of time and thought in my opinion. 

 

People on masse are ñsheepleò ï people who follow direction and though 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 technology 

across the company, and starting a new franchise ï Pokermaster - Mindscape was in a transition. 

 

With Pearson Limitedôs acquisition of Mindscape and shifted its corporate product line to Distance Learning in lieu of 

games, I 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 commitments 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 and 

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 me ï to work on a Tom Clancy demo and finish an online proof-of-concept mass 

player game called Net War.  I finished the contracts so quickly - that Mindscape ran out of ñfillerò contracts to keep me 

around.  I wrote installers for applications and other boring ñbusinessò thingsé to make money, and maintain the working 

relationship. 

 

I had been contracting under my name directly - with Mindscape - but decided that it was time I expand my search outside 

Mindscape for game contracts ï and get away from this ñjobò work.  
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Yea, I had been spoiled with working on things I loved ï games!  I had somehow fallen into ñworkò doing non-game 

things.  It sucked.   

 

I could not fathom how people could live their lives doing a job they did not likeé and yet ï such is the fate and 

circumstance for what appears to be ï the majority of people. 
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E216 Karma Entertainment, Rush, Panzer General, Tom Clancy Video Games 

 

 

 
Local File: 

.\LibertyBooksVideos\E216 Life and Death of Karma Entertainment and San Francisco Rush, Panzer General, and Tom Clancy.mp4 

 

Rumble Episode Link: 

https://rumble.com/v55uo99-e216-life-and-death-of-karma-entertainment-and-san-francisco-rush-panzer-ge.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 Karmaôs first games and how they used 3DFX Voodoo & Banshee and Direct3D 3D Rendering technologies, and 

how software was able to reliably fry and destroy 3D video cards. 

 

Learn why its critically important to óMaster Your Boat Controlsô before setting course, much less start a project or task. 

 

See how Panzer General 3D struggled and failed. 

 

 

  

LibertyBooksVideos/E216%20Life%20and%20Death%20of%20Karma%20Entertainment%20and%20San%20Francisco%20Rush,%20Panzer%20General,%20and%20Tom%20Clancy.mp4
https://rumble.com/v55uo99-e216-life-and-death-of-karma-entertainment-and-san-francisco-rush-panzer-ge.html
https://youtu.be/SmOtiGsPHQo
https://rumble.com/v55uo99-e216-life-and-death-of-karma-entertainment-and-san-francisco-rush-panzer-ge.html
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Forming Karma Entertainment to Engage New Era Development - Publishing: 

To maximize my chances of securing a contractéI had to prepare pitch materials. 

 

If I was going to pitch developing games to a publisher (once more), I felt it was necessary to be more than an individual 

contractor.  Contracting was still viable in the Video Game industryé but it now required a team, just to compete. 

 

And so ï I concluded - I had to formally found a company - and no longer be an individual, with a few subcontractors 

(like I had always done, throughout my freelance career). 

 

I formed Karma Entertainment - as legal fictious business name (FBN) - and obtained a federal employer identification 

number (EIN).   

 

No Value in Incorporating: 

I investigated incorporation as well - but learned that without more than three officers and additional staff - it is legally no 

more than what is known as ñalter egoò company - whose precedent is weaké   

 

It is easy to legally remove legal protections afforded to companies by Incorporation or Limited Liability Corporations 

(LLCs).  Aggressive lawyers simply file an óAlter Egoô petition ï to revert all cases back to the individual founder(s).   

 

Invariably ï plaintiff lawyers succeeded - at establishing ï that tiny companies with few people heading it ï are typically 

formed ï solely to avoid accountability by a few corrupt people, not about affording a large company protection from 

distributed decision-making leadership.  

 

And so ï becoming a formal corporation offered red tape, bureaucracyébut without benefits. 

 

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

 

Obviously - I abandoned any idea of incorporating given the expense, operating overhead - and liabilities, and getting no 

protection from it. 

 

Karma Entertainmentôs First Big Gig ï San Francisco Rush: The Rock: 

And again - Looking for another opportunityé but this time for Karma Entertainment. 

 

Steve Calfee and Bill Hindorff ï Vice President and Director, respectively - from 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 consumer Nintendo 64 versions ï made to run on PCôs running Windows supporting two major 3D 

interfaces ï 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 Raven, 

and all sorts of cool sounding names.   

 

Other 3D video card manufacturers deferred to Microsoftôs Direct3D Application Programming Interface (API) to support 

ñgenericò 3D game development, something Microsoft was pushing in the era to elevate Windows into a relevant gaming 

platform.   
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Microsoft ultimately succeeded so well with Direct3D that no other 3D API exists in a meaningful way on PCs for game 

development.  Some people will argue OpenGL is the standard but therein is an engineerôs debate much like ñtabs vs. 

spacesò (look that up on the web - itôs a programmer ñreligious divisive hot buttonò. 

 

Working with 3DFX and Direct3D Chipset Manufacturers: 

SF Rush had performance issues on some computers and some 3DFX video cards.  I worked directly with manufacturers 

like S3 on their ñSavage 3Dò chipset.  I met and worked with the 3DFX engineers to optimize the Raven 3DFX chipset 

over the Voodoo 3DFX chipset. 

 

I hired a Direct3D expert to code the Windows API while I dealt with 3DFX.  When 3DFX was making progress, I would 

switch over to help with the Windows Direct3D version. 

 

No matter what I 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, I found the Raven 3DFX to be great in concept but failed in execution. 

 

Fried Video Cards ï Melted GPU ñChip Gatesò: 

I eventually had an Epiphone ï I could bypass the ñwriteò verification step to the Graphics Processing Unit (GPU) First-

In-First-Out (FIFO) register.  That would let me ñpush more dataò into the GPU than waiting for the GPU to acknowledge 

the ñwriteò.  That would make the Raven óslow cardô competitive. 

 

Experimentation proved it worked well ï the game achieved a solid 30 Frames Per Second.  I 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 do not notice the difference. 

 

However, my brilliant idea - resulted in curious problems - during the final testing stages of SF Rush: The Rock. 

 

The Test Manager asked me, ñDo you have any idea why SF Rush fried video cards?ò 

 

What an odd question!  ñOf course, there is no reason for that,ò I insisted. 

 

But the Test Manager pointed to a garbage can full of several dozen video cards ï all were dead and fried.  Something 

made them stop working, and every case occurred when SF Rush was running. 

 

It made no sense, but I finally found the culprit ï my ñspeed upò solution bypassing the ñwriteò register acknowledgment 

result in some video cards running so fast (called overclocking) that they melted the ñgatesò inside the chip because they 

switched on / off too fast. 

 

I 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 - I 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.  I wanted 

immense detail before engaging outside a known, ñsafe spaceò.   

 

I coined the idea ñMastering Boat Controlsò ï  

Before using anything:   
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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 come 

up without needing to figure out how things work in the heat of an emergency. 

 

I coined the phrase ñBoat Controlsò because I formalized the name when renting an outboard powerboat that I had to 

captain out of a marina around a massive vehicle transport ferry and through reefs and rocky and wavy ocean waters.  If 

something happened, I needed to know how to mitigate it. 

 

Panzer General 3D PlayStation: 

Back to Karma Entertainmenté 

 

I had to find another contracté  And this time ï I had to find more work (againé). 

 

As SF Rush was wrapping up ï Mindscape and Strategic Simulations Incorporated (SSI) were acquired by a United 

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 models 

and animations. 

 

The PlayStation was the first video game console to have full native 3D accelerated hardware - other than Super 

Nintendoôs Mode 7 which was a matrix transformed 2D bitmap (not 3D at all).   

 

Previously ï  

 

¶ I wrote SNES Mode 7 features in games before so had intimate knowledge of it. 

 

¶ I also wrote Dick Vitale Awesome Baby Basketball for the Sega Genesis which had to emulate the SNES Mode 7 

capabilities.  That was insanely hard to do on the Genesis - and garnered lots of press being shocked how a Sega 

Genesis could deliver 3D scaled rotating graphics where no other game ever had.  Well, I could do it because I 

was a genius. 

 

Bit Off More Than Could Chew: 

On San Francisco Rush, for Atari Gamesé 

 

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

General 3D contract. 

 

To scale, I hired a PlayStation and 3D experienced programmer named Franz to work on it in parallel to my finishing SF 

Rush. 

 

This guy Franz sucked!  He was secretive whenever I came around to his home where he worked; we all worked remotely 

in our homes as a virtual company with sync calls and meetings.  
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Franz failed to deliver a single milestone. He made no billable progress.   

 

I ended up working 110-hour work weeks for nearly six weeks.  It was killing me!  éjust to compensate for his failure. 

 

óBye Byeô Panzer General 3D for PlayStation: 

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

 

I told SSI that I was sorry, but their expectations could not be achieved with the engineer I had hired and unless they were 

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 it 

through and get published.  Panzer 3D was not going smoothly.   

 

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

 

Hurt Trusting Others - Again: 

It was a tragic reminder ï once again ï that whenever I truly relied on, and trusted, people on critically important thingsé 

they would hurt me.  Panzer suffered because I trusted the ó3D Engineerô to do the work promised and committed to in 

contract; however, he withdrew and became secretive, apparently using illicit drugsé   

 

And for what and why?  None of it matteredé  People that óinterviewô and ópresentô wellé can still be nasty, 

untrustworthy, losersé  and ï they may betray you, or at least let you down. 
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E217 Burned Out at the End of Karma_Daddy ATM 

 

 

 
Local File: 

.\LibertyBooksVideos\E217 Burned Out at the End of Karma_Daddy ATM.mp4 

 

Rumble Episode Link: 

https://rumble.com/v55uokj-e217-burned-out-at-the-end-of-karma-daddy-atm.html 

 

YouTube Episode from @HellDifficulty Channel: 

https://youtu.be/e-hqf_apjaM 

 

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

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 life and find worké 

 

éall the while ï Richard felt he had become ñDaddy ATMò with his primary purpose being to dispense cash on demand. 

 

  

LibertyBooksVideos/E217%20Burned%20Out%20at%20the%20End%20of%20Karma_Daddy%20ATM.mp4
https://rumble.com/v55uokj-e217-burned-out-at-the-end-of-karma-daddy-atm.html
https://youtu.be/e-hqf_apjaM
https://rumble.com/v55uokj-e217-burned-out-at-the-end-of-karma-daddy-atm.html
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Burned Out and Return to Employee (not Contractor) ï End of Karma: 

Moving forwardé 

 

I had finished my contracts with Atari and ended my contract with Pearson/Mindscape/Strategic Simulations 

Incorporated. I was so burned out from the crazy hours finishing Atariôs San Francisco Rush: The Rock and bailing out 

Panzer General 3D that I 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 their 

income and livelihood.  Without seeing a clear path to an immediate ñnext contractò these people would not earn money.  

I could not let them happen. 

 

I 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 contract before my credit cards were maxôed out. 

 

There was only one choice practically speaking ï kill Karma Entertainment and inform everyone they need to find new 

work. 

 

I ended Karma Entertainment but had over a hundred thousand dollars in revolving unsecured debt to show for my insane 

effort and work. 

 

ñKarmaò was Bullshit.  I wanted to believe in it.  I really did.  But how could all my hard work result in being burned out 

and buried in debt!? 

 

Owning a Company is Hard: 

Owning a company often means - scraping 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 ñproductò.   

 

And - did I mention relationships and networking?  I never liked ï and was not good at ï networkingé  but it had to be 

done, it was part of my contractor lifestyle ï part of my ójobô.   

 

I *chose* my path, and destinyéso ï I had to improve at everything, even ónetworkingô. 

 

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 business owner - until they did it themselves (if they ever 

dared to take the leap, and plunge in freelancing)é even just for a few years.   

 

If they did freelance ï they usually learned and became understanding of the many stages and cycles of business and 

video game development.   

 

Otherwise ï they complained ignorantly ï as if they knew betteré  like Accolade óbadô leadershipé 

 

Ex-Wife Cash Drain: 

All the while being challenged to make Karma Entertainment successfulédespite its numerous challengesé 

 

My ex-wife seemed to be under the impression that I was rolling in cash - because I ñowned my own companyò.   
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It was remarkable how ignorant people are about ñowning a companyò.  She just assumed I went to work - and earned a 

lot of money - as if every dollar I was paid was ñmineò ï and thusly, a sizable percentage should be handed over to heré 

 

Well - Every dollar I 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 childrenéall depending on my for their liveilhoods.  And my ex-wife was 

demanding more money to pay her ï despite my already paying TWICE what the courts expected me to payé  She 

wanted additional money paid as incremental spousal support.   

 

I paid excessively more in child support - and in spousal support - than California or local laws required.  I believed that 

my children deserved everything that I could do for them despite my soiled relationship with their mother.  But all I paid - 

never seemed to find its way to my children. 

 

Never would I knowé where the money went.  I imagined all sorts of horrible things, but I never knew what my ex did 

with all the money I gave her. 

 

I *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 really spent on the children, it was supposed to be foré  But no ï blackholes cannot be 

probedéyou might learn things you do not want to knowé  Yea ï righté 

 

My Special Purpose ï Give Money as Daddy ATM: 

In resentment - I eventually called myself ñDaddy ATMò since that seemed to be my special purpose ï give money. 

 

Unemployed for First Time: 

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

 

I 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 I began my career making games, I was at risk for not having work!  Not a job.  Not a contract.  

Nothing. 

 

Cirrus Logic Interim Contract:  

To make interim cash I managed to get a few ñbusinessò enterprise company contracts like one with Cirrus Logic. 

 

Cirrus Logic had Memory Cards (like predecessors to USB Flash Drives) that were faster than most others on the market.  

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 cards into the computerôs interface port.  When the performance 

hit a high enough speed, the demo would issue sirens and send a police car to pull over the memory card that was 

ñscreaming too fastò. 

 

It was a silly but fun demo, and it paid me some money to help get through my downtime between game contracts. 
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E218 ITôS A GOLDEN GATE LIFE 

 

 

 

Local File: 
.\LibertyBooksVideos\E218 It's a Golden Gate Life Motorcycle Crash in San Francisco California.mp4 

 

Rumble Episode Link: 

https://rumble.com/v55uomk-e219-diagnosed-to-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 scene promptly ï shutting down the 

Golden Gate Bridge entirely. 

 

Hear the tale of Richardôs tragic accident on Christmas Eveé 

 

  

LibertyBooksVideos/E218%20It's%20a%20Golden%20Gate%20Life%20Motorcycle%20Crash%20in%20San%20Francisco%20California.mp4
https://rumble.com/v55uomk-e219-diagnosed-to-die-from-swelling-brain.html
https://youtu.be/79kloKibUIk
https://rumble.com/v55uomk-e219-diagnosed-to-die-from-swelling-brain.html
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Golden Gate and Major Accident 

 

Motorcycle Accident on Golden Gate: 

Letôs flash back a bité 

 

When I was working for Mindscape ï as Director of Software Development, overseeing Intelligent Gamesé on games 

like Chessmasteré and when my divorce was closingé 

 

I was living alone in my 3,000 square foot house in Petaluma, CA.  My office was downstairs and bedroom upstairs.  That 

is important - because I had an accident ï a big accident. 

 

What accident?  Wellé 

 

I was driving to the Bay Area from Petaluma, passing through the ñRainbow Tunnelò (named that because of an arc of 

rainbow colors painted around its entrances, when I saw the cars around the turn just outside the tunnel exit were all 

slowing.  Their brake lights were intermittently red.   

 

I was driving maybe 45 Miles Per Hour (MPH) in a 55 MPH zone.  I slowed quickly to 35 MPH in preparation for what 

might be on the other side of the tunnelôs curve. 

 

As I rounded the turn, I could see the slowing cars were coming to a stop as they could be seen across the Golden Gate 

bridge and beyond. 

 

I had a choice ï  

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.  I decided to brake and slow down. 

 

The car behind me was not going to stop in time ï he was going to hit me.  The cars ahead on either side that I might 

swerve between were fishtailing with brakes locked in a turn. 

 

I was in trouble! 

 

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

The front of my Harley-clone look-alike 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 knocked 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. 

 

I was wearing Kevlar laced leather jacket and gloves, steel toe boots, and full-face helmet.  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 I would have lost my toes if not foot were it not for 

those boots.  They 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 over 

the ground, my visor, my face, and my jacket.  
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My left leg hurt and burned insanely as did my upper right arm and right hand.  I had fractured my arm and leg.  My hand 

was severely sprained but not broken ï also a miracle the doctors declared. 

 

Good or Bad Insurance?: 

The paramedics when they cut off my jacket joked, ñIt must have been a nice jacket you had but jaws of life are nicer.  

Sorry for cutting up your jacket.  Your life may depend on it.ò 

 

They cut my jacket off.  They cut most of my clothes off.  They inserted me into a head and body-locking stretcher.  They 

had no idea if I had internal or head injuries. 

 

The lead paramedic leaned over to me as my blood flowed everywhere, ñHey buddy, do you have insurance?  What kind 

is it?  HMO?  PPO?  What?ò 

 

I could barely think straight.  I muttered, ñPPOò. 

 

ñAwesome!ò, he exclaimed.  ñGood Insurance! We are going to Marin!  We can skip SF General.ò 

 

Apparently, San Francisco General is had an awful reputation as a low quality ñmeatò treatment facility.  Whereas Marin 

Hospital was considered the high-quality well-to-do treatment center. 

 

Good thing I was going to Marin. 

 

Hospital Admission and Triage ï Doctors Loonie, Payne, and Bones: 

There is no way I could have imagined the insanity of my admission to Marinôs hospital.   

 

First, I was greeted by a hospital psychiatrist who asked if I 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 I had been abused by a faulty windshield faring and brakes could be faulty, and 

the tunnel signage should be better, and more he could identify if given the chanceé  I had a lot of money coming my 

way!  I just had to let him represent me.  I had integrity and was not going to employ an ñambulance chasing attorneyò.  

Amazing ï the stereotypes were real with accident chasing lawyers. 

 

As an aside ï it was probably a mistake not to pursue the legal claims, but thatôs another story for the futureé 

 

Third, three doctors visited me ï Doctors Loonie, Payne, and Bones.  Crazy, their names were Loonie, Payne, and Bones!  

Only in my life could I 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 upper-right 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 Loonieôs idea of breaking my arm further and cutting it open to bolt a metal plate inside it 

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 I had internal injuries, but I was in too much pain to endure MORE 

SUFFERING.  I said, ñNo. I donôt want anything.ò 
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The doctors left accepting my decision.  However, a parade of nurses and medical assistants flowed through asking me 

why I would not get blood tests and stressed if something was injured inside me, I could die.   

 

ñFine!ò, I agreed.  They did their blood tests and found no evidence of internal injuries. 

 

Ice Spill During X-ray 

In recognition of my ñHell Difficultyò life when they wheeled me into radiology to x-ray my injuries the radiology 

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 I could not move a millimeter.  Ice cubes lay in my eye sockets, and I could not move them or 

dare open my eyes.   

 

The technician was dismayed, ñI have never seen that happen in my twenty-four years as a radiologist.  I am so sorry.ò  

He picked the ice cubes from my eyes and neck and body.  He cleaned them up from the harness, bed, and floor. 

 

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

 

Christmas Day Amanda and Brooke in Hospital ï ñAre you going to die?ò: 

Merry Christmas to me!  Yes, I crashed on Christmas Eve and had spent the night in the hospital.  I would spend the next 

week in the hospital before being released. 

 

As I laid in the hospital on Christmas Day my ex-wife visited my two toddler daughters ï Brooke 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 bed 

with arm and foot suspended and tubes running in my arm and up my nose.  Machines beeped and blipped and pumped.  

She did not know what to say or do.  She just watched with worry. 

 

Brooke asked, ñAre you going to die, daddy?ò  She did not seem particularly teary eyed or worried as Amanda did - but 

she was asking possibly the most prudent question. 

 

I answered, ñNo, I am fine.ò   

 

ñWhat is Illness to the Body of a Knight-Errant?ò: 

I thought of Don Quixoteôs deathbed moment, ñNot well?  What is illness to the body of a knight-errant?  What wound 

matters? For each time he falls, he shall rise again, and woe to the wicked.ò 

 

And therefore ï no ï I was fineé 

 

Brooke Appeased: 

Brooke took my words of comfort as ñtruthò and seemed okay with things.  My ex-wife did not want to stay around and 

had fulfilled her ñdutyò of bringing my children to my potential deathbed. 

 

I was glad to have seen my daughters.  I did not know if I would die though I did not expect it would happen.  You never 

know though, right? 
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They left within an hour of visiting.  I did not see them again for over a month, not until I 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 in 

their lives THOUGH SHE VERY MUCH WANTED MONEY! 

 

I would eventually label myself ñDaddy ATMò in response to the relentless need of money without apparent spend on my 

children. 

 

California made mothers ñgods of childrenò with all rights and fathers ñpayers for childrenò without any rights. 

 

During a major conflict I pursued full legal custody of my children, but California refused to even entertain my arguments 

because I was living outside California where they asserted I had no ñstandingò or rightsé over my own children. 

 

Even worse, I was living in Canada working with Electronic Arts Canada at that time.  International residence defines 

parental rights as NULL and VOID ï ZERO RIGHTS! 

 

That is right!  I lived outside the USA and so had NO LEGAL RIGHTS over my own childrené even though I was a 

U.S. Citizen. 

 

òItôs a Wonderful Lifeò in the Hospital: 

With my children gone and being alone in my hospital room on Christmas Day I turned the little TV suspended high on 

the far wall on.   

 

Itôs a Wonderful Life! was playing.  It was a story of a man that questioned his worth and value in life and was made to by 

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 life to be good and ñrighteous could be so beaten and injured for no reason 

at all ï just random smite from god (or the devil). 

 

Heart Stop ñSeizureò: 

Just after 4:30pm a beep-beep-beep next to me began chirping, and it seemed to grow louder with longer tones ï 

BEEEEEEEEEEEEEEEEEEEP! 

 

I looked over and saw the heart monitor flat lined.  Yea, it appeared my heart had stopped.  Of course ï the machine could 

have just disconnected. 

 

Weird!  I mean, I did not feel anything. 

 

And then I was weak.  I was lightheaded then dizzy.  I 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 heart.   

 

Oh my god!  Was I dying!?  Would Brookeôs question be proven, ñYes, I am dying!ò after all?  Was I mistaken ï thinking 

it was not going to happené that I would die!?  
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Thankfully, the injection kickstarted my heart.  It resumed beep-beep-beep. 

 

I asked, ñWhat happened?  Did my heart stop?  Did I have a heart attack?ò 

 

ñWe cannot say anything, Mr. Seaborne.  You are okay.  The doctor will see you and explain things to you later,ò replied 

the IV nurse. 

 

The doctor did not show up until the next day.  I had to go the entire night wondering what happened and if it would 

happen again, and would it happen when I was asleep?  Would I not wake up?  It was inconsiderate if not cruel to leave 

me wondering all night. 

 

When the doctor appeared, he explained that I did not have a heart attack but rather experience a heart seizure resulting 

from physical shock.  He said it is common for ñroadside injuriesò to result in death from shock.  Apparently, some 

peopleôs brains decide the injuries are too great to survive so ñchecks outò to prevent unnecessary sufferingé because ï 

after all ï you were going to die anywayé 

 

The doctor alleged that I should not have any long-term effects from the ñheart seizureò and that I would unlikely 

experience another incident now that I was ñout of the woodsò. 

 

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.  I was going through a 

lot of turmoil at that time ï divorce, Mindscape going Distance Learning from games, Karma Entertainment fighting for 

survival with a flaky subcontractor, and the stress of knowing a dozen families depended on me for their livelihoods.   

 

But I was ñpulling it all offò and making it successful despite the toll it took me. 

 

I reflected on the irony of my questioning my lifeôs value as Itôs a Wonderful Life played on my hospital roomôs 

suspended TV, and then for my heart to stop.  It made clear that I could have died.  And my daughters showed me how 

much they needed me (at least my income no matter what).  What would things be like without me ï terrible I am 

confident. 

 

Apostle Paul according to Doug: 

Doug Brandon told me that I was a lot like Apostle Paul ï I suffered an incurable chronic cough that made me a pariah 

(even with my ex-wife) and suffer constant abuse and suffering despite my faith.  But Apostle Paul kept his faith no 

matter how hurt or beaten down he was.  Doug said that I impressed him with my remarkable ability to snapback against 

insanely oppressive and destructive experiences.  I was the modern day ñApostle Paulò to Doug. 

 

As a point of insight ï I have tried to research Paul the Apostle and have never found the narrative Doug told me of him.  

However, Paulôs journeys would not preclude what Doug described of him either and since Doug grew up attending 

religious schools, I presumed he must know more than I could easily discover. 

 

In any case ï it was an empowering story from Doug that helped me get through some otherwise challenging and potential 

defeating times. 

 

Itôs imperative to hold onto Faith, Spirit, and Ideas ï when your body is beaten badly. 

 

Empowering stories of overcoming challenges - and of helping others ï like those of Apostle Paulé and my daughtersé 

those things help us get through otherwise soul-crushing experiences and times.  
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E219 Diagnosed to Die from Swelling Brain 

 

 

 
Local File: 

.\LibertyBooksVideos\E219 Diagnosed to Die from Swelling Brain.mp4 

 

Rumble Episode Link: 

https://rumble.com/v55uol0-e218-its-a-golden-gate-life-motorcycle-crash-in-san-francisco-california.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 dental work, Richardôs brain swells inexplicably, and he is diagnosed to 

die. 

 

Hear the story of how a tortilla chip reversed everything, and saved Richardôs lifeé 

 

 

  

LibertyBooksVideos/E219%20Diagnosed%20to%20Die%20from%20Swelling%20Brain.mp4
https://rumble.com/v55uol0-e218-its-a-golden-gate-life-motorcycle-crash-in-san-francisco-california.html
https://youtu.be/16QJziNnYqY
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Dentist Solutions to Fractured Teeth: 

Although I was released from the hospital ï it would be a long time before I could be mobile.  My arm was fractured in 

multiple places, and my leg was bruised and swollenébut not broken.  And I had thirteen fractured teethé 

 

I was so bad off - I stayed with my parents for a few weeks (that is a nightmare, believe meé) just to surviveéas there 

was no one else to care for meéat that time. 

 

Once able to be semi-mobileé I had to consider the Doctorôs parting advice about my fractured teeth.   

 

They said I should go to a dentist ï dental surgeon ï as soon as I was able.   

 

I went to a neighborhood dentist - to 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 some 

near the roots.  He said that he could replace some teeth with implants, drill and fill wherever possible, or apply a coating 

that would seal the cracks.  The latter was the least long-term solution but also the least invasive. 

 

I chose the ñeasyò least invasive patchwork approach of sealing the fractures and cracks. 

 

Dental Procedures Uneventful ñMostlyò: 

My dental work required a few visits to complete despite the procedure being considered ñeasyò.  I had misgivings when I 

overheard the dentist discussion about the procedure with a dental assistant ï but not as instruction or education - but for 

what seemed like consultation. 

 

Yea ï the dentist was talking to *his assistant* - apparently seeking advice on how to proceed with my dental work.   

 

I was alarmed but I was also numb-mouthed and planted in the dental chair.  It seemed like I had to just continue and bear 

it all.   

 

Fireplace BBQ Lighter Sterilized Dental Equipmentò: 

The dentist pulled out what appeared to be a fireplace long lighter to sterilize his drill and tools.   

 

OH MY GAWD ï I swear to this day the dentist sterilized his gear with a fireplace long-nosed lighter.   

 

I heard the click as he ignited it and watched him move the open flame across the equipment.  I imagined it must have 

some smoke decay or residue on it but he went straight to work using the lighter-sterilized dental gear. 

 

Well ï again, what was I supposed to do?  My teeth were exposed and he was sealing thirteen of them.  I could only 

assume that I was not seeing things clearly or it was ósafeô to sterilize dentist equipment with a lighter. 

 

Terminal Diagnosis ï I Was Going to Die! 

It was not even a month after my motorcycle crash in the Golden Gate Bridge that I began developing insane migraines. 

 

I went to doctors and eventually met with a neurologist who said my brain was swelling without a specified cause and I 

was going to die.   
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WHOA!  I WAS GOING TO DIE!!!!! 

 

He prescribed two bottles of Vicodin and directed, ñDrink two bottles of wine and take all of the Vicodin, and you will die 

painlessly when your suffering has become too much.ò 

 

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

 

Saved by Tortilla Chip (at Chevys restaurant) 

I decided to go out and eat every night.  I drank alcohol to excess.  I had concluded that it was important to maximize 

what time I had left within the means I had. 

 

When dining out one evening in Foster City, CA at a Tex-Mex restaurant called Chevys, I bit a tortilla chip and one of my 

ñpatchedò sealed teeth broke in two. 

 

It tasted nasty.  My tooth tasted bad!  I spit out the tooth fragments and black gunk stuff came out with it.  I went to the 

restroom to rinse my mouth. 

 

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

 

Tooth Infection of Doom (sealed staph infection within): 

Upon returning to the dentist, I learned that the dentist sealed bacteria in my tooth that grew into a staph infection.  The 

staph leaked out slowly through micro-cracks 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: 

I had not considered until this recollection of memories that that dentistôs poor sterilization could be precisely why a staph 

infection was not ókilledô and was sealed inside one of my teeth. 

 

Who knows?  It seems plausible but all it points to is ï HELL DIFFICULTY! 

 

Survived ï Did God Save Me with a Miracle, óRandamnô Fate, or Undead Lich: 

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

 

Survived ï 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 I imagined was a 

divine being of gambling and unexpected events, adorned with a web of chains with jangling dice of all shapes clanging 

against each other.   

 

And so ï was it Randamnôs hand of fate that plucked me from deathôs door with that tortilla chip?  Randamn must work in 

mysterious ways, if so. 
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Survived ï Was I Unkillable, an Undead Lich: 

Or was I 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, I sometimes think perhaps I could be a Lich, if such existed. 

 

And yes ï I know Liches and fantasy creatures are not real. 

 

Survived ï How Survived Did Not Matter:  

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

 

But I survived ï just thirteen slightly misaligned teeth forever more (because I did not want to undergo reconstructive oral 

surgery) and mended bone ñknotsò under my rotator and in my arm and leg. 

 

Madness of it All ï All Because of óRanDamnô Nothing, No Cause or Reason At All: 

The Madness of it allé  I survived a near-death motorcycle accident, only to face a near-death ódental accidentô from a 

dentist sealing a timebomb Staph infection inside a ófillingô & beneath a sealant ï to seep out through a nerve and 

eventually cause my brain to swellé again ï to near death. 

 

Andé  all becauseéof Randamn!  Yeaéôrandom damnô stuffé Things were random bad things ï they were óRanDamnô 

thingsé  They happenedéjust becauseétheir triggers had no cause or reason ï at all.ô 

 

It was ï RanDamn. 
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E220 NEW WORLD _NEW JOB_NEW LIFE _LOOKING FOR WORK  

 

 

 
Local File: 

.\LibertyBooksVideos\E220 Interplay, Club Rubber, Star Trek New Worlds, New Job, and New Life.mp4 

 

Rumble Episode Link: 

https://rumble.com/v55up1u-e220-interplay-club-rubber-star-trek-new-worlds-new-job-and-new-life.html 

 

YouTube Episode from @HellDifficulty Channel: 

https://youtu.be/ou68Ssi7MMI 

 

Description:   
Rare times is it that a clich® ócasting couchô has been said to be used on men, but Richard was one of those óluckyô men.  

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, Fargoôs Personal Trainers, Club Rubber, and quirky experiences at Interplay. 

 

Learn about Richardôs experience working with Music Producer Brian Christian. 

 

See Richard stand up for his fellow employees against óThe Manô ï Executive Managementé 

 

  

LibertyBooksVideos/E220%20Interplay,%20Club%20Rubber,%20Star%20Trek%20New%20Worlds,%20New%20Job,%20and%20New%20Life.mp4
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Looking for Work, Casting Couch at Crystal Dynamics ï óWho, Me!?  Really!?!?ô: 

Once moreé I was looking for work - between contracts. 

 

I was looking for work, or a job ï contract or full-time employee. 

 

I learned of an opportunity with a company named Crystal Dynamics - that was based in Palo Alto, California. 

 

I interviewed with the companyôs Vice President who was also the hiring decision-maker ï and who was a woman in the 

computer and video game industry which made her a rare breed. 

 

She interviewed me in her office on a 2-Person Hollywood-style ñCasting couchò love seat.   

 

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. 

 

There it was - Crystal Dynamicsô Vice President of Development was clearly commitment sexual harassment during my 

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 I ever done that in an interview ï I would have 

gotten into great trouble. 

 

I DEFINITELY KNOW ï 

 

HAD I DID EVER DONE WHAT THE VP DID TO ME IN AN INTERVIEW WITH A FEMALE 

CANDIDATE, I 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 power-play or outright sexual manipulation was long dead.   But 

there it was ï and WITH ME!?  Seriously!!?  With me!!? 

 

Wow! 

 

Never had I ever imagined such a thing could happen to anyone I knew, much less to me.  I never considered myself so 

attractive that a person would leverage their position of authority or power over me to encourage intimate or outright 

sexual engagement. 

 

I refused and openly questioned what she was doing with her hands and getting so close to me.  She was offput ï of 

course. 

 

Surprisingly (not!) ï I was not offered a job. 

 

It did not matter how qualified I was ï from what I could tell based on how things went.  It was all about ï how I GOT 

ALONG WITH THAT VICE PRESIDENTé 

 

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

I kept lookingé 

 

A job recruiter friend of mine, Charles Weitzer - who I had met when recruiting staff at Atari Games - called me, and told 

me about a job opportunity in Southern California at Interplay if I was open to relocating and hiring as an employee.  
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Charles arranged an interview since I expressed how great it was, he called when he did because I was afraid of ending up 

with no income and no money at the rate things were going. 

 

I 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 

Baldurôs Gate and The Bardôs Tale series.  I had played, and greatly enjoyed both of those games. 

 

Interplay was a great gamer company.  They hired me on the spot, and I moved swiftly to Irvine and began my full-time 

employment at Interplay as a Senior Software Engineer working on recovering a failed contract development game Star 

Trek: New Worlds. 

 

The job was arduous, and the game was written in C++.  I had previously programmed many computer languages 

including C, Assembly, RISC, Pascal, Basic, etc.  But I had not programmed C++.  As always, I learned as I went.   

 

I have always been a highly proficient self-teacher.  Consequently, no one ever knew that I did not know C++ before 

working on Star Trek.  

 

New Worlds was finished and released as planned.   

 

Once more - I saved the day! 

 

Fargoôs Fantasies: 

Interplay celebrated its holiday parties in its late years in a ñcost effective wayò. 

 

Brian Fargo was said to be one-third stake owner in a local ñclubò called ñThe Galaxy Theaterò in Orange County, CA 

and was likewise a one-third stake holder in a ñserviceò called ñClub Rubberò.  Club Rubber hosted alternative lifestyle 

kinky social events and partiesé and was reputed to be a drug venue.   

 

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 days - when fellow developers and I - would be returning from lunch or crossing the parking 

lot - between Interplayôs two buildings - and witness Brian Fargoôs ñpersonal trainersò arrive for his afternoon 

ñworkoutsò. 

 

Brianôs personal trainers appeared to be prostitutes.  They wore excessive makeup and either work full body cat suits or 

miniskirts with nylons and tight tops.  Neither their attire nor makeup were consistent fitness trainers.  And people spoke 

of the ñworkout soundsò from Brianôs office as sounding very rhythmic and sometimes moaned and groaned.  It was 

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 had to 

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 partiesé 

 

Like I said ï Interplay celebrated its holiday parties in its late years in a ñcost effective wayò.   
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It leveraged Brian Fargoôs stake in The Galaxy Theater to secure it to host company parties.   

 

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 tickets for ñstandard drinksò (AKA a beer or glass of house wine).  Sad 

and pathetic, but a foreboding sign of what was to come. 

 

Now that was ñcheapò of Interplay to host its Christmas Party in an open public nightclub, but it was a herald of 

Interplayôs forthcoming bankruptcy and fire-sale acquisition by Titus Interactive of France (more on that later). 

 

None of us staff cared for the Theaterôs dark club venue because we could not talk with anyone or share ideas.  The 

Galaxy Theater was by design a segmented dance floor with socializing booths for ñpeople podsò to congregate and drink 

(and buy/sell/take illegal drugs). 

 

Interplay extolled the Christmas Party as epic and legendary and all the propaganda they could muster to rationalize the 

inexpensive holiday partyé that most no one liked. 

 

No Game After Shipping Star Trek: 

Interplay was struggling in other divisions and had the audacity to not give each of us developers a customary free copy of 

the game we just shipped.   

 

It was insane!  NEVER HAD I 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: 

I 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 

Pink Floydôs The Wall.  In gaming he has held several positions spanning Interplay to Konami Digital Entertainment to 

THQ to Take-Two Interactive, and more.  Brian Christian was a highly creative, passionate, and emotional man. 

 

Brian heard my demand and his ñ2-yeard oldò reacted from being told what to do.  His resume gave him a large ego, and 

he was having nothing of my commanding he give each team member a copy of Star Trek that we just finished and 

shipped to retail.  He was angry and said, ñNO!  Get out!  DO NOT TELL ME WHAT TO DO!ò 

 

Now, Brian was normally reasonable if not emotional.  He did not handle his emotions well.  I saw him once so high from 

self-medicating that he was dragging himself along a hallway to hide in his officeé and slump into his chair. 

 

Recognition Games or I Quit: 

Welléabout the recognition game for shipping Star Trek: New Worldsé 

 

I demanded Brian give everyone on the team their promised copy of the game or I would resign.  He was unmoved.  I 

stomped out of the building - midafternoon and did not return. 

 

Later I received a call from a colleague Doug Brandon who informed me that Brian went up to Brian Fargo (Interplayôs 

founder and CEO) and told him my rant.  Brian Fargo told Brian Christian to give everyone a game copy, and why the 

heck did it come to him to make that decision!? 

 

Well, not only did everyone get their game copy but they gave me a box of copies to make a point.  I went around and 

gave everyone extra copies and still had extras for myself to take.  
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It amazed me that Interplay lost more money from lost productivity and morale than just giving those copies at maybe $5 

cost of goods (COGs) each to each developer. 

 

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

 

Interplayôs Demise: 

Interplay had been struggling financially and everyone knew it.  But we did not know how razor-thin Interplayôs survival 

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 loss of control by Interplayôs management (which was not necessarily a bad thing seeing as 

they were why the company 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 into 

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 ï I was one of those people that was laid off from Interplay and hired by Titus the next week.   

 

I became France-based Titusô U.S. Technical Director overseeing all tech and development for the U.S. and Canada (and 

Mexico if we had a developer there).  And we also managed South Korean developers too over time because the gameôs 

primary market was in the Statesé and Titus had no one else to do it, either. 
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E221 Titus Interactive 

 

 

 
Local File: 

.\LibertyBooksVideos\E221 Titus Interactive.mp4 

 

Rumble Episode Link: 

https://rumble.com/v55up3m-e221-titus-interactive.html 

 

YouTube Episode from @HellDifficulty Channel: 

https://youtu.be/sWjm2u07f0U 

 

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 Richard. 

 

Hear how a maverick California Labor Board deputy roped in international aloof Titus Interactive founders and owners ï The 

Caen Brothers. 

 

Richard concludes with his insight on the risks & rewards of contracting versus being an employee. 

 

 

  

LibertyBooksVideos/E221%20Titus%20Interactive.mp4
https://rumble.com/v55up3m-e221-titus-interactive.html
https://youtu.be/sWjm2u07f0U
https://rumble.com/v55up3m-e221-titus-interactive.html
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Titus Interactiveôs óUS Technical Directorô ï óChuck Norris of Game Developmentô: 

Like I said ï 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.  I joined Titus a week after Interplay laid off everyone 

in the company (including me) as it declared it was shutting down for good.   

 

I was hired to oversee development and technology across North America which really represented the U.S. and Canada 

(and South Korea because their publishing market was the States). 

 

As U.S. Technical Director I traveled to prospective and contracted game developers to hear their game pitches with Doug 

Brandon as Titusô Producer. I would assess their development plans in detail ï engineering architecture and interface 

design, task fidelity and estimation and dependency process and forecast vs. actual schedule progress, and so on.   

 

Any gap in a developerôs capabilities had to be compensated for, designed around, or the contract canceled.  Of course, 

canceling a contract reflected poorly on me as much as a developer so my mission was always to deliver great games on 

budget on time. 

 

My reputation for delivering successful games on schedule within budget was well established, and I continued that 

tradition with Titus despite their terrible and outright evil business practices (that I would discover working for them). 

 

I was like martial arts expert Chuck Norris as a Texas Ranger but for ensuring video game developers had a plan and 

tracked to it like a fire marshal prevents fire, or bailed them out from a failing project like a fire fighter.  éMy role was 

both proactive and reactive depending on the developer.   

 

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

 

Robocop: 

The game Robocop was an ñUnrealò engine first-person shooter game like every other ñWolfensteinò shooter clone.  

Robocop should have been called ñRobocopyò. 

 

Robocop was an embarrassment to me as an engineer and developer.  It used the licensed ñUnrealò engine along with 

much of its reference sample art.  The animation, art, sound effects, and music were serviceable but not polished. 

 

Robocop was ña jobò that I made sure shipped, but I was not happy about its lack of design innovation and first-pass 

unpolished art and audio.   

 

I even had to negotiate with Nintendo to front Titus the money to manufacture the ñfirst runò batch of games so Titus 

would have the cash flow to pay for subsequent manufacturing runs.  The game did not sell enough to merit more 

manufacturing runs and so Nintendo was left holding the bag with Titus dragging its feet to pay the debt. 

 

 

Barbarian:  

Titus signed a contract to develop a new ófighter genreô game called Barbarian, with a splinter develop from Sculptured 

Software called Saffire (which would further splinter off into a company calling itself Sensory Sweep which would go 

bankrupt in fraud and embezzlement charges against its founder Dave Rushton ï more on that elsewhere). 

 

Saffire had a decent development team, but they lacked experienced engineering or design oversight on their team, and 

they had no writer on staff or contract. 
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Writing Barbarianôs 10-Hour Dialog: 

Unable to find a competent author to write the extensive script in Barbarian, Titus turned to me; I wrote it all.  My 

background writing adventure modules and role-playing 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 compression which I helped write - as 

well. 

 

But I had a full-time job as U.S. Technical Director. It was not like my other responsibilities went away at the time.  

Fortunately, since all developers I oversaw were contracted with external third-party developers I had windows of time 

during the week I had spare time (an unheard-of thing in the game industry). 

 

Late Night ñLiquid Boostedò Creativity: 

The gaps in my primary responsibilities were not enough to finish the script.  I decided to commit to working crazy hours 

like I did when I was a contract developer myself.  I liked the game and wanted it to be good.  I worked most nights until 

midnight or 2am, and then at work by 9am.  It was not much sleep, but it was enough. 

 

I found my creativity waned around 9pm, and so I boosted it with a glass of wine.  Then another glass.  Then the bottle 

was empty.  I would head to bed around that time.  This pattern of late-night work and drinking was unfortunately not 

uncommon for me throughout my career.   

 

Interestingly - I both observed and had been told often that ñdrinking is part of game development, just like not getting 

enough sleep or having short or no vacations is part of development.ò 

 

The harms of that much drinking have been evident to me over the decades of my career, including harms to me too.  

Were I not drinking all those decades I sincerely believe I would have failed and been unable to cope with so many 

challenges and especially the ñharder timesò in my óHell Difficultyô life. 

 

Hell Difficulty Life:  

Why do I describe my life as óHell Difficultyô? 

 

The answer is simple ï my life has been fraught with extremely challenging traumatic events that I believe would crush 

most any ordinary person.  Only my extraordinary resilience and methods of insulation and isolation coupled with my 

ñpull-upò positive ñhigher moraleò enabled me to endure and overcome the many hardships. 

 

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 achieve 

goalsé that were otherwise unsurmountable, and unachievable. 

 

The strongest people can get helpé Help comes in many forms ï friends and family, faith and religion, alcohol and drugs, 

é 

 

But I specifically and emphatically EXCLUDE óHOPEô from the list of things that help people overcome hardships. 

 

Hope is not a Strategy: 

óHope is not a Strategyô I have told people for as long as I can remember. 

 

The dictionary defines óhopeô ñto want something to happen or be trueò. 
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The definition of óhopeô is awfully broad and vague.  It is so imprecise that it cannot be quantified or even attached to any 

action or other things or words or even ideas.  óHopeô exists entirely unto itself as its own idea and its own thing. 

 

My goal in defaming óhopeô is not to minimize or discard it.  I am a strong believer in the incredible importance of óhopeô.   

 

But I cannot emphasize enough that óhopeô is a non-action thing.  There is nothing anyone can do about óhopeô.  It is just 

something inside people that makes them keep going forward despite things overwhelming them or preventing success. 

 

And so, when people tell me to believe them ñbecauseò or that they ñhopeò things work out I recoil and condemn the 

willingness to march into Hell without a plan.  The team and product will all fail ï and it could all be avoided with due 

diligence and planning up front. 

 

Therefore, óhopeô can kill a project or team (or both).  óhopeô is something you bring with you from home and take it back 

home with you at the end of the day.  óhopeô is something you keep to yourself.  óhopeô can be an inner light that shines 

for you, but it is not going to help you actually ñdo or solve anythingò.   

 

At best óhopeô gives another day to find a solution. 

 

And óhope is not a strategyô. 

 

Titus óDo Evil unto Othersô ï Covert Shift Risk to Developers and Con Manufacturers: 

Back to Titus. 

 

Although it was not Titusô formal motto to ódo evil until othersô it was evident its founding brothers Herve and Eric Caen 

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 from Titus signed the developer was able to secure a business loan to cover 

their half of the costs.  The developer would receive twice the normal royalty to offset their increased ñskin in the gameò 

risk. 

 

Titus was unsure if the developer could make a high-quality 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 first 

few months due to their corporate cash flow.  They did not have enough money to manufacture and publish the game and 

so would rely on credit from Nintendo, Microsoft, and Sony (gambling the gameôs quality would inspire them to front the 

cash to bring the game to market).  And Titus had soured their Nintendo relationship over an unpaid Robocop 

manufacturing credit (further reducing success odds). 

 

In other words ï 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 potentially devastating impact on others.  They gambled with peopleôs 

livelihoods and happiness and trust in humanity.  They gambled Titus would ñfindò more money to cover their half of 

development and get ñcreditò to manufacture and bring the game to market. 

 

They were consé not just the Caen brothers. 
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So, requirements were ï 

1) High quality fun game (which is unpredictable in the best of times) 

2) ñFindò cash to cover development costs (despite having exhausted all creditor lines of credit) 

3) Secure ñCreditò to manufacture and publish the game from Nintendo, Microsoft, Sony 

 

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 the 

me or the producer Doug Brandon (Titus hired Doug too but not as a composer but as a producer).  We all operated under 

the ñlieò that Titus 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 developer 

had spent a lot of money and was ñall inò.  Titus was not ñall inò and bailed during development as they ran out of money.   

 

Worse though of Titus was telling Doug and I that Ricochet Rick milestone quality was unacceptable and needed fixing.  

They did this repeatedly until it became apparent there was nothing that would ever be ñapprovableò.  Titus was 

exploiting the contract to push 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 developer went bankrupt and harbored resentment towards Doug and I though we had nothing to do with the ñscamò 

Titus pulled on them. 

 

Titus did the same thing with a South Korean developer, but Doug and I shared what Titus had done to the Ricochet Rick 

Santa Monica-based developer, and the South Korean developer found a way to sever their arrangement and minimize the 

damage and loss to their business. 

 

Titus ñdid evil unto othersò. 

 

Laid off from Titus Electronically:  

With the collapse of the active Titus contracts the writing was on the walls.  Doug and I concluded it was only a matter of 

time until Titus cut their U.S. offices entirely.  They no longer had any North American development going on.  They had 

no money to sign new contracts, and their developer-scam reputation was ñout thereò.  And they had no new games at 

retail or manufactureé to make more money. 

 

Not long lateré One day I received an email that informed my last day of employment at Titus was that day and that I 

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 or 

human resources.  Nothing!  Nobody! 

 

I was ñlaid offò entirely electronically from my manager that worked in Paris, France.  I may not have mentioned that ï 

my boss lived and worked in France.  I saw him two times a year and spoke on the phone once a month.  Most everything 

was done through email. 

 

In some ways being ñfiredò (albeit a layoff) by email was consistent with how we communicated.  It was still weird. 
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There was another curious thing about being laid off and told to just leave your badge and go home.  What about my last 

paycheck?  What about my unused vacation and sick time (AKA personal time off / PTO)?  What about my medical 

insurance continuation options?  Is anybody offering references or recommendations on places to interview? 

 

Nothing!  Doug and I 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 I 

were promised bonuses that were also unpaid.  We were ripped off by our employer.   

 

My childhood employer rip-off at Klure Associate happened again ï just to me as an adult.  I work for someone in good 

faith that they will pay me upon completion of the work ï but in these instances I was not paid for the work I completed as 

they promised.   

 

Clearly and obviously ï Employers cannot be trusted! 

 

Doug embraced his fate saying, ñWe saw it coming.  We had a good ride.  Nothing lasts forever.  We will land on our 

feet.ò  Doug had the ability to believe things would work out even when things seemed dire. 

 

I was not happy and not willing to ñaccept my fateò.  It could not stand! 

 

California Labor Officer:  

I researched my options and went to the California State Labor Board and met with a clerk who directed me to labor 

officer.  The middle-aged man with combed but mildly scruffy hair and beard wore a worn brown sportscoat, slightly 

yellowed ówhiteô collared dress shirt, blue jeans with wear marks, and western ñcowboyò boots.  Hanging on a coat rack 

in his office was a big ñcowboy hatò and black trench coat. He was a big ócharacterô of a man ï right out of TV show. 

 

The labor officer leaned back in his chair, ñWhat can I do you for?  And what is your name?ò 

 

I shared my personal information as he wrote it down on his notepad.  I detailed that Titus emailed me that I was laid off 

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, they 

still must pay me, but I would be in line with everyone else demanding to be paid.  And I would still need to wait for 

bankruptcy proceedings and liquidation of any still-owned assets.  And since Titus was international, they would likely 

just vanish with any assets they desired to keep.  I would be out the money unpaid to me anyway plus my time and stress 

and fees incurred trying to get paid. 

 

The officer set a date for me to meet with him in a few weeks, where he would subpoena Titus to send a representative to 

likewise be present.  He said we will work out what we can in person. 

 

California Labor Officer ï 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 I deserved our last paychecks because we were not as effective as was 

expectedé as employees. 
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The labor officer cut him off abruptly, ñThe LAW STATES YOU WILL REMIT PAYMENT UPON SERVICES 

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 presumed hourly rate, right?ò 

 

The director paused. The Weasley Titus Director weakly answered, ñWell, I guessé yeaéò 

 

The officer proclaimed, ñTitus owes Richard Seaborne for his time worked.  That amounts to two weeks of pay.  The 

State mandates you provide two weeksô notice to an employee, and so you own an additional two weeks.  Richard had 

unused vacation time, which Titus must pay for at the same salary rate.  You have two weeks to provide either Richard 

with a cashierôs check in the full amount, or you can provide it to this Labor Office, and we will remit it to Richard.  Are 

we clear, Mr. Director?ò   The officer tone was condescending, authoritative, and damning. 

 

The director asserted, ñTitus cannot afford to pay Richard.  We have no money.ò 

 

The officer replied, ñYou have no assets like a delivery truck?  You have no bank accounts at all?  You have no untapped 

credit lines you plan to use on something else?  If you have any of these things or anything of cash value that can be sold 

or liquidated, 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 I clear?ò  

 

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 was 

obviously well-practiced 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 text 

on the other.  He declared, ñI am a sworn deputy of the United States of America and of the State of California.  I 

recognize you are unwilling to comply with the laws of this country and state.  I am hereby placing you under arrest.ò 

 

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 Miranda rights ï ñYou have the right to éò 

 

Freaked out and in disbelief the director exclaimed, ñOkay, we can find the money.  We can get the money.  We will get 

Richard paid in two weeks.ò  He called Eric Caen on the phone and ranted in French what I presume were obscenities 

laced with my name here and there. 

 

Two weeks later ï I was paid.  And thus, ended Titus and its tales of sorrow and woe. 

 

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

 

Being Employee Was Risky and Unstable ï Just with a óProbable Next Contractô: 

It was very apparent ï  

 

¶ Being an employee was no guarantee of employmenté 

 

o you had little power over your job or lifeôs situation 

 

o your employers holds all the power ï making you always at the mercy of your their decisions and 

whimsé 

 



Part of the Hell Difficulty Saga and The Liberty Zone 

  

TECH ZONE + HELL DIFFICULTY SAGA ï BOOK 6                       

MORE ADVENTURES + THE VIDEO GAME INDUSTRY                            

PART OF THE HELL DIFFICULTY SAGA  

 AUTHOR:  RICHARD SEABORNE  

P a g e| 56 of 605   

¶ Employers can pull the rug out from under you ï at any time ï 

 

o they can decline or cancel your vacations 

 

o they can you end your job 

 

Á fire you ójust for not being a fitô, never mind your talents and contributions 

 

Á refuse to give expected raises, bonusesé  

 

Á and ï though small ï they can take way promised óperksô 

 

¶ BUT ï As an employee ï  

 

o you may get stock grants 

 

o you may even have a company that will match your 401K retirement contributions - up to a maximum 

amount, of course. 

 

o You will be granted formal vacation and sick time, though conversely you have a specified maximum 

number of days to be sick or vacationingéemployers control both the amount of time, and when you can 

use it.  So ï it was a ócontrolled perkô of being an employeeé 

 

o And ï importantly ï you, effectively, get a ónext contractô automaticallyé at the end of your current 

project. 

 

Á Getting óautomatic work renewalô, in my opinion, was the only REAL VALUE of being an 
employee.  The rest ï can be crafted as a contractor, into your working and personal lifestyle. 
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E222 DVD Interactive 

 

 

 

Local File: 
.\LibertyBooksVideos\E222 DVD Interactive DVDi Tech Theft by Disney, Hasbro, Mattel, and Leap Frog.mp4 

 

Rumble Episode Link: 

https://rumble.com/v55up4j-e222-dvd-interactive-dvdi-tech-theft-by-disney-hasbro-mattel-and-leap-frog.html 

 

YouTube Episode from @HellDifficulty Channel: 

https://youtu.be/-HK4MZpGzCI 

 

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 Hasbro, 

Mattel, and Leap Frog all stole the concept and replicated the tech over timeé stealing the idea, opportunity, and 

reward from Richard and his wife. 

 

Hear how Richard came to terms with all that happenedé 

 

  

LibertyBooksVideos/E222%20DVD%20Interactive%20DVDi%20Tech%20Theft%20by%20Disney,%20Hasbro,%20Mattel,%20and%20Leap%20Frog.mp4
https://rumble.com/v55up4j-e222-dvd-interactive-dvdi-tech-theft-by-disney-hasbro-mattel-and-leap-frog.html
https://youtu.be/-HK4MZpGzCI
https://rumble.com/v55up4j-e222-dvd-interactive-dvdi-tech-theft-by-disney-hasbro-mattel-and-leap-frog.html
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DVD Interactive:  

Letôs look to a time before Titus Interactive collapsed, but when I was in Southern California ï and yes, I was still 

working for Titus Interactiveé 

 

I met the woman that would become my wife Katherine ï in Southern California.  We quickly had stars in our eyes ï of 

each other ï and of a greater, better lifeétogether. 

 

We aspired to unite our passion to innovate new ideas and products.  A friend of mine over the years ï also worked for 

Interplay and then Titus ï like me.   

 

Doug Brandon had lost his job when Titus shut its doors for goodélike me, as well.   

 

And so - we three conceived to make common DVD Video movie players into interactive DVD ñvideo game consolesò. 

 

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

and language selection and maybe subtitle and directorôs cut buttons.  DVD Video Players were intended to let players 

select where on the video they wanted to start playing from and what audio tracks and subtitle text ñartò should be 

overlaid atop the video.  That was it ï nothing special. 

 

HOWEVER ï DVD Video Players specifications include a few data registers and a primitive programmable script 

language and commands to control the low-level DVD capabilities like where on the DVD track:sector:byte should video 

be streamed from, to use video angles, subtitles, and more. Importantly ï the 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 unlocked 

the kingdom of games on DVD Video Players. 

 

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

 

DVD Interactive ï The Tech: 

It was surprisingly easy to reverse engineer and figure out how DVD Videos worked under the hood ï once I accessed the 

detailed specifications from a Russian Dark Web source. 

 

Okay ï yea, I still knew how to get around as a Hacker.  You do not forget that quickyé  In candor, I also obtained [for 

review purposes only] I believe all the existing DVD Video authoring software on the market ï basic bundle-ware and 

professional-grade DVD 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 was crude ï it comprised of an excel 

sheet with instructions pointing 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 That Day ï they did not ñSave the Magic Kingdomò, Stole Our Idea: 

First, we made a test game using Disney movies ï we called it ñSaving the Magic Kingdomò.  It was cool, and we showed 

it to Disney.   

 

Katherine created the visual effects and transitions using a ñpro-sumerò editing package called Vegas Video and a pro-

sumer audio package called Cool Edit.  She made flashy screens that counted scores up and down.  The host would 

exclaim right and wrong answers in hundreds of different ways.  The gameôs host would cast praise or insults to reward 
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and goad the players and compare players against each other according to their score.  The DVD Video trivia game was 

smart! 

 

I wrote and evolved the tech and authoring process and tools.  I wrote trivia questions, converted art and audio and text 

assets to DVD Video formatted assets and program chain scripts.  I like to say that I was both a cornerstone and air traffic 

controller making sure all the moving parts landed. 

 

Never before ï could everyday ñdumbò video players offer an interactive talking host that independent tracked and talked 

to each player with unique dialog and tone according to their performance alone and compared to their competing fellow 

players. 

 

That is right!  We succeeded in creating a FOUR PLAYER Quiz Show game called Saving the Magic Kingdom.  It would 

never see the light of day because Disney Interactiveôs greedy self-centered attitude. 

 

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 Wizard ï Leap Frog Rips Us Off: 

Using the same tech we authored interactive DVD Video visual teaching tools for word-to-shape matching, basic math, 

and all sorts of education games like Sesame Street.   

 

Much like we demonstrated the Saving the Magic Kingdom prototype to Disney, we presented our Reading Rabbit and 

Math Wizard interactive 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 creatorsô innovators, but we did not have ñSteve Jobsò to ink the big deal for 

us.  And were constantly being ripped off because we were not lawyersé and most importantly, we allowed ourselves to 

be ripped off because we trusted people. 

 

DVD Interactive ï 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 their 

Vice President of Research & Development and a team of producers, designs, and engineers. 

 

They had a parade of people asking all sorts of questions.  It seemed like they were more interested in ñhowò things 

worked than ñwhatò we were presenting.  We knew they wanted to understand the tech, but our goal was to pitch a 

product to be published and impress them with how much we could adapt the experience or make new experiences using 

the tech as we showed them. 
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Hasbro proved to be just like Disney and Leap Frog ï they stole our idea and spent years creating their own tech variant 

and authored their own interactive DVD Video games. 

 

DVD Interactive ï Mattel Rips Us Off: 

You are likely seeing a pattern now.  Well, we presented to Mattel - as well.  And like every other company we demoôed 

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 ï Trusted Too Much: 

What all of this proved to my wife and I ï EVERYONE WILL RIP YOU OFF!!!!  éif given the chance. 

 

There is no company that will not steal from you - if they can get away with it. 

 

I learned that showing people how things are doneérevealing tech secretsé just empowers them to clone, copy, or steal 

from you.  It is a bad idea to shareéanythingéwithout a lot of legal frameworks protecting you.  Tragicallyé 

 

Trusting people é was and is a bad idea. 

 

DVD Interactive ï Are You All That!?:  

Undaunted we persevered and designed our own original trivia game in the irreverent style of You Donôt Know Jack! 

computer game series. 

 

Dubbed óAre You All That!?ô the interactive DVD 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 the sixty-two million household DVD 

Video players. 

 

Katherine created the visual effects and transitions using a ñpro-sumerò editing package called Vegas Video and a pro-

sumer audio package called Cool Edit.  She made flashy screens that counted scores up and down.  The host would 

exclaim right and wrong answers in hundreds of different ways.  The gameôs host would cast praise or insults to reward 

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

smart! 

 

I wrote and evolved the tech and authoring process and tools.  I wrote trivia questions, converted art and audio and text 

assets to DVD Video formatted assets and program chain scripts.  I like to say that I was both a cornerstone and air traffic 

controller making sure all the moving parts landed. 

 

And I was the voice of the zany and wacky quiz show host Doctor Know-it-All Browne! 

 

We found a Canadian DVD Video Publisher Digital Leisure in Ontario, Canada that had published another DVDI Video 

innovation interactive products like Dragonôs Lair from the coin-op arcade interactive movie game.  Digital Leisure 

fancied itself as the underdog of DVD Video publishing, and so saw interactive DVD Video to stand out in their catalog. 

 

They did not seem to care how well Are You All That!? (AKA AYAT) sold.  It was a catalog differentiator ï something for 

sales reps to talk about.  AYAT sold 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 deal for AYAT. 
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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 ï Still A Great Experience with My Wife Katherine:  

DVD Interactive and its demo games and published retail game of Are You All That!?  - 

 

¶ were not commercial successesé   

 

¶ But they *did* pioneer an entirely new genre and tech for DVD Video playersé   

 

¶ And ï they paved the way for Mattel, Hasbro, and others to make A LOT OF MONEY (from stealing our ideas 

and tech) 

 

¶ But I reflect on the experience - and I am happy for the adventures I had with Katherine making and trying to sell 

it.  We bonded and had high hopes and dreams together. 

 

Katherine and I had a last chance - tilting at the freelance windmill of our dreams - with Doug Brandon at our side. 

 

Are You All That! will always be a fond memory for the time I 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 greater 

when combined with the synergy of love and passion and creativity. 

 

I óhad all thatô and óhave all thatô with the woman that ñIs All That!ô - with my wife - Katherine Seaborne.   

 

And we ï together ï will have our memories of our misadventures creating and publishing DVD Interactive and our 

plethora of interactive DVD demos and game, Are You All That! 

 

 

 

  



Part of the Hell Difficulty Saga and The Liberty Zone 

  

TECH ZONE + HELL DIFFICULTY SAGA ï BOOK 6                       

MORE ADVENTURES + THE VIDEO GAME INDUSTRY                            

PART OF THE HELL DIFFICULTY SAGA  

 AUTHOR:  RICHARD SEABORNE  

P a g e| 62 of 605   

E223 ELECTRONIC ARTS CANADA  EA SPORTS 

 

 

 

Local File: 
.\LibertyBooksVideos\E223 EA Sports Electronic Arts Canada and Fusion.mp4 

 

Rumble Episode Link: 

https://rumble.com/v55upkm-e223-ea-sports-electronic-arts-canada-and-fusion.html 

 

YouTube Episode from @HellDifficulty Channel: 

https://youtu.be/Ks4JjIjEpXI 

 

Description:   

Hear Richardôs meandering tale of personal hubris as he narrates his journey from unemployment to hiring into 

Electronic Arts in Canada ï traditionally called EA Sports. 

 

Listen to Richardôs tangent flashforward to when he joined Xbox Microsoft Studios and his frustration with its 

culture of safety over innovation and politics over delivery. 

 

Richard shares his extensive interview circuit tale with Distinctive Software (therefore EA Sports) co-founder 

Warren Wall, Dave McCarthy, Tony Lan, and Dan Kennett. 

 

  

LibertyBooksVideos/E223%20EA%20Sports%20Electronic%20Arts%20Canada%20and%20Fusion.mp4
https://rumble.com/v55upkm-e223-ea-sports-electronic-arts-canada-and-fusion.html
https://youtu.be/Ks4JjIjEpXI
https://rumble.com/v55upkm-e223-ea-sports-electronic-arts-canada-and-fusion.html
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Chief Technology Officer and Chief Operating Officer 

 

 

 

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 

staffé 

 

I spent a few scary months unemployed looking for work.  I had only once before been between contracts and without a 

job as an adult; it was weird.  And ï this was the longest I had between jobs. 

 

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

interviewed with, and a statement about the outcome.  It seemed like a fair list of questions to be given a ñsurvivalò 

amount of money while I looked for a new job.  Of course, I paid Unemployment Insurance for years just for this 

situation, so it was hardly a handout or charity; I paid for it. Then again ï I did understand the importance of reporting, to 

avoid scammers. 

 

Everyone I interviewed with - declared that I 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 longest and be paid the least. 

 

Things were especially worrisome, but I scored an interview with Electronic Arts ï in Canada! 

 

The idea of moving to another country was not desirable, but not having a job was worse. 
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Fortunately, I 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 all 

EA games.  I was to be the fourth employee of the division and we would grow to whatever size made sense.  I was on the 

ground-floor 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 I was thirty-six I became Chief Technology Officer at Electronic Arts (EA), and six years after that joined 

Microsoft heading an Xbox Games Studio at the age of forty-two.  Things were exciting and great thené 

 

I joined Microsoft following my stint as Chief Technology Officer and Director of Product Development as a unique title 

within Microsoft ï Director of Software Development.  You would not think that would be a unique title, but Microsoft 

was extremely rigid in their titles, and I apparently was a hybrid ñProgram Managerò (often called just ñPMò, a more 

traditional project manager with some design responsibilities, and often an engineer background) and Software Developer 

(which was simply an engineer, often referred to as a Dev).   

 

There were other titles for different disciplines, but the point is that the company was so rigid that I was challenged often 

with ñwho the heck are you to have a special and different job title?  What the heck is it and should I take you seriously, 

or even take commands from you?ò   

 

Everyone was all about doing what the command hierarchy told them to do. Why you ask?  Well, you might think people 

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 accountability should anything go awry.  Yep, progress and good work be damned!  People just want to 

keep their jobs regardless of doing a worse job because of it. 

 

Microsoft prioritized politics over delivery, and so I was forced into more and more of an environment of meetings of 

chatter over substance.  People preferred safe non-risky ventures over high reward but high-risk initiatives.  One person 

said to me that they need me on the wall, but they do not want me anywhere near the ñWhite Houseò where people must 

schmooze, booze, and deceive to get along.  I knew that I did not fit in the piranha-filled waters of political Microsoft, but 

I wanted to lead in Xbox games. 

 

I delivered rock star performance year on year for six years at Microsoft and received corresponding top recognition and 

rewards.  Not only had my team been transferred to this new highly political VP but he gave me a 0-Reward, alleging that 

although my team succeeded, I had nothing to do with it.  I raised issue with Human Resources, the Board of Directors, 

and even Bill Gates himself but no one seemed to care about the not-quite-fifty -white-male executive.  Indeed, the 

mindset seemed to be no tears for the successful old white male. 

 

And so there I was, waking each day that would have once been full of excitement to go to work and do great things.  I, 

instead, contemplated what there is to do that would be fun or at least not full of drama and unnecessary inter-personal 

stresses.  I always held high work ethic and personal integrity, and yet my horrible job had me questioning if I should 

resignébut I was getting older and I had already encountered age discrimination at Microsoft with their calling me ñOld 

Schoolò as a nickname. 

 

Wasted Genius: 

A lot of people said I am a genius, and perhaps they were right.  I do not know that I am still as smart as I once was, as my 

memory and cognition has deteriorated a bit over the last few years.  But I acknowledge that my lifeôs history is filled 

with people praising my intellectual horsepower, grounded emotional fortitude, and relentless focus and motivation.   

 

Similarly, I cannot deny how much I have achieved far beyond most people.  And yet I do not want to be so arrogant, full 

of hubris that I cannot appreciate the world and what people do. 
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I 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 work - or do much of anything for anyone else today or any day. 

 

But - When you do not receive recognition for your work, and are actively oppressed, and falsely judgedé things need to 

change. 

 

Electronic Arts (Canada), Inc.: 

Well ï letôs jump back to the tale of my joining EA in Canada. 

 

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 of 

their sports games over years such that no one else in EA knew how to build the game.   

 

Distinctive had a lot of unique knowledge of EAôs sports games and corresponding source code, assets, and tool chains 

and pipelines spanning computers and video game consoles.  Of course, talented engineers could figure everything out, 

but they would be starting from handicapped blank slate knowledge of pre-existing insight on how the code and tools 

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

 

Bottom-line ï EA painted themselves into a dependent corner and realized they could get in trouble if Distinctive 

Software leveraged their ñopportunityò. 

 

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 Worldwide was EA Olympus of the EA God ñExecutivesò: 

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 Canada they further expanded to EA Montreal in (surprise!) Montreal, Canada.   

 

EA had become huge with just over ten thousand employees and contracted developers throughout the world ï from 

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 savvy country in the world. 

 

Countries and their national and local governments have numerous laws and regulations that must be followed.  EA had to 

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 same 

governing body would determine which products should be made and which territories they should be localized 

(translated) for and released for retail sale in. 
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Electronic Arts formed ï ñElectronic Arts Worldwideò. 

 

EA Worldwide was feared and spoken of in reverence as if it were Olympus where the EA gods resided and commanded 

the mortals beneath them within their studios or contracted groups. 

 

The names of ñWorldwide Executivesò became spoke both in reverence but also fear. 

 

Worldwide greenlit it and canceled products, features, and technologies across EA globally. 

 

EA Worldwide was EA Olympus practically speaking. 

 

Golden Handcuffs: 

EA Worldwide had total authority 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 innovate new features, products, or technologies.  Otherwise, their career would be 

stalled and likely ended quickly. 

 

The company used ñgolden handcuffsò to keep executives, top talent, and staff with unique ñkeyò knowledge in the 

company and engender loyalty.  They offered handsome rewarding compensation in salaries and bonuses and stock 

grants.  They offered reliable career progression for solid performers hitting their schedules and feature or tool goals.  

Executives further had studio profit-sharing to incentivize their loyalty. 

 

 

EAC Interview ï 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 Software ï with 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 the same ñgame enginesò they had either created or licensed.  He 

was tired of the huge bureaucratic 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 I might approach making 

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 what he wanted to know from me.  It was not a ñhow skilled are 

youò or ñwhat do you knowò interview.  It was a ñhow will you make my idea become realityò open-ended interview.  I 

loved it! 

 

I came to life over the prospect of being able to share my ñideasò on game development and what I believed were the 

ñrightò approaches to both create games but also leverage shared libraries and authoring tools and asset conversion and 

build pipelines. 

 

Since I had been a game developer and development firefighter forever it felt like his questions were virtually ñmuscle 

memoryò to me.  There was no lag or need to ñthink of an answerò.  I just gave him my proven answer one after another. 

 

He asked about what they should not do - in development of a lot of handheld games.  Once more muscle memory ï I 

gave a litany of examples I had seen external and internal developers fail, and emphasized examples showing how as a 

technical director I had saved many games from complex situations efficiently and quickly.  
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EAC Interview ï Director of Product Development Tony Lam: 

Following my interview with Warren Wall - I met with Tony Lam.   

 

Tony had ñlight programmingò questions for me.  He seemed intent on confirming I could program and understood video 

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 was.  

He appeared to be ferreting out if I was more than an engineer and what level of business acumen I might have. 

 

Tony sought to understand how I functioned as a Technical Director.  He wanted to know how much of an auditor I 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 ï Move to Canada: 

Finally, Tony wanted to know why I would want to move to Canada.  And how long would I stay? And would I become a 

permanent resident, or even Canadian citizen? 

 

I answered all of Tonyôs questions well.  But I was surprisingly not prepared to answer the question of ñhow longò would 

we want to remain in Canada? 

 

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

 

WOW!  Moving to ANOTHER COUNTRY!!! 

 

Although it took a bit to process the question I answered, ñYes, of course.  I am here interviewing because I am interested 

in a long-term opportunity.ò  The words just flowed out after a moment of thought.    

 

I was there for the job.  If the job was good, I would stay.  If it was bad, I would leave.  It was up to EA if it would be a 

good or bad experience, because I would certainly be awesome at my job. 

 

It was not until that interview moment that I comprehended the idea that Katherine and I 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: 

After meeting with Tony Lamé 

 

I met with a senior software engineer Dan Kennett who was the ñhardcoreò interviewer.  Dan delved into deeper coding 

questions than Tony did and evidently had a lot of tools and technology experience but extraordinarily little consumer 

experience or video game development experience. 

 

Dan asked questions around shared technology and how I ensured game features and games leveraged tools and tech 

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. 
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Dan could see my expertise covered minutia and nuanced detail that he had not heard of or known himself.  He could see 

that I was a video game console development guru (not just an expert).  In fact ï years later Dan would describe me as a 

Video Game Industry Luminary. 

 

Danôs last question suggested to me his possible assessment of me from the interview.  He asked how I would feel being 

his manager and what kind of flexibility should he expect? 

 

I shared with Dan my empowering style of working with people, and that I 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 that 

should be rare. 

 

I am all about ñshowingò what I think and ñexplainingò why I think what I do.  Dan could not have known how relentless 

I am at defending my point of viewé but ï he, surely, would learn over the years. 

 

EA Fusion ï Leaving EA Olympus to Form and Reign over óMini EAô [within EA]: 

Further talks with Tony Lamé 

 

Tony returned ï 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 disillusioned with how ñEA Olympusò ran things and he wanted out so he could run things his own 

way without EA Olympus interfering.  EA Worldwide hoped to accommodate Warrenôs wishes and let him create and run 

a ñMini EAò within EA. 

 

The new group was to be exclusively directed by Warren as a ñgiftò to him from EA Worldwide to keep him employed at 

EA because he had informed EA he intended to resign unless he could ñstart overò and create a new group outside EA 

culture and directives.   

 

But Warrenôs new group had some strings ï he had to operate within an approved budget and generate a specific 

minimum revenue over a multi-year roadmap.  Expectations were formalized in Key Success and Performance Indicators 

(KPIs/KSIôs) for the business and for its operation and for its sharing tech and processes and assets with other EA studios 

or groups. 

 

If Warren failed to hit the KPIôs his ñMini EA experimentò would be over.  But if hit the KPIôs he could expand the group 

further to make more products and obtain bigger budgets to larger and ñdeeperò feature-rich games. 

 

Tony detailed that the new group would be Warren Wallôs exclusive group and division, outside the control and purview 

of ómain EA properô ï  

 

¶ Tony said Warren was forming a new, ñMini EAò, an experiment for total independent operationé within EA 
Worldwide 

 

Dave McCarthy: 

Nexté 

 

I met with Dave McCarthy - who was a marketer - turned 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.   
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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 Rise ï and Drafted Behind Them: 

As an aside - Dave was a strong proponent if identifying a leader that was óon the riseô ï and draft behind them, ensuring 

they succeededéand promoted and took him along with their ascent.  It worked well for Daveé 

 

Dave McCarthy convinced Warren Wall that he (Dave) should lead Warrenôs producer ranks and manage all products ï 

from their designs, experiences, features, qualityé even their development schedules.  He argued his marketing 

background coupled with his MBA would empower him to be a better product leader than anyone else at EA Canada. 

 

Warren ï eventually did appoint Dave to run Fusion.  And EA Canada promoted him to Vice President over the 

divisioné. In the future, following our great success. 

 

ñMini EAò Fusion 4-Person Startup in EA: 

Back to interviewing at EA (Canada)é  and EA Sportsé 

 

It was clear ï  

 

1) Dave was the head of production 

 

2) Tony was the head project management 

 

3) They wanted a head of engineering 

 

¶ Dan was a senior engineer but apparently too junior to be the engineering head 

 

4) Warren was the Venture Capitalist (VC) that called the shots ï and he was óadult supervisionô over the 

neophyte division heads (Tony, Dave, Dan, and me) 

 

Dave wanted to know how well I took directions.  And - if my game design background would be an asset or a problem.   

 

Dave ï clearly - intended to be in command.  He was a clich® ñcontrol freakò.  But he also was aware of how much he did 

not know ï dare I say he knew how immensely ignorant he was about video game design and developmenté and that he 

needed help. 

 

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

strengths.  Dave knew he needed me. 

 

He explained that the new group was small ï that I would be the fourth employee, excluding benefactor executive, Warren 

Wall. 

 

Evidently - I had satisfied Daveôs worries during the interview - since he asked me to wait to meet with Warren Wall 

again.   

 

I 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.   
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Warren said right off, ñEveryone was impressed with you, Richard.  We would like to make you an offer to be a Technical 

Director.   

 

The compensation will be determined by Electronic Arts in Redwood Shores California since you are a U.S. Citizen and 

would be working here in Canada.  There are several ways they may want to structure things and that will affect the 

compensation.  We will let you know in a few days if you are still interested in the role?ò 

 

I answered, ñYes, the position sounds great.  Exciting portfolio of games and shared technology.  I learned from Dan you 

already have a lot of shared tools and libraries on video game consoles, so maybe we can start from there for handhelds.  

Who knows?ò 

 

Warren smiled with obvious approval, ñGreat.  You seem perfect for what we need.  You round out our team. I will get 

Julia Knot who will call a taxi for you to return to your hotel.  It has been great meeting you, Richard.ò 

 

That was the end of my interview.  Julia Knott retrieved me from the office and asked how it all went.  She was super nice 

and cordial while I awaited my return ride to the hotel. 

 

I called Katherine upon finishing the interview and excitedly shared with her that EAC intended to make a job offer to me.   

 

The next few days I received the job offer, and I accepted it. 

 

I was an employee of Electronic Arts Canada ï the fourth employee and tech cornerstone of the new ñMini EAò Fusion 

division. 

 

As an aside ï we eventually joked that the new group should have a name of extreme power without harmé 

 

¶ we formally named our group - óFusionô ï because we fancied ourselves as nuclear power without any byproduct 

or waste ï pure, efficient power like the sun! 

 

We were - Fusion. 

 

EA Fusion ï Rather Rule in Hell than Serve in Heaven: 

As I reflected on Tony Lamôs recount Warrenôs lost faith in EA Worldwide - and how he thought he knew better how to 

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 is derived from Miltonôs Paradise Lost ï 

 

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 my choyce. 

 

To reign is worth ambition though in Hell: 

 

Better to reign in Hell, then serve in Heav'n. 
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When I heard the story of how Warren Wall came to command his own ñMini EAò within EA it sounded a lot like 

Miltonôs Paradise Lost where Lucifer declared he would rather reign in hell than serve heaven.  Like Lucifer Warren 

sought to be free of the control of watch of EA while he reigned over his own division called Fusion. 

 

EA Fusion ï Rather Rule in Hell than Serve in Heaven continued: 

Flashing forward for a moment at EA (Canada)é 

 

Strangely ï in retrospect Fusion was Warrenôs óHellô.   

 

What became of me - I became the CTO and COO over Warrenôs óHellô.  I think there is a poetic analog thereé 

 

And Warren ï he chose to rule his own Division, rather than serve Olympus [in EA Worldwide]. 
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E224 Creating Fusion Continued 

 

 
Local File: 

.\LibertyBooksVideos\E224 Creating Fusion as Independent Company within Corporate EA Electronic Arts.mp4 

 

Rumble Episode Link: 

https://rumble.com/v55upl7-e224-creating-fusion-as-independent-company-within-corporate-ea-electronic-.html 

 

YouTube Episode from @HellDifficulty Channel: 

https://youtu.be/kRhchh5wDeo 

 

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

 

Learn how Richard met John Schappert ï and how John called Richard boisterously as ñMr. Seaborneò whenever they met. 

 

Richard shares his views on healthy iteration vs addiction to iteration. 

 

Listen to his views on being an empowering manager. 

 

Richard notes the value of formally defining What Good and Done Look Like, What Matters Most, and more. 

 

  

LibertyBooksVideos/E224%20Creating%20Fusion%20as%20Independent%20Company%20within%20Corporate%20EA%20Electronic%20Arts.mp4
https://rumble.com/v55upl7-e224-creating-fusion-as-independent-company-within-corporate-ea-electronic-.html
https://youtu.be/kRhchh5wDeo
https://rumble.com/v55upl7-e224-creating-fusion-as-independent-company-within-corporate-ea-electronic-.html
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I was Relentless Like a Terminator: 

While working at Electronic Arts (Canada) ï the home of EA Sports, and many other gamesé 

 

Years later - Dan would describe me as ñrelentless like a Terminatorò (from the Terminator movie and TV series ï they 

hunt and chase and never stop never give up).  

 

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

I have always been an empowering manager ï 

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 Looks 

Like (WSLL) and What Good Looks Like (WGLL) and What Matters Most ((WMM).   

 

1) What Success Looks Like (WSLL) ï product and feature and tech success. 

 

2) What Good Looks Like (WGLL) ï individual performance and professional behavior. 

 

3) What Matters Most (WMM) ï 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 to 

quantify and prioritize features even if they were emotional or subjective. 

 

EAC Shared Office with Desmond Lee: 

On my first day at EAC I was shown to my temporary desk where I 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 ñnewbieò to explore and compare notes with. 

 

John Schappert Recognizes ñMr. Seaborne!ò 

When walking down a hallway a short somewhat rotund man with wavy longôish hair exclaimed loudly echoing through 

the corridor, ñMR. SEABORNE!!!!!!!ò   

 

It was John Schappert. John had been in the computer and video game industry as long as I had ï maybe a few years 

longer even.  That was rare then!  And even more rare now! 

 

He was a programmer for Visual Concepts then. He made console games like Desert Strike and  

Jungle Strike.   He would later be co-founder of EA Tiburon in Florida.  He parlayed his success with EA Tiburon to 

become CEO over EA Canada and EA operations in Canada.  Even Warren Wallôs ñMini EAò Fusion ñautonomyò still 

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,    
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In a meeting.  In a hallway.  On a field.  Even in a cafeteria.  And through peopleôs closed office doorsé 

 

 ñMR. SEABORNE!!!!ò John would exclaim!  Once he even used a megaphone to yell my name through 

someoneôs office door. 

 

John liked me and we shared an ñold schoolò game developer history together. 

 

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

Back in the day ï at Visual Conceptsé 

 

I had interviewed Greg Thomas of Visual Concepts as a possible subcontractor, but I opted against working for them 

when I observed they were ñsmall timeò and had no path to grow. Their leadership team operated as the designers and 

creators, and the rest of the staff were soldiers implementing their ideas. 

 

If I worked for Visual Concepts, I would just be a programmer to them, not a developer or game creator (as I saw myself).   

That did not work for me.  I declined to continue talks with Greg and Visual Concepts after my first round of interviews. 

 

John Schappert ï and Intolerance for Feigned Competence, and his Megaphone: 

John Schappert and I enjoyed a lifelong mutual respect from our first meeting at Visual Concepts.  Johnôs meteoric 

success is largely the result of his passion and innate intelligence.  He knew how to motivate and drive people ï even if it 

was a ñuniqueò style. 

 

Schappert (often called by his last name alone in the hallways of Electronic Arts) had a reputation for walking throughout 

the company and on its fields with a megaphone. He would scream into the megaphone to have his shrill of a high-pitched 

voice goad or taunt staff, particularly management and senior management. 

 

Johnôs most shocking megaphone actions were his occasional office door megaphone announcements.  He would put the 

megaphone against someoneôs closed office door and scream into it different things.  Sometimes he would say something 

as simple as the personôs name or ñI am coming in, itôs JOHN!ò.  John was fun and playful and silly.  Some people did not 

appreciate his sense of humor. 

 

He had a passive aggressive disdain for executives or any staff for that matter that operated in the ñfat foldsò of 

corporations and did not contribute tangible ñwork valueò to the business.   

 

John and I 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 ultimate 

quality.  Tony was responsible for operations and schedules.  I 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 I argued there 

was a point of diminishing returns, and we need to ñtime boxò iteration to protect other features from being starved by 

burning too much time on a feature.  Dave accepted our arguments but forever we three would playout the development 

schedule vs feature vs quality dance. 

 



Part of the Hell Difficulty Saga and The Liberty Zone 

  

TECH ZONE + HELL DIFFICULTY SAGA ï BOOK 6                       

MORE ADVENTURES + THE VIDEO GAME INDUSTRY                            

PART OF THE HELL DIFFICULTY SAGA  

 AUTHOR:  RICHARD SEABORNE  

P a g e| 75 of 605   

I coined Daveôs desire to tweak and tune games to the 11th hour at the risk of other features or the schedule as ñAddiction 

to Iterationò. 

 

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 defined KSIôs, and What Good Looks Like (WGLL) with defined 

KPIôs. 

 

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 ï A LOT!  And so, we were slightly ñaddicted to iterationò. 
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E225 Mind Over Body at Fusion 

 

 

 
Local File: 

.\LibertyBooksVideos\E225 Mind over Body and John Schappert in EA Electronic Arts Fusion.mp4 

 

Rumble Episode Link: 

https://rumble.com/v55upln-e225-mind-over-body-and-john-schappert-in-ea-electronic-arts-fusion.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 McCarthy) ï a race with John Schappert 

presiding with a Megaphone. 

 

Richard recalls óold schoolô game design tenants and principlesé 

 

He talks of fundamental differing design strategies between Japanese and American-European design approaches. 

 

Listen to Richard regret the power Publishers have over game design and qualityé  

 

Richard shares more stories working with Technical Directors, Art Directors, CG Supervisors (AKA CG Sups), and more. 

 

Learn how deeply John Schappert loves óold schoolô retro video games ï and thusly ï loves emulators. 

  

LibertyBooksVideos/E225%20Mind%20over%20Body%20and%20John%20Schappert%20in%20EA%20Electronic%20Arts%20Fusion.mp4
https://rumble.com/v55upln-e225-mind-over-body-and-john-schappert-in-ea-electronic-arts-fusion.html
https://youtu.be/j461HpyPm_4
https://rumble.com/v55upln-e225-mind-over-body-and-john-schappert-in-ea-electronic-arts-fusion.html
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ñMind over Bodyò vs Trained Athlete ï Tony vs Dave on the Field Track: 

Tony and Dave had a ñfunò rivalry with Tony evangelizing tech and planning over Daveôs addiction to iteration. 

 

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 and 

laughed at Tonyôs naµve ignorance of mind and body.  They were 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 ñraceò was about completion not speed for them.  If Tony could finish half 

Dave would concede victory to him. 

 

Tony ran and jogged and barely walkedôish stagger trotted.  He collapsed and could not overcome his body with his mind.  

His body was spent two times over.   

 

Tony lost ñbody over mindò that day against Daveôs athletic ñbodyò and mind. 

 

Mind over Body is not necessarily true.  There areérealities. 

 

John Schappert ï Race Competition and the Fire Truck and Megaphone: 

During the race competition - by 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 engine was John Schappert!  EA Canadaôs CEO rode up on top of a big red fire truck with his 

megaphone and screamed, ñWho is going to win?  Mind over Body Tony?  Or Athlete Dave?  We are here to pick up 

anyone that dies on the field.ò 

 

It was a grandiose way for John Schappert to both participate and genuinely provide emergency medical assistance should 

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 with 

hydration. 

 

ñReal Gamesò were Johnôs Passion: 

Possibly due to his ñold schoolò video game background - or maybe because he loved games that overcame the 

dependence on Hollywood-style licenses & cinematics ï that relied heavily on sizzling special effects to carry them.  

Games ñback in the dayò - had to be fun óin the momentô and keep stimulating dopamine releases for accomplishment and 

achievement and discovery. 

 

John grew up on a diet of ñreal gamesò that offered core play mechanics that were fun unto themselves ï he loved games 

that were genuinely ñfunò and addictive. 

 

He liked games developed in the traditional ñJapanese Video Game Designò approach.   

 

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 and 
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then play mechanics and finally challenge-reward loop.  Conversely, Japanese game development focused on the opposite 

order ï play mechanics, challenge-reward 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 

punishing but highly rewarding on mastery, and not require any ñopposing forcesò or sound or music or fancy graphics.  

The core mechanic 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 to the 

core play mechanics.  Once it was fun to move about and do things in a ñworldò, characters (people, animals, critters that 

engage the player) were added to give larger quests and missions.  Then add an overarching story arc to justify the gameôs 

setting and goals.  Finally integrate sound and music and pretty graphics.  And then tune and balance and refine the game 

to maximize addiction challenge-reward cycles and provide memorable ñshareableò watercooler / playground bragging 

moments. 

 

American and Western European game development seemed to believe people buy and play games based on the story and 

characters whereas Japanese game development seemed to believe people buy and play games for in-the-moment action 

play. 

 

I always preferred the Japanese style of game development because I felt players spent 99%+ of their time executing the 

game mechanics and believed they should be the most refined and best experience ever.   

 

People skip non interactive sequences ï movies and the likeé Game play, mechanics is everythingé 

 

Publisherôs Limit Games - Escape from Hell reduced from Four Discs to Two Discs: 

Now, I admit that I was not always the best at achieving the most balanced and immersive game designs.  Usually that 

was the result of publishers limiting me.   

 

As example ï Escape from Hell was originally a four 5.25ò floppy disc game ï spanning four discs - but EA reduced it to 

two floppy discs when the new high density 3.5ò floppy discs were rising in computer popularity.  EA had to pack BOTH 

3.5ò and 5.25ò discs on the retail box since both 3.5ò and HD 5.25ò drives were everywhere ï you could not rely on which 

drive any computer had.  And so EA managed costs and reduced my 4-disc game to a 2-disc 5.25ò and 1-disc 3.5ò pack-in 

game. 

 

I had to introduce crazy compression and dramatically reduce Hellôs scope.  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 their 

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 original 

games too.  Publishers rarely approved games based on core mechanics or game play.  They usually made decisions on 

what games they would fun based on the gameôs world setting and level vision, story, and characters.  Graphics and 

Sound and Music were ñassumedò to be good in the final game.  And engineering was likewise presumed to ñwork outò.   

 

Technical Directors, Technical Art Directors, CG Supervisors, Art Directors, é: 

Technical Directors (TDôs), Technical Art Directors (TADôs), and Producers were Publisher staff to direct and help 

developers succeed.  They were the insurance policy to ñfixò ailing projects that went off the rails.  Technical Directors 

and Technical Art Directors were the engineering fire marshals preventing fires, or firefighters putting them out.  

Producers were the game experience design marshals. 

 

There were similar roles for art and audio creation and composition. Asset creation and quality was less ñtechnicalò and 

more ñartisticò and so required different specialists ï Computer Graphic Supervisors (AKA CG Sups) and Art and 
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Animation Directors.  These people made sure the game looks and sounds great and matches with the action.  Later in the 

industry, work included motion capture, lip syncing, and much more. 

 

Most Technical Directors and ñtech expertsò regardless of professional discipline ended up reporting to me because they 

wanted to work for someone that ñgot itò and I was a rare leader that understood end-to-end everything about making 

games and the cultures around the world surrounding it. 

 

Johnôs Love of Old Consoles and Emulators ï and his Friends vs Staff: 

Decades later in EA John Schappert had heard of one of our Fusion engineers developing an ñold schoolò Super Nintendo 

Entertainment System (SNES) emulator to run on the Sony PlayStation Portable (PSP).  John decided EA should publish a 

collection of ñclassicò games on the PlayStation Portable. 

 

He summoned the engineer with me to discuss our technical approach and what he might expect in the final emulator in 

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 

personal computer to the PlayStation Portable.  Johnôs loyalty to his friends was nice but their tech was weak and would 

never run fast enough or within the memory constraints of the PSP.  But John wanted his friends to do the worké 

 

The engineer had prototyped the emulator on his own time and was offended John would take his idea and give it to an 

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 this 

lone engineer was lightyears ahead of Johnôs friendsô emulator tech.  John agreed in the face of undeniable proof.   

 

Fusionôs emulator won the bake off! 

 

Fully funded and approved the engineer was promoted and made product lead to create EA Replay which became 

successful portable experience bringing back to life old games including Jungle Strike and Desert Strike: Return to the 

Gulf (yes, it helped sell the idea to John Schappert since he worked on them early in his career), Road Rash 1, 2, & 3, 

Syndicate, Ultima VII: The Black Gate, Wing Commander + Secret Missions, Virtual Pinball, Mutant League Football, 

Haunting Starring Polterguy, Budokan: The Martial Spirit, and B.O.B.  EA Replay had a log of ñold schoolò games. 

 

It was great to defend the underdog engineer from executive preference so his vision could become reality and our team 

could feel triumphant and motivated to ñshow how awesome it could beò because they won the bakeoff and felt they 

needed to prove themselves. 

 

Risks and Rewards: 

Reflecting on the wild ride of leaving the United States to work for a foreign company ï albeit in Canada ï was 

enlightening and terrifying.   

 

But the reward of taking the leap - and plunging into the unknownéwas greatéeven if the risk was likewise great ï and 

intimidating. 

 

I concluded - you had to take risks, to achieve great thingsé and my career in EA proves it was the right decision.  I took 

the right risks. 
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E226 OH CANADA!  LIVING IN CANADA  

 

 

 

Local File: 
.\LibertyBooksVideos\E226 Oh Canada Living in Vancouver British Columbia Canada.mp4 

 

Rumble Episode Link: 

https://rumble.com/v55upto-e226-oh-canada-living-in-vancouver-british-columbia-canada.html 

 

YouTube Episode from @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 break-in, horse-drawn carriage, and Snowmageddon. 

 

Listen to the stories of Alban Wood and Gaz Iqbal ï and the dynamic duoôs Wireless Act. 
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Living in Canada 

Moving to Canada: 

To work for Electronic Arts in Canadaémeant, wellémoving to Canada. 

 

And - Moving to Canada was no small featé 

 

Having our household packed and crated we drove to Vancouver, Canada from Huntington Beach, CA (where we had 

lived)é we had much more to do. 

 

We had to have our cat Suniko further immunized - and obtain a certificate of health before she could immigrate to 

Canada with us.  She hated the very long drive despite the vet prescribing some ñkitty valiumò to calm her nerves.  

Unfortunately, the ñkitty valiumò just freaked her out and made her more unhappy.  We listened to her tormented meows 

and moans four hours and hours and hourséuntil we finally reached the Canadian-USA border. 

 

Ironically, no one even asked about the cat.  We just went on through with no cat drama or concerns by Canadian customs 

and immigration. 

 

I have many random tales of events and experiences while living in British Columbia, in the Pacific Northwest of Canada. 

 

Canada is Part of British Commonwealth: 

I recall seeing a portrait of the Queen of England in the immigration office.  I learned later that Canada sees itself as a 

ñCrownò Country and operates many government businesses like auto insurance as ñCrown Corporationsò.  As I was 

informed - Canada is a 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 Canadian-USA border 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 things) we found an available brand-new 

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.  We loved our 

condo in Vancouver. 

 

Despite the little office and tiny kitchen (oh yea ï only 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.  I 

made my office in a narrow but deep closet; my little ñtable deskò touched three walls.  I would ñwalk into my office 

tunnelò to play games or use my computer for email or work. 

 

Common to living in a dense urban city and in skyrise we parked in an underground parkade (Canadians call parking 

structures óparkadesô).  Therefore, we had to carry groceries and purchases from the garage into an elevator and up to the 

sixth floor we were on.  I had used a computer cart for groceries, but we eventually purchased a collapsible wheeled 

ñgrocery cartò to facilitate transporting things between the condo and our car. 
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Americans Not Invading Cannon: 

We heard a cannon fire everyday while living in downtown Vancouver.  We were nearby Stanley Park which had a hiking 

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 everyday to signal that ñthe Americans had not invadedò. 

 

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 they did. 

 

And they kept the tradition ongoing giving us a cannon shot every day. 

 

As an aside ï 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: 

I visited Nova Scotia in Canada to see a developer.  There were a few interesting tales from that trip, I 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 downtown.  No one rode with him that I 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 behind a 

barred gates to its camera surveilled underground parking slot. 

The thieves managed to follow a car opening and passing through the gate.  They ñtailgatedò their way through the 

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 

ñblindò areas of the camera surveillance system and so were not monitored or recorded as they victimized a row of cars. 

 

Our car was in the row of cars the thieves attacked.  They inserted a tool into the driverôs door lock and ripped the locked 

out entirely as they destroyed the doorôs lock frame and harness.  They then opened glove compartments and popped the 

trunk to take anything remotely of value ï even dimes and pennies.  They took everything! 

 

We learned that there is nothing to be done about car break-ins but accept them and move on.  The government had given 

up on the crime ï too petty, too insignificant compared to bigger issues like the Hellôs Angels smuggling heroin via 

submarine!   

 

Harmful Consequences from Selectively Enforcing Law: 

Yea, Canada had weird and bazaar criminal problems that made them ignore petty crimes like car break-ins. 

 

What are the consequences of such lax law enforcement? 

 

Well, I saw it firsthand.  And the statistics say it unequivocally ï British Columbia had the highest auto break-in rate in 

North America much less Canada. 

 

Obvious to me - there are harmful consequences from selectively enforcing laws.  
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House in Port Moody, Canada: 

After many years of success at Electronic Arts I had been promoted to Chief Technology Officer over the Fusion business 

unit.  I would later become Chief Operating Officer and the replacement CTO reported to me thereafter. 

 

With my success and corresponding stock grants at EA I was able to liquidate them, so Katherine and I had the down 

payment necessary to purchase a house in a nearby city called Port Moody. 

 

It was a tri-level house with an additional ñbasementò grandmotherôs suite.  The house was built on a hillside.  Its staircase 

descended from the main floor down to a mid-hill large room we made into a ñmedia roomò and continued down to a 

ñgrandmotherôs suiteò which was a complete apartment with bedroom, bath & shower, kitchen, etc.  And the staircase 

ascended to a second floor overseeing the greenbelt behind the house and down three+ floors to the backyard. 

 

Inside the house had huge 20ô vaulted ceilings with walkways crossing the upper floor with views to the massive family 

and living room areas.  The kitchen was huge like a ranch-style open kitchen with a center island to aid cooking and food 

preparation. 

 

I believe the house remains one of the most impressive houses I 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 snowstorm ï it was 

Snowmageddon in British Columbia! 

 

The snow came down and came down and seemed like it would never stop.  I was a stalwart though and rose early 

morning as day broke and armed with a four-foot-wide snow shovel I shoveled 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 I 

had been tossing up higher and higher on the driveway snowbanks on its sides. 

 

There was nothing visible anymore but white everywhere ï undisturbed 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 greater 

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 use on non-snow months due to 

potential damage to the roads) but while that afforded more traction, people still drove like boneheads without respect for 

the skid and slide threats of snow and ice and black ice ï and 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 sharp for the slippery road surface. 

 

I drove to work every day in the snow no matter how insane people thought I 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 thousand people ï it was 

Snowmageddon ghost town.  
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Although driving in the snow was scary I did it successfully without any major incidents.  I 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 and 

I rushed outside to see what had happened.  A huge foot+ thick sheet of ice maybe ten feet by nine feet separated from the 

roofôs icy layered sheets and it slid 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 the ice ñran offò too like an ice blade from Hell. 

 

Had anyone been beneath that ice sheet I would be amazed if they did not die.  It was incredibly huge and massive and 

heavy.  And it came down within seconds once it dislodged. 

 

Lesson learned ï 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 ï Olympic Fencer, and Event Clock Programmer in Switzerland: 

Although I interviewed ï literally ï well over a thousand people over my time in Fusioné some people stood out ï 

especially good, or especially bad. 

 

At one point - We interviewed a native Montreal French-Canadian 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.  I had no idea 

there was a dedicated job just for Olympic clocks and timers, but that was Albanôs job. 

 

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 huge achievement 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 programming 

languages and data structures and algorithms ï as taught in schools.  He then learned to program games on his own and 

managed to get a job working 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 ï Paid for Genius with Stress: 

While I could tell numerous tales of Alban Woodôs extraordinary talent and remarkable personal integrity and 

commitment to family and friends, perhaps one of his standout traits in addition to those really great and positive ones.   

 

Alban suffered tremendous anxiety over his ability to succeed and his familyôs dependence on him as a cornerstone of 

their lives and as their sole source of money.  His wife was native Switzerland and moving to Canada just as she became 

pregnant with their future firstborn daughter added more strain to Alban than perhaps he could handle. 

 

Alas ï Albanôs stress manifested in his torment driving him to march around the office buildings to burn off stress.  He 

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 a price ï Alban paid for his immense talent with his inner peace; I have 

often wondered if Albanôs success in job and family will fully compensate him for the suffering - he endured to be the 

man he was. 
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Alban Wood ï A True Friend:  

In life there have been scant few people I would call a true friend.  Alban was one of those people.   

 

We battled so much together in terms of work challenges and missions ï TECH and ENGINEERING AND 

NETWORKING AND OPTIMIZATION AND GAME DEFVELOMENT AND GAME DESIGN QUESTS! 

 

I am proud to say that Alban would march into Hell to fight its hordes just as I would for him. 

 

I think that is what a true friend would do.  They would mark into Hellé for each other. 

 

Alban Wood and Gaz Iqbal ï The Dynamic Duo: 

Later on, during my work with Alban we hired a man named Gaz Iqbal.  Gaz struggled 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.  Partnered 

with Alban as his sensai to teach and guide and shape Gazôs innate talents, Gaz soared in expertise and value to the 

company. 

 

At one point behind closed doors executives in Electronic Arts made clear to me that Gaz was ñmy employeeò and I had 

to make sure he got along with everyone and could communicate effectively.   

 

I 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 I was subordinate in the organization I just answered that there have been no issues I knew of and Alban and I were 

fine being the óleadô interfaces to any teams that may otherwise need to interact with Gaz. 

 

It was dumb.  Gaz proved to be one of the best engineers we had in the division.   

 

Alban Wood and Gaz Iqbal ï 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-five person team and held up two physical wires ï with 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.  However ï this was 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 or 

negotiate a connection with another device.  Their solution was to physically move the wires so close they could ótalk to 

each otherô without amplification, and ensure they had a common protocol to send messages back and forth. 

 

Even Sony, the maker of the hardware, had not even achieved what Alban and Gaz had done.ô 

 

Again ï they were geniuses!  They were cornerstones to the connectivity across all games in our division ï Fusion.  
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E227 Working in Canada 

 

 

 
Local File: 

.\LibertyBooksVideos\E227 Working in Vancouver British Columbia Canada at EA Sports Electronic Arts.mp4 

 

Rumble Episode Link: 

https://rumble.com/v55upwm-e227-working-in-vancouver-british-columbia-canada-at-ea-sports-electronic-a.html 

 

YouTube Episode from @HellDifficulty Channel: 

https://youtu.be/meKfVvSVujE 

 

Description:   
Hear stories of Electronic Arts in Canada - , EA Worldwide, EAC EA Sports, EAX Blackbox, é 

 

Learn about multi-story óTree of EAô in the center of the top floors of the Vancouver Downtown Price Water House 

skyscraper. 

 

Listen to tales of Richard and Alban Wood, their óTerrace Talksô high above Vancouver, and some of their misadventures. 

 

Richard shares tales of moving teams to different buildings throughout his career, noting the importance of assigning space 

planning leaders ï Space Captains and Space Cadets. 

 

Richard shares tales of his commute through the down & out tenderloin of Vancouver ï Hastings Street where legal Heroin 

Clinics operatedé 
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EA Worldwide and óThe Tree of EAô Downtown, Price Water House ñEA Floorsò: 

At one point our Fusion business unit was moved to a temporary office space downtown Vancouver on its landmark Price 

Water House building.   

 

EA Worldwide was based on the twentieth floor, and it was posh!  Spanning from the 20th floor down to 17th floor (where 

Fusion was) was a hollowed cutout vertical glass cylinder encasing its ñeye of a stormò.  Growing from the 17th floor up to 

the 20th floor was a live tree. 

 

That is right ï EA had a huge living tree growing inside its offices that extended from the 17th floor up to the 20th floor 

where EA Worldwide executives worked. 

 

We joked it was the tree of life for EA ï óThe Tree of EAô life. 

 

EAX Downtown, Price Water House ñEA Floors: 

As an aside ï 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. 

 

EAXôs founder and producer for Needs for Speed had a ñdealò like Warren Wall had where he was allowed to run EAX 

as he saw fit if he achieved his assigned product and corporate Key Performance Indicators (KPIôs).   

 

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 choice ï but I walked to work when Fusion was based in the Vancouver 

downtown offices shared by EA Worldwide and EAX.   

 

Uphill all the way to work for months on end with temperatures at or below freezing, and when it ñrainedò it either pelted 

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 downhill ï need count your blessings. 

 

Alban Wood ï Friend and Colleague: 

Alban was worried about moving to Canada from Switzerland because his wife was pregnant, and they feared too much 

upheaval too late in her pregnancy might introduce complications.  Alban was a worry-wort EXTREME.  He suffered 

extraordinary anxiety; he would break 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 could 

ever be ï all the time.  Alban did not give himself time to rest or recuperate.  He did not give himself time to stop and 

breathe.  He would run and run and runéuntil the job was done, or he collapsed. 

 

I remember Alban walking laps around the company building to unwind and ñfind a zoneò that he could return to less 

stress and be able to focus once more. 

 

Alban and I forged a deep personal friendship and bond.  We would march into Hell for each other ï of course because we 

both would only ask the other to enter hell for a just heavenly cause. 
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Albanôs 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 they 

did so without incident. 

 

Alban would have baby girl with his wife while at EA.  And then a second daughter.  And then a third daughter.  He has a 

great story of overcoming his anxiety and rising within EA through sheer willpower and driven self-learning and sacrifice.  

He took an EA opportunity to return to Switzerland for several years to spearhead a technology turn-around for EA 

globally, and from there he was handsomely compensated such that he was able to buy a million-dollar house in North 

Shore, Vancouver. 

 

Alban Wood and The Terrace ï Trust and Friendship: 

Although there are many tales, I have with my adventures with Alban Wood.  We were allies and friends, and I deeply 

trusted and respected Alban. There are few people in the world I can say that I never once questioned their commitment or 

loyalty to me ï Alban is one of those extremely rare people I could truly trust. 

 

When Fusion was based in downtown Vancouver, we were on the 17th floor.  On the 19th floor was an open terrace that 

was rarely used because it was so high up and had only a four-foot-tall wall with handrail ï 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 look out over the Burrard Inlet and see far to Stanley Park and Lionôs Gate Bridge and to North Shore.  

You could see the huge multi-peaked white tent of the Vancouver convention center.  You could watch cruise ships come 

and go into port.  You could see sea planes flying to and from the channel.  And there were walk and bike paths along the 

shore for miles. 

 

The terrace became a place of ñrefugeò for Alban and I to retreat and philosophize on where we were and where we were 

headed.  We would muse about game design principles and engineering ideas and solutions.  We were each otherôs 

thinktanks and EA and Fusion benefited from the synergy that formed between us. 

 

I will always consider Alban a true friend and someone I can trust.  And that is extremely rare. 

 

Fusion Moves to Burnaby (Swing Temporary Space, then Phase II New Building): 

Fusion eventually left EAôs Vancouver downtown workspace and moved to Burnaby.  At first Fusion was on two floors 

of a temporary ñswingò space while EA finished building its huge new Phase II second five story building that included a 

motion capture studio and huge underground gym.   

 

EAôs Phase II new building was adjacent to EACôs main campus and connected via ground floor and skywalk corridors.  

Everything was glass or shiny bright metal.  It was posh and made everyone feel fancy and incredibly special and 

important to be allowed to work in such impressive facilities. 

 

Space Captains and Space Cadets: 

To make moving offices ófunô we assigned Space Captains with supporting Space Cadets to plan and execute their moves 

along with their team mates. 

 

I continued the Space Captain and Cadet moving ófunô form Electronic Arts when I joined Microsoft. 
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HoloLens in the Dungeon: 

As an aside ï when working on HoloLens at Microsoft my team and I were moved to a window-less underground ólabô 

where we worked in secret on the under-development augmented reality hardware Microsoft was then covertly 

developing. 

 

When they announced HoloLens to the world, they declared that beneath the announcement building were secret Research 

and Development labs where the magic was made. 

 

My team and I were that magic! 

 

Why do I say we moved into a dungeon? 

 

It was not just the underground window-less chambers we were in.  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 directed 

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 go up 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 I went into Microsoft to 

work on HoloLens. 

 

I will discuss more on my HoloLens work later. 

 

Drive to Work ï Hastings Street, Throng Swarms Car in the Hastings Street óHood: 

As I commuted to Fusion each day when it was in Burnaby traffic was bad.  Although I only had to drive about eight 

miles it took forty-five minutes!  Round-trip that was an hour and half DAILY! 

 

My time was precious, and I did not want to waste time commuting if I could avoid it, and so I tried all sorts of different 

paths to work.  I found the best path was so much faster than I could get to work in fifteen minutes on a good day ï WAY 

FASTER! 

 

I discovered ñHastingsò which was an underbelly street that cut near the Burrard Inlet and a train station.  It was a ñdiveò 

of an area where police left people to abuse drugs and do whatever they wanted with little intervention.  Only violent 

crimes seemed to attract police involvement. 

 

One morning heading to work I observed a throng of bums and addicts assault a car with someone inside unsure what to 

do.  They attacked after the car bumped into a homeless person dashing across on a bike.  Another homeless woman 

dashed to the fallen bicyclist.  And then screaming and every bum and addict from all directions swarmed and began 

striking and kicking and shaking the offending car. 

 

The carôs driver was left with few options ï 

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 option that was ñgoodò.  I watched from behind the assaulted car in my silver 

convertible Mercedes SLK.  Yea, I stood out like a sore thumb driving through Hastings. 
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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 its 

car megaphone, ñStand clear!  Stand clear of the car!  Move IMMEDIATELY from the car.ò 

 

The mob dispersed and an ambulance arrived shortly to assess the bicyclist for injuries.  I was waved on with the rest of 

the traffic finally.   

 

Hastings Street was usually a fast shortcut to work even if it was ñthrough the valley of darknessò every morning and 

night.  Yea, I worked until 8 to 10pm most night and so enjoyed the Hastings Street ñevening showò as well. 

 

Drive to Work ï Mercedes in the óHood: 

Once an addict exclaimed, ñYou, rich mother fucker American, get the hell out of here!ò  It was weird ï how and why did 

he think I was American?  The car was purchased in Canada and had a Canadian license plate.  Oh well ï some things are 

never known, and how a bum knew I was American remains such a mystery. 

 

I was the ñMercedes in the óHoodò.   

 

Hastings Street - Big Baggie, Cray-Shee, and Little Baggie Plus the Heroin Dancers: 

The Hastings Street drive to work was often filled with colorful skits or ñcreativeò activities by its residents and patrons.   

 

There were three recurring ñcharactersò I remember seeing on Hastings Street ï 

1) Big Baggie ï a man that reliably leaned on a wall morning, day, and night with a big bag of ñsomethingò.  And 

when people walked up to him, he would pull smaller bags out of his big bag and hand them to his ñclientsò.  It 

appeared he was selling drugs of some kind though I cannot confirm what he was selling since I never even 

waved at him much less spoke with him.  Regardless of what he was distribution, I labeled him ñBig Baggieò. 

 

2) Cray-Shee ï a woman that appeared to be a regular ñstreet walkerò drug-addled prostitute.  She was not 

particularly attractive, but her continued presence suggested she must have a sufficient clientele to fund her life. 

 

3) Little Baggie ï there appeared to be another man selling dope, but he had a much smaller bag.  I jokingly referred 

to him as a ñLittle Baggieò. 

 

4) Heroin Dancers ï 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 was 

already down-and-out crime ridden. 

 

It was common to see people ñwiggle danceò as they walked down the street.  I learned that heroin can put people 

in a state where they wiggle and move their limbs like noodles with poor motor control.  Sometimes their 

ñrealityò is so wacked that I have seen them dance with street poles and signs.  One man had sex with a building 

corner.   

 

The ñheroin dancersò were surprisingly able to stay off the road but once in a while someone danced there away 

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 horn was a bad idea ï the locals were not necessarily ñfriendlyò.  And they were often outright 

hostile and jealous and envious and resentful.  éespecially against people in Mercedes, like me. 

 

Despite all that ï I endured the horror show to improve my quality of life by saving time.  
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The Building Arm ñVehicleò Fiasco: 

Katherine and I 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 thing ï a building 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 damage to the car, and so decided to ignore the incident. 

 

Alban felt terrible about it but I 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 front of 

him drove through 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 ñarmò closed on our car and Alban inside it.  But it happened.  Oh well. 

 

I received a letter in the mail from the Insurance Corporation of British Columbia (ICBC) which was the government run 

auto insurance corporation.  The letter said that I was guilty of hit and run at the buildingôs address and was ordered to 

remit payment for damages to the plaintiff. 

 

WHAT!???????  How could Alban (or my car) be responsible for a gate hitting my car? 

 

Well, Alban explained the ñarmò broke off hitting my carôs roof racks.  He had carried up into the office building and left 

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 too.  Yea ï cars 

can drive into buildings. 

 

And they said it always the ñmoving partyò that is guilty, and cars move and buildings do not move.  Therefore, cars and 

drivers are always guilty. 

 

I challenged the supposition profusely!  UNTRUE!  The buildingôs security arm ñMOVEDò and struck my car!   

 

The ICBC assessor was surprised how simple and valid my argument seemed.  She agreed to go and investigate the 

ñcrime sceneò to see what she could uncover or determine herself now that there were ñtwo moving partiesò involved in 

the incident. 

 

Fast forward to the conclusion ï the 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 themselves.  Simple ï ONE SWIPE, ONE GATE 

OPEN & CLOSE, REPEAT. 

 

HOWEVER ï the warning sign was occluded by a big yellow bar suspended to stop ñtoo tallò vehicles from entering the 

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 as a 

moving party and so was guilty of hitting my car.  She asked if I wanted to pursue damages from the building owner now 

that they are guilty, and not me? 

 

Stupid!  I told her that I had no interest in anything further and thanked her for helping close the silliness out. 
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Backing from Building Arm ñVehicleò Fiasco: 

Maybe a year after Alban had the run-in with the building security gate arm in my SUV I had a similar thing happen to me 

ï sort of. 

 

I was waiting to go through a security gate in the EA Phase II building back entrance.  There was workerôs truck in front 

of me asking security through the entry microphone-speaker to let him in to ostensibly do work.  Behind me were two 

other cars waiting, and more collecting as time ticked onward. 

 

The utility truckôs reverse lights came on and he started backing up with no regard to the train of cars behind him.  I did 

not want him to hit me and so I reversed a bit but the car behind me moved forward at the same time ï tiny crunch. 

 

The damage was at most five hundred dollars but the ñvictimò behind me was determined to report it to ICBC since it was 

ñthe right and proper thing to doò. 

 

It turned out that ICBC has another hard rule ï any 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 knock-on ding was 100% my fault and 

responsibility to pay. 

 

You are Victim to Laws ï Within and Outside the USA: 

There was nothing to do - but to embrace different country laws ï knowing they are inconsistent with laws elsewhereé 

and there is nothing you can do about them. 

 

I learned ï you are a victim of laws, unjust or not ï within and outside the USA. 
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E228 Fusion vs EA Canada and The World 

 

 

 
Local File: 

.\LibertyBooksVideos\E228 EA Fusion vs EA Sports, EA Canada, and The World.mp4 

 

Rumble Episode Link: 

https://rumble.com/v55upzx-e228-ea-fusion-vs-ea-sports-ea-canada-and-the-world.html 

 

YouTube Episode from @HellDifficulty Channel: 

https://youtu.be/9JjWqAXLEgo 

 

Description:   
Richard recounts the ever-present conflict and jealousy Electronic Arts studios worldwide had with EA Fusion. 

 

He shares how it felt often like it was ñEA Fusion vs. EA Worldò. 

 

Richard details how Fusion was better at hiring, judicious at firing, very profitable, self-learning, and innovative. 

 

See how EA Fusion growing and thrivingé 

 

 

  

LibertyBooksVideos/E228%20EA%20Fusion%20vs%20EA%20Sports,%20EA%20Canada,%20and%20The%20World.mp4
https://rumble.com/v55upzx-e228-ea-fusion-vs-ea-sports-ea-canada-and-the-world.html
https://youtu.be/9JjWqAXLEgo
https://rumble.com/v55upzx-e228-ea-fusion-vs-ea-sports-ea-canada-and-the-world.html
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Fusion versus the [EA] World: 

As Fusion grew within Electronic Arts (Canada)é it gained the attention of the numerous studios and divisions across EA 

globally, and especially from its immediate neighbors in Vancouver, Canada - AND - those that shared the building with 

Fusion were especially observant. 

 

The competitive rivalry was palpable if not outright destructive.  But the company fanned those fires of dog-eat-dog 

division versus division it seemed.  I believe they wanted teams to fight for hiring the best staff from each other, and drive 

innovation to 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 studio 

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 profitability - would 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 PROFITABILITY.  

 

Fusion established itself as the second-most profitable division with Electronic Arts worldwide.  We protected ourselves 

from incursions into our operations and business from other EA groups and divisionsé which ï in the future when 

Warren Wall left the group and we lost, and with him, our authority and influence and protection.  Our work was our only 

real defense lineé   

 

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 slightly and re-brand them as 

their own.  They would wait a year or more and eventually people forgot where the tech came from, and their sinister 

ñtheftò of our innovation was successful and garnered executive favor. 

 

Fusion Better at Interviewing and Hiring: 

Like I said ï the rivalry against our extraordinary success and innovation was extreme.  We attracted love and jealous hate 

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 them 

with no regard to impact on our projects.  They would plead ñvictimò to get the best ñnew hiresò for the studio, alleging 

that ñFusion always hires the best people, and we get stuck with the dregs!ò   

 

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 people 

with more interest in 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 leverage were not always enough to protect Fusion from ñsmallerò or ñsiegeò assaults 

against us.  Most studios saw how successful and profitable we were with making games like Madden football and the 
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Sims and NBA Live and so many more.  They concluded they could take the revenue for themselves by taking the games 

back into their studios to develop and release themselves instead of letting Fusion make them. 

 

EA was structured such that specific studios ñownedò specific games and technologies.  Typically, the ñownershipò goes 

back to when it was originally created but sometimes divisions or groups ñinheritedò a game or technology that they were 

lucky/unlucky to become the new ñownersò.   

 

Because of the EA studio ñownershipò model Fusion was at-risk of losing virtually of its portfolio going forward.  Dave 

McCarthy, Tony Lam, and I went on an EA studio world tour ñhat in handò making our case as to why shifting 

development from Fusion would harm 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 dates 

reliably, and extremely profitable (proven by unit sales and revenue). 

 

Fusion versus EA Studios (they wanted games and revenue from us): 

But some studios were not having it ï they 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 bottom-line was in the crosshairs.   

 

Fusion was hands-down the most efficient studio in EA Worldwide and was the second most profitable.  But it was the 

ñyoungestò EA studio and so did not have the ñdeep stateò connections other studios had.  Of course ï it also meant 

Fusion was not shackled by ñold ways of thinkingò or antiquated tools, libraries, pipelines, frameworks, engines, or any 

related tech.   

 

EA Worldwide awarded Fusion ñownershipò of all EA handheld games going forward; Fusion could delegate them to 

other studios, but it was Fusionôs decision. 

 

Fusion was back in control of its destiny.  We were product ñownersò.   

 

Fusion was like Me ï Self-learning, Innovating as Trailblazing Pioneer: 

Fusion was a lot like me ï self-learning, self-innovating - 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 

accept it and go away.  They were ñbonusedò based on how well their studio performed and they coveted Fusionôs 

profitability. 

 

It was Fusionôs success that catapulted Dave to run Fusion as its head ñpresidentò and EA corporate vice president.  And 

promoted me to Chief Technology Officer and later Chief Operating Officer (overseeing the new CTO).  And promoted 

Tony to COO and later to 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. 

 

Fusion ï I was Responsible for A LOT: 

I was responsible for a lot in Fusion ï 

People: 

1) designed Fusions Central Team organization and directed game team staffing and training. 

2) managed Technical Direction teams. 

3) managed all central engineering and technology staff and resources. 
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4) dotted-line-managed all Fusion Central Teams. 

5) managed all external development strategies and plans - audit 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) created and drove EA Canadaôs Mentorship program. 

11) created EA Canadaôs Interview Techniques and Standards. 

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 and 

skill requirements, which became the blueprint for EA creating Job Family Matrices for Producers, Designers, 

Managers, and Artists. 

14) developed materials and presented them as ñTed Talksò to many groups of 175+ people at a time in EAôs ñBigger 
Pictureò theater; topics included ï 

a. interview Training. 

b. mentorship Training. 

c. development Training and Insight for Video Game Consoles and handheld devices, including architecture and 

software design, data structures and algorithms and approaches specific to our games and potential new 

application ideation, debugging and optimizing in abstract and specific application to games and hardware. 

 

Product: 

15) audited and assessed development schedules and estimates, 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 ½ to 5 days 

maximum duration with associated dollar cost (to make ñrealò how expensive features are to the team) and quality 

estimation of 1-4 (avoided odd numbers so people must decide which side of ñgood enoughò the quality was, and 

quality average in aggregate over art, audio, play control, story, and all features reflecting ñtotal qualityò.  There is 

a lot to the process and people joked I used the ñForceò (from Star Wars) to grok it all and find ñholesò in the 

incredibly huge and detailed plans. 

17) supported innovation and creativity ñfree expression innovation developmentò project ñFusion Labsò and their 
demonstrations. 
 

Technology: 

18) innovated and created shared libraries through EA for game memory and file management, 2D & 3D graphics 

conversion formatting and rendering including pre-baking runtime address ñfixupsò for speed where possible, 

sound and music conversion mixing and playback, input control, local and Internet network libraries and standard 

matchmaking user interface and cross-game communication libraries and assets, and manufacturer technical 

requirement checklist (TRC) compliance libraries and guidelines, and per-game and aggregate 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 controller 

hardware. 

22) innovated emulator hardware and software for yet-to-be-created gaming consoles and handhelds, including 

complete PlayStation Portable emulation on Xbox 360 consoles using Casio tiny TVs attached to Xbox game 

controllers ï the result was a handheld gaming device projecting approximately the graphic resolution and 
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runtime ñspeedò performance of a PSP but using an Xbox controller, Casio TV, and an Xbox running emulated 

source code. 

23) Engaged directly with platform manufacturers to shape their Software Development Kits and even next generation 

hardware designs, e.g., convinced Sony to add more memory, a different memory BUS and Direct Memory 

Access (DMA) between its universal mini disc (UMD) ñread buffer random access memory (RAM)ò and the 

main central processing unit (CPU).  Similarly, I pressed for DMA from CPU RAM to the graphics processing 

unit (GPU) Video RAM (VRAM). 
 

The list of things I was responsible for and delivered is vast and impressive by anyoneôs standards.  Combine that I did all 

of that while adapting to a foreign country and in only about seven years.   
 

Honestly - I 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 allegedly 

the guru that was behind EA Sports.   

 

After a few months at EA, Gaivan asked me what I thought of EA with my limited experience. 

 

It was a loaded and dangerous question.  I was new ï what could I legitimately say with confidence that I ñknewò about 

EA Canada (EAC) 

 

Well, I guess I always had an opinion, and this was no exception.   

 

I answered, ñEAC is not what I expected.  I imagined the pinnacle of development expertise.  I envisioned the most laser 

thinking and crystal-clear strategies to channel creativity into innovative features and polished experiences.  I thought I 

ñhad arrivedò and was allowed to enter Olympus with the gods of game development.ò 

 

ñBut what did I find?  I found a bunch of super talented people that do whatever they feel like as long it somewhat relates 

to the intended experience design.  They do not seem to óownô features or delivery against defined expectations.  I see 

they are scheduled but slipping just means moving the dates out ï no consequence and no care,ò I furthered. 

 

ñAnd auditing and progress assessment?  I see it done, but the same thing ï move the dates out.  And when the dates are 

coming too close, cut features,ò I said exacerbated. 

 

ñIt feels like everyone ódoes what they feel like, what they think is the right thingôé but they do not do anything about 

insight gleaned or things to improve, and I already see they repeat this behavior over and over,ò I lamented. 

 

ñThe only reason this óapproachô works,ò I asserted, ñis because EA Sports has been making sequels for so many years 

that the teamôs do not need to understand the code or tools or pipelines anymore.  They hardly even need to understand the 

features from yesteryearôs releases.  In fact, they literally just bolt on óchangesô without seemingly knowing how it all 

works under the hood,ò I said. 

 

ñI think it is terrible, honestly.  I wish I could fix it.  But I am happy being in Fusion and seeing how I can help there.ò 

 

Chief Non-Technology Officer (CNTO) Gaivan Chang: 

Gaivan Chang was formally the ñChief Technology Officerò of Electronic Arts Canadaôs country-wide operations 

including EA Vancouver Burnaby (EAC), EA Vancouver Blackbox (EAX), Montreal (EAM), and their respective 

contracted development studios. 
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He had grown up through the ranks of EA Canada from its origination of Distinctive Software before it was purchased by 

Electronic Arts headquarters in California, U.S.  He rose with the water level being promoted as people were hired out of 

respect for his early 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 in 

a venerable status by most people and, importantly, by EA Worldwide executives.  EA Canada founders were ñmade 

menò like the mafia and were protected. 

 

Gaivan had the nickname of ñChief NON-Technology Officerò or CNTO.  Gaivanôs engineering skills were on part with a 

recently graduated computer science major hired as a junior engineer. His technical skills were not up to the job of leading 

a two-thousand-person organizationôs technology choices and engineering designs and plans. 

 

It was evident that Gaivan was ñemeritusò and had no genuine clout or authority within EA anymore, if he ever had 

authority, I never knew. 

 

Scott Cronce ï EA Worldwide Chief Technology Officer: 

With Gaivan Chang being the Chief NON-Technology Officer, it fell upon me to ñownò all tech for Fusion.  That was fine 

for me because I ñknew what had to be doneò and it was obvious that Gaivan had no idea what had to be done. 

 

I met and became allied with EA Worldwideôs Chief Technology Officer Scott Cronce.   

 

Scott was a seasoned engineer but had not done ñhands-onò significant coding in years, if ever had I do not know.  But 

Scott knew enough to understand software designs to ñcall bullò on people.  His tech experience was ñsufficientò for a 

super senior director, but he would fail if he had to get into the code and find and fix something. 

 

Scottôs superpower was his political prowess and network across the globe.  He was a sommelier and owned several high-

end restaurants.  He used his restaurants to host ñpowerò executive and developer meetings to unite and focus leaders and 

creators.  He hosted developer conferences and made sure new technologies made within EA or available outside EA were 

communicated to studios to assess.  Scott was an excellent interface and broker across EA for technology. 

 

The key take-away for me was ï Scott Cronce is an ally that can help me navigate and negotiate across EA, but he is not a 

source for solving technical or engineering problems or architecture or designs. 

 

Scott proved to be an excellent ally within Electronic Arts. 

 

EA Fusionôs Success Grew Portfolio and Budgets, and Needed More Developers: 

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 and techniques to leverage and share art and audio and tools and game source code between 

handheld and console gaming devices. 

 

With our triumph in the handheld market and early success in the console market, EA Worldwide decided to ñgo bigò 

with Fusion and invest even more money so we could advertise our product line with much larger budgets. 

 

Comparatively speaking from our humble beginning ï WE HAD HUGE MARKETING BUDGETS! 

 

We also had increased development budgets to hire internal and external teams.  
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Fusion was on a tear with hitting homerun after homerun. 

 

Reverse Takeover from Within (EA Fusion vs EA Canada): 

Tony and I joked sometimes that we should ñtake over the worldò [of EA] via a Reverse Takeover.  He imagined we 

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 but it was 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 ñwalked on waterò and ñparted seasò with our constant stratospheric successes, and unheard-of rate of growth. 

 

Sixty Hires in Sixty Days, and Ongoing Hiring and Training: 

Over two months we hired sixty employees during one of our growth bursts ï one 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 months. 

 

Although hiring 60 people in 60 days was our all-time 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 lots of ñnew hireò documents and samples to ramp people up as quickly as possible.  We assigned a mentor 

to each new hire to be their shepherd and guide within EA for their first ninety days. 

 

Yep ï it was a major part of my role, hiring the best people for the right roles.  And exiting people that did not ñpull their 

weightò by failing to do their assignments to quality or at all.  Fortunately, we had remarkably few ñbad hiresò and so this 

was a rare situation for us. 

 

Fusion was kicking butt and taking names! 
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E229 IT IS A BIG GRAY WORLD!  

 

 

 

Local File: 
.\LibertyBooksVideos\E229 It's a Big Gray World of Mobocracies, Syndicates, Mobs, and Lone Wolfs.mp4 

 

Rumble Episode Link: 

https://rumble.com/v55uq9f-e229-its-a-big-gray-world-of-mobocracies-syndicates-mobs-and-lone-wolfs.html 

 

YouTube Episode from @HellDifficulty Channel: 

https://youtu.be/hgunmMN8VOk 

 

Description:   

Hear dark tales of international óslush fundsô and óregional liaisonsô that dealt with local even illicit ï illegal 

matters. 

 

Listen to an extreme example story of international marketing gone awryé in Russia. 

 

Richard enumerates what he looks for during an international tour where visited many potential contract game 

development and art & animation companies 

 

He notes how heôd traveled over a million miles in support of his jobé  

 

And - he shares how he encountered vastly diverse and different laws and culturesé  

LibertyBooksVideos/E229%20It's%20a%20Big%20Gray%20World%20of%20Mobocracies,%20Syndicates,%20Mobs,%20and%20Lone%20Wolfs.mp4
https://rumble.com/v55uq9f-e229-its-a-big-gray-world-of-mobocracies-syndicates-mobs-and-lone-wolfs.html
https://youtu.be/hgunmMN8VOk
https://rumble.com/v55uq9f-e229-its-a-big-gray-world-of-mobocracies-syndicates-mobs-and-lone-wolfs.html
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International Business ñDealingsò 

Not All Stories are Glowing Times Full of Glory: 

Not every story is full of glowing times, full of gloryé  or of internal development or politicsé but rather ï abroad, 

internationallyé throughout the darkest corners of the world and its mobocraciesé 

 

Here are some such talesé 

 

International Slush Funds: 

As EA Fusion expanded - so 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.  Of course ï that was 

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 ñInternational Slush Fundsò as an example of how companies navigate ñcomplexò foreign backdrops 

and theater. 

 

Development and Marketing are allocated budgets to advertise, host events, hire employees and contractors, and purchase 

materials and rent venues.  All straight forward standard stuff. 

 

And then was ñthe slush fundò which Scott said was like a mega-petty-cash piggy bank that no one pays attention to.  

Money was deposited in these foreign accounts under the sole control (and visibility) of the regional studio management.   

 

The regional leadership would sit on the slush fund until something needed to be paid for that was ñgrayò.  ñGrayò things 

were bribes and kickbacks and payoffs.  The international slush fund was there to ensure less-than-honest unsavory people 

were ñcoveredò so the company could continue to do business without trouble. 

 

Regional Leaders Borderline ñIllegalò Using Slush Funds: 

Surprised?  Did you think companies all operate above board and completely within the rule of law?  I have observed 

most companies are the opposite and operate 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 make them do ï pure and 

simple. 

 

Therefore, regional leaders that used slush funds to clear the path for business or events bypassed proper channels and 

visible spending.  It was in contradiction to Sarbanes-Oxley laws that demanded spending be reported so audits can 

confirm legality protecting 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 

quick 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 ñdid want the slush fundò because it empowered regions to succeed where they otherwise would 

be stalled by local crime lords or government control ï all of which could be ñgreasedò with slush cash to get out of the 

way. 
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Russian Marketing Event ï 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 rave-like party scene with colorful flood lamps and strobe lights, 

performers, food, drinks, and music.   

 

EA rented buses to transport attendees to and from the airport to a ñreservedò hotel.  Likewise, they rented buses to transit 

them between the hotel and event sites. 

 

The bomb shelter was the centerpiece for daily meeting and presentations.  But there were special activities planned for 

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 

ñmilitary tank eventò. 

 

Russian Marketing Event ï Stopped by óPoliceô (despite having paid óprotection feeô): 

Halfway to the tank activity the bus caravan was pulled over by local police.  They spoke angrily in Russian and pointed 

at the passengers.  They ranted and yelled and were saying words in broken English at times like ñArrest!  Not Paid!ò 

 

Scott explained the Russian police were not paid the ñprotection feeò so, as foreigners, they would escort and protect the 

journalists from Russian dangers.  The ñdangersò were mobsters and corrupt police or officials.  And the police that 

offered protection were offering to protect the bus caravan from them (the police!).  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 ñprotection feeò and many other ñfeesò to ensure the event was safe and fun 

and successful.  The officers were apparently not informed, and so their ñapologyò were jovial laughs and leaving. 

 

Russian Marketing Event ï Slush Funds Made Problems Go Away: 

Russia, Ukraine, China, Romania, and many countries require ñslush fundsò to open doors and keep things moving.  And 

most of the time it is for ñdarkò illegal or ñgrayò things at best. 

 

ñSlush Fundsò may seem wrong, but it turned out they are ñnormalò for businesses.   

 

ñEvilò corruption was accepted as ñnormalò and expected, and so was planned for. 

 

Bottom-line:  Slush Funds made problems go away. 

 

Russian Marketing Event ï Riding Tanks and Barrels (BOOM Unmentionables): 

One standout crazy element of the Russian Marketing event was one journalist accepting a joked challenge that óReal 

Russian Menô can sit on a tank cannon when it fires.  
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Well ï the Russians were dismayed the journalist wanted to sit on a cannon barrel and feel it blast.  They warned him it is 

much more painful and dangerous than he imagined. 

 

But he pressed for his óexperienceô.   

 

And he got ONE HELL OF AN EXPERIENCE! 

 

His genetalia felt the most profound ókickô that may have left him infertile for the rest of his life.  He moaned and 

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 his 

return flight to the States. 

 

Some people are truly stupidly óbraveô. 

 

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 mention end-to-end full-service video game developers became a 

significant challenge.   

 

We worked with contract companies throughout the world ï China, India, Ukraine, United Kingdom and Scotland, 

Canada, and the USA.  I engaged remotely with Dubai, Australia, Brazil, Russia. 

 

It is worth noting that I continued to operate with half development and asset creation using external developers thereafter 

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 game 

development but for art, animation, sound effects, music, and engineering for game features and tools if the group was 

unable to develop a complete game on their own with EA Fusionôs support and oversight. 

 

We hired staff and contractors as fast we could ï  

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 twenty-five (325) employees. 

3. we sought to likewise double our effective team size by using external contractors ï 650 people worked for 

Fusion collectively throughout the world. 

 

I managed contract development of games and tools and assets like art, animation, sound effects, music, user interface, 

level/world layout, play balance tuning, and everything involved in making a game within a specified budget on time. 

 

Responsible for Everything ï Success Was on my óAtlasô Shouders: 

Yea, bottom line ï I was responsible for ñEVERYTHING!ò 

 

My manager Tony Lam used to say, ñif something falls through the cracks, it is your fault.  Because it is your job to 

prevent anything from falling through the cracks.ò   

 

He even emphasized. ñIf a game is not fun or does not play well it is ALSO YOUR FAULT unless you warn ahead of 

time that quality is too low to release to the publicò. 

 

Tony was smart and had solid advice for me throughout my years working with him.  He was explicit in his requirements 

and made clear to me ï  
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Success was on my shoulders ï PERIOD. 

 

Sure ï I was EAôs óAtlasô holding the world and its burdens on my shoulders.   

 

That may sound awful and overwhelming, but I LOVED IT!  With the opportunity to be blamed came the opportunity to 

shine.  And I SHINED!!!  I ROSE AND ROSE AND ROSE ï from Technical Director (TD) to Chief Technology Officer 

(CTO) to Chief Operations Officer (COO) 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 peak-

valley people and resource demand while expanding our divisionôs options and portfolio. 

 

Our development model shifted to manage and support external companiesé in addition to our internal development. 

 

External Contract Company Due Diligence and óShop Stewardsô: 

In working with external groups, We performed due diligence to assess ï 

 

1. capabilities and gaps in expert domains or critical knowledge or staffing holes.   

 

2. decision-making 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. 

 

It may be worth noting here that it is common for teams to have a ólocalô in-the-trenches defacto leader that 

represents the team and often speaks for them.   

 

It is imperative to identify organic óshop stewardsô early on because they often reflect the ótrue cultureô of a 

company.  And they can ótankô or ómake successfulô most projects. 

 

WIN OVER THE SHOP STEWARD!  If you win over the shop stewardé you will be rewarded.  Gain trust and 

respect from the steward and give the same back.  Be honest and genuine. 

 

As you can tell ï I 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. 
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Traveled the World in Support of Job and Career ï So Many Experiences and Tales: 

Indeed ï I traveled throughout the world in waypoints and final destinations and leveraged my corporate trips to do a little 

sightseeing in each location, and to venture out to shops, restaurants, neighborhoods, and traditional ósiteô attractions. 

 

Admittedly ï I tended to avoid anything ótouristô focused because it has always felt dishonest and, bluntly, not real. 

 

I wanted to see óthe real worldô and all its warts and underbelly, not just the pretty maintained facades for visiting tourists. 

 

Instead ï I went wherever I was interested in.  And I had more interest in run-down vehicles, construction equipment, and 

óreal lived-in neighborhoodsô with all their trash and filth and potentially desperate people. 

 

The result of my adventures are a vast array of experiences and stories, and a tremendous amount of knowledge and I 

hope wisdom too. 

 

I 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 course ï 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 compliment ï regardless of true or not.  I will let the world decide my óhistorical relevanceô. 

 

More than Million Mile Frequent Flyer ï 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 had 

become working with external companies.  Consequently ï I traveled A LOT! 

 

I traveled across the United States and Canada, and often to the United Kingdom.  In some instances, I traveled to more 

distant locations like India and China and Ukraine.   

 

Over One Million Miles  in Frequent Flyer Bonus points I had racked up, earning my wife and I (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 variants 

of viruses and bacteria along the way.  And the literal threats from people that sought to steal from you or even harm you 

if it benefited them - ESPECIALLY in China and the Ukraine where mobocracies and corruption reigned. 

 

In the end ï I do not believe my travel benefit my health or happiness at all.  It did, however, grant me greater 

understanding of culture and governments and laws ï and how random and inconsistent they are, and yet each localityôs 

denizens believed their ówayô was the óright wayô. 

 

Indeed, I did learn a lot from my travels abroad.  I just did not particularly enjoy my adventures internationally, as 

apparently many people imagine they would. 
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Mike Crump:  

I worked with a project manager named Mike Crump while at Electronic Arts (EA) in Canada. 

 

Mike was tall at nearly six and three-quarters feet tall.  Yea ï he towered above most people.  He was a thin build and 

demeaner was that of a óhighly properô man.  He was the most óclean cutô person I may have ever met in my life.  Always 

shaven and hair trimmed and quaffed perfectly.  He wore polo shirts and ALWAYS a sweater ï no matter how hot it was.  

Mike had a signature ólookô and he was proud of his óbrandô.  

 

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 major 

video game publisher Electronic 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 Mike had honor and integrity.  He refused to take óbad ordersô or óshut upô when he knew something had to be said or 

done for the sake of the team or products. 

 

Mike reported to me while I worked at EA.  He was a great employee ï you could rely on Mike and trust him implicitly to 

do the right thing and watch your back. 

 

I was always impressed with Mike Crumpôs professionalism and personal integrity.   

 

World Tour with Mike Crump:  

Mike and I 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 date ï and 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 speed 

hiring employees we could not deliver what was being asked of us. 

 

Due Diligence ï Finding Quality Contract Partner Companies: 

Objectively ï Mike Crump and I had no idea if we could even find quality developers, and if we could - find and hire - 

such developers - we could not be sure, that we could manage them effectively remotely.   But we had to tryé  it was our 

big shot to greater glory! 

 

Mike and I hit the pavement and the phones and the Internet to ï 

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 in-person due diligence with companies that passed the first steps. 

 

5. travel to and complete assessment of capabilities and risks and mitigations. 
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6. recommend óhireô/ôno hireô with instruction on how to make the company successful, shoring up resource or 
expertise gaps. 

 

The World Tour in Search of Developers: 

Mike Crump and I found a series of developers internationally that ófit the billô on paper for having the right expert staff 

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 referred to as óThe World Tourô in search of developers. 

 

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 based, Kiev Ukraine where 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 peak-valley staff demand spikes. 

 

Culture and Expectations Vary Widely According to Country and Region: 

It was apparent ï culture and peopleôs expectations from the world around themé varied widely according to the country 

and region, even according to the caste they were born into. 

 

The world was not fair.  It was a set of rulesé that people had to live within, and complyé 

But - there are gray and black óbackdoorô dealsé to bypass otherwise ólimiting rulesô. There were alwaysé alternatives. 
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E230 Virtuos Art Studio Shanghai China 

 

 

 
Local File: 

.\LibertyBooksVideos\E230 Art Studio Virtuos Shanghai China, Quality of Life Disparity, Underground Gray and Black Markets.mp4 

 

Rumble Episode Link: 

https://rumble.com/v55uqge-e230-art-studio-virtuos-shanghai-china-quality-of-life-disparity-gray-and-b.html 

 

YouTube Episode from @HellDifficulty Channel: 

https://youtu.be/zQeCIHslcEg 

 

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 adventure - from the smiley face buttons at the airport, after automated óhealth fever detectorsôé  

 

éand - on to his hotel with warnings of oppressive Big Brother watching whatever he does in person or on the Internet.é so 

behave! 

 

Hear Richardôs delve into the dark underbelly of Chinaôs knockoff shops and underworld black market. 

 

Listen to tourist tales of Silk Factories and Capitalist Wealthy Shops. 

 

There is so much to hear in this episodeé 

  

LibertyBooksVideos/E230%20Art%20Studio%20Virtuos%20Shanghai%20China,%20Quality%20of%20Life%20Disparity,%20Underground%20Gray%20and%20Black%20Markets.mp4
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
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Virtuos Art Studio (Shanghai, China): 

I oversaw a vast amount of external contract development. 

 

One company I visited was called Virtuos, located in Shanghai, China.  I was in search of an art and animation studio that 

could take on work from our internal development teams because we were short on art resources and work capacity. And 

Virtuos was such a company. 

 

Yea ï they spelled their name incorrectly to get noticedéfor being bad at spelling!?  I always thought that was weird of 

them.  Anyway ï they were spelled V I R T U O Sé vs V I R T U O U S.  Yea ï literally just one extra óUô at the end of 

the wordé Seemed sillyé 

 

Virtuousô origin? Virtuos was a spinoff by an ex-Ubisoft executive from France that operated in Ubisoftôs Canadian 

French-Quebec province office.  Although there was no correlation between Ubisoft and Virtuos the founder held Ubisoft 

philosophies close and strove to run Virtuos similarly. 

 

Of course ï Virtuos was not the same as Ubisoft.  It could not be.  It was based in Shanghai, China.  My adventures in 

China were ówildô and óscaryô a times (more on that later). 

 

Shanghai International Airport ï Temperature Scanners, Happy Spectrum Buttons: 

Headed to Chinaé 

 

I was traveling with Mike Crump, a senior Development Director, that would be the day-to-day supervisor over any 

contractors we might sign to do work for us. 

 

Mike and I finally arrived at the Shanghai International Airport. 

 

Aside from the insanity of people everywhere ï it was like a zoo or an ant hole or a beehive.   

 

There were few notable things about the airport ï and of going through Chinese immigration and customs. 

 

Two things stood out ï 

 

1. Temperature scanners ï there 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. óHappy Spectrumô Buttons ï upon exiting the immigration 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 ï Internet Site Limit Rules: 

The journey to the hotel for Mike and me was uneventful.  We had taken a taxi with our address pre-printed on 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 to any óinappropriateô sites ï places we might have gone to outside of China. 

 

He stressed to us that it was illegal to go to any anti-China or pornographic sites specifically. 
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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 required ï we just had to ask him. 

 

Again ï other than the threat of óbad Internet usageô everything was easy and straight forward. 

 

Adventures in Shanghai, China: 

Mike and I had a few days without schedule company visits with Virtuos.  We had planned to wander the local streets 

around our hotel and see the óreal worldô of China ï 

 

1. Eat at local restaurants. 

 

2. Shop at local retailers (funny ï Shanghai was as capitalist 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 just 

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 souvenirs ï the more authentic and less tourist-like the better. 

 

Adventures in the Tenderloin ï Hotel Desk Clerk Discouraged Us: 

The hotel desk clerk looked horrified when I asked him if there was a store or outlet somewhere that sold óknockoffs.   

 

The desk clerk asserted that we should not go to such a place.  There can be dangerous people there, and they can take 

advantage of ignorant Americans (or Canadians like Mike was).  He advised strongly against going anywhere but to the 

retailers immediately around the ósafeô hotel area. 

 

Well ï I was determined to see óthe real Chinaô and I had heard that Shanghai had a huge óundergroundô illegal tenderloin 

district that ósold everything you could wantô at pennies on the dollar because the goods were ï 

 

1. Defective from manufacturing, so sold cheap through ógrayô channels. 

 

2. Stolen or óexcessô manufacturing that found its way into ógrayô markets. 

 

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 ï we ignored the hotel desk clerkôs advice and asked him to write down the address of the óTenderloinô 

Knockoff district and entrance.   

 

The clerk explained that there was a mall where things were óinexpensiveô and that was where we wanted to go.  He 

emphasized again ï it is dangerous.  Few police there! 
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Adventures in the Tenderloin ï Taxi Driver Discouraged and Refused Us: 

Mike and I 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 looked at our paper and upon reading the address looked horrified and exclaimed ñNo!  No Go!ò and drove off. 

 

Wow ï Mike and I 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 Tenderloin ï Second Taxi Ferries us to Retail Badlands: 

Being warned by a taxi driver and hotel clerk not to go to 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 taking us to the so-called óbadlandsô of retail. 

 

Adventures in the Tenderloin ï Second Taxi Ferries us to Retail Badlands: 

The ómore adventurousô taxi drove us perhaps fifteen minutes through a wide range of sceneries ï dense commercial and 

retail areas, desperate to medium óscaleô residential areas, and through a few stretches of open land or trees.   

 

We eventually pulled into a crowded outdoor mall area with buildings and alleyways everywhere.   

 

Mike and I had narrowly stepped out of the taxi and were rushed by throngs of people with brochures of things for sale.  

Others bellowed, ñGirls! Coke! Anything!ò 

 

We were in the wild west of Chinese retail. 

 

Mike and I chose one of the óbarkersô and told him we wanted to buy knockoffs. 

 

Into the Shadowy Alley ï Mike was Scared (maybe legitimately): 

The street barker showed no fear of engaging with us ï instead he grinned ear-to-ear and exclaimed ñfollow me!ò 

 

He led us away from the outdoor mall and into a very narrow alleyway ï it could 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 now we 

were willfully entering a dark alley with a total stranger in search of potentially illegal knockoff merchandise. 

 

Yea ï Mike may have been smart and prudent.  But we were here, and I do not surrender my quests! 

 

The Tiny Door into Darkness: 

Perhaps midway through the alley there was a tiny door ï maybe five feet tall and two feet wide. 

 

The óbarkerô retail guide tapped on the door and said something in Chinese.  The door opened and a small woman waved 

us to go inside. 

 

Mike looked alarmed and said, ñAre you sure?  We could go into that little door and be killed.  Just like that!  Dead!  

Over!  Are you sure?ò  
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I nodded and affirmed, ñYea, of course.ò  

 

Entering the door was a little intimidating because it was small and the room inside was dark. 

 

But I enteredé first, and Mike followed. 

 

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 some womenôs purses and menôs wallets.  The selection seemed 

small and not at all what I had imagined. 

 

The knockoffs did not look of high quality either.  They looked like knockoffs, and so Mike and I 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 mug 

us.  Mikeôs fear was pervasive for him. 

 

They could see that I had little to no interest in their merchandise. 

 

The small woman leaned over toward us and smiled coyly, ñYou want something else?  You want girl?  You want me?ò 

 

ñNoò, Mike muttered sheepishly.  I replied speaking slowly likewise, ñNoéwe just wantéto buy some thingsénothing 

here is what we want.ò 

 

A man had been sitting in the corner observing us.  I presumed he was a bouncer or a salesman.  Either way ï until we had 

something to buy, or he engaged with us - he just sat there - and we ignored him. 

 

But now - The bouncer salesman stood up - and 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 up long corridor that apparently crossed underground to another building. 

 

The entire knockoff district was operating as a literal underground illicit retail operation on a scale larger than most USA 

malls when considering the magnitude of those little ñdark knockoff shopsò hidden throughout the fa­ade of proper 

retailers. 

 

Mike and I purchased a few things like a fashion tote to carry the other things we bought ï watches, computer memory 

cards, womenôs purses, and numerous small things. 

 

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 a suitcase-sized knockoff 

tote bag filled with nick-nacks. 

 

We saw crazy things ï 



Part of the Hell Difficulty Saga and The Liberty Zone 

  

TECH ZONE + HELL DIFFICULTY SAGA ï BOOK 6                       

MORE ADVENTURES + THE VIDEO GAME INDUSTRY                            

PART OF THE HELL DIFFICULTY SAGA  

 AUTHOR:  RICHARD SEABORNE  

P a g e| 113 of 605   

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 I had ever seen in the USA, UK, or Canada. 

 

2. No gas stations ï they were all underground with only pump handles visible at street level. 

 

3. Grocery stores selling óexoticô food that seemed incomprehensible from an American perspective to eat. 

 

4. When away from the knockoff district - a 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 chased her off ï 

telling me to not let locals interact with me.   

 

It was not clear if the policeman was more upset with Mike and I, or with the woman.  Either way ï we 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 I took a photo of them with a camera, that they had with them. 

 

I 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 extreme ï barely five feet tall versus nearly seven feet tall.  It was like seeing a giant next 

to thin dwarfs. 

 

Indoor Mall - All Prices Negotiable: 

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.  I suppose malls worldwide were largely the same. 

 

The salespeople were seemingly desperate though.  The first booth-store we approached and left without finding anything 

of interest to buy resulted in the saleswoman chasing us outside the store and offering lower prices on everything ï just 

say what we wanted and make an offer. 

 

There was a huge difference ï PRICES 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 logos.  The stuff sold in the mall were ñnormalò everyday things. 

 

Mike and I were about to leave the last store when a surprise happened.   

 

A salesman looked at us and said, ñYou seem okay.  Yea?  You okay?ò 

 

I answered, ñYea, we are okay.ò 

 

He furthered, ñYou not police?  Not police, are you?ò 

 

Surprised, I answered ñNo, we are not policeò.  
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He leaned over to the wall and like the underbelly knockoff ófake wallsô, so was this wall fake.  It opened to reveal a 

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 another ï secret walls and hidden panels opened, all revealing more and more secret illicit goods to purchase. 

 

We bought more things and our ótotes were fullô of knickknacks.  

 

Silk Factory and Shop ï Kimonos, Comforter, and Sheets: 

Mike and I made another trip on a different day to visit a Chinese silk factory and shop.   

 

The factory offered a tour on how silk is ómadeô from silkworms.  It was interesting to see the process of extracting silk 

from worms and processing it and weaving it into various garments and blankets. 

 

I purchased a kimono for my wife Katherine and myself, and I bought a king-sized 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 Virtuos ï they asked Mike and I to go to a local nightclub to see how Chinese ópartiedô. 

 

There were too many people to go in a single car, so the companyôs attending staff and Mike and me took several taxis.  

We had Chinese and English-speaking people with us to make sure we got to the club without communication problems. 

 

Our taxi driver got lost and went on the wrong road 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 evening ï the 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! 

 

Yea ï that was nuts!  Pure and simple! 

 

Was this normal for China?  Was this an insane anomaly?  I will never knowé 

 

Contracting in China ï Laws and Regulations and óTrust but Verifyô: 

When asked how Virtuos made decisions and prioritized work, especially since they contracted with many companies not 

just potentially with us? 

 

Virtuosô founder happily shared over a dinner with Mike Crump and I that he was the ófinal sayô in the company.  And if 

we had any concerns or issues that he would be our ógo toô to resolve things to our satisfaction.  He was extremely 

accommodating and exuded confidence. 
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I pressed further that I did not understand how things worked in China? I told him that I did not know Chinaôs laws or 

regulations working with Canadian or USA corporations, or how contracts might be different. 

 

Of course ï Electronic Arts (EA) had people with external contract experience including working with groups in China.   

 

I had learned over time - not to trust óthe way things have been doneô - or the people that ódid things the way they have 

always been done.ò  I had to confirm and verify everything. 

 

It became a hallmark of mine to honor Reagan-Gorbechev eraôs óTrust but Verifyô mantra, and so I examined and 

assessed everything myself.  No schedule, no company, no feature, no hardware or firmware did not have me deeply 

involved and assessing and providing related strategic plans. 

 

China Controls Everything: 

Virtuosô founder conceded that China controls everything. 

 

Indeed ï  

1. China assigned a native Chinese citizen as ócompany directorô who has total authority over Virtuos and its staff 
and its business. 

2. The Chinese ócompany directorô only observes unless something is done that violates Chinese laws or objectives. 

3. Virtuosô founder makes virtually all decisions, but it is possible to be overridden. 

 

Virtuos Chinese óUniversity Extensionô ï Only Pass as Art Contract Studio: 

Virtuosô office building appeared newly constructed and was impressive in size and extremely maintained and clean).  

The staff were educated and those that spoke English explained how they were ólieutenantsô being translator buffers with 

the non-English speaking Chinese team. 

 

It turned out Virtuosô office building was provided by China free of cost because the building was an extension of a 

Chinese óuniversityô dedicated to training video game and art and audio development. 

 

Yea ï the so-called private contract company was classified as a ócourseô under a never-heard-of óChinese Universityô 

which meant it benefited from Chinese education grants and facilities and free óstudentô staff.   

 

Virtuos being a Chinese university extension seemed like a sham, but they passed our due diligence as an art studio.  They 

failed as engineering or full game development in our assessment, but they were close; we could likely have shored up 

their engineering holes but working in China seemed too much for complex engineering modules. 

 

Virtuos ï Chinese Gateway to Tech, Human-Machine Interface and Game Design: 

Ultimately ï  

 

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 or clone technologies, human-machine interface (HMI) and game designs, and even assets (also sometimes 

with minor tweaks to indemnify them of double-selling should they be caught). 
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3. Virtuos likewise sought to import experience óculturalô design from different territories throughout the world.  
Their goal was to ensure Chinese-made games would feel like Western-made games and appeal to non-Chinese 

markets. 

 

4. China could influence video game designs and cultural concepts if it delivered highly popular globally relevant 

games. 

 

For reference- Tencent is one of the biggest and most successful Chinese video game companies that I can recall. 

 

So bottom line ï 

 

Virtuos was a Chinese government extension to harvest technology and build a network of people to support their 

eventual independent making and publishing of their own games.  Virtuos was noté just a company doing 

worké Virtuos was ónot an innocent enterprise.ô  Virtuous WAS a Chinese Controlled Company. 
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E231 International Operations and Cultural Differences and Corruption 

 

 

 
Local File: 

.\LibertyBooksVideos\E231 International Operations, Cultural Differences, Corruption, Cash Envelopes, Russian KGB, and Ukraine.mp4 

 

Rumble Episode Link: 

https://rumble.com/v55uqdq-e231-international-operations-cultural-differences-corruption-bribes-kgb-an.html 

 

YouTube Episode from @HellDifficulty Channel: 

https://youtu.be/0C4sdrKg-MA 

 

Description:   
Richard summarizes the dominating cultures and corresponding attitudes that he has seen across the globe during his travels ï 

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 contract-giver 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 

allegedly former KGB operativeé 

  

LibertyBooksVideos/E231%20International%20Operations,%20Cultural%20Differences,%20Corruption,%20Cash%20Envelopes,%20Russian%20KGB,%20and%20Ukraine.mp4
https://rumble.com/v55uqdq-e231-international-operations-cultural-differences-corruption-bribes-kgb-an.html
https://youtu.be/0C4sdrKg-MA
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 

 

I traveled more across the United States and Europe and Asia.  Throughout - I observed vast diversity in people and 

cultures.   

 

Attitudes often reflected daily life challenges ï  

 

1. Philanthropy and Generosity and Kindness and Helpfulness Were Tied to resource beyond those needed for 

personal and family and friend and ally survival. 

 

2. Struggling to survive or care for loved ones - all but eliminated compassion and giving to others.   

 

People allege that hardship breeds greater unity and collaboration, but I have seen it breeds cutthroat dog-eat-

dog survive-at-all-costs behavior. 

 

Scraping by to survive leads to cornered-animal irrational desperation that will bite the hand that would 

otherwise feed and care for it.   

 

3. Long-standing Victim or Conqueror ócomplexô can lead to inappropriate delusions of grandeur and capability 

or can result in low confidence and constant need for encouragement and cheerleading and handholding 

through problems and their solutions. 

 

Throughout the world I have seen entire cultures and companies that evolved to be any one or combination of those 

óattitudesô ï  

 

1. Philanthropic and Generous. 

 

2. Struggling and Desperate. 

 

3. Victim or Conqueror. 

 

Biggest Culture, Operations Influence ï Affluence, Location, Governance, Politics: 

Attitudes in companies I worked with globally seemed to vary greatly based on local culture and how dense homes were, 

and according to government and political influences and control. 

 

I suppose that the biggest driver to cultural and operational dissimilarities was how affluent a group was and thusly how 

removed from fear of Survival they were. 

 

But after survival has been satisfied ï 

 

1. affluence can corrupt when so much wealth flows that it disrupts the óneed for innovationô. 

 

2. geographic location including weather and greenery vs cityscape can greatly affected peopleôs outlook on life - 

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 motivating or soul-crushing to people and 

dramatically affect their productivity and ability to be creative and innovative. 
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4. Politics are like governance, but they engender fear of the future and uncertainty of what may come.  Politics can 

erode productivity and excluding a game that revolves around political topics or issues they should be avoided at 

all costs ï within and outside the team. 

 

Therefore - 

STAY CLEAR OF POLITICS AND LOCAL GOVERNMENT RULES AND LAWS AND TAXES! 

 

Let External Companies and Staff Create and Develop and Manage Themselves: 

Although I emphasized with everyone that worked with me when dealing with external contracted companies that our job 

was to define the work that needed to be done and establish confidence that it can be done to quality and on time within 

budget and resources 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 staff 

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 quality.   

 

In my experience ï 

 

When the same people supervise creation ï similar things are created. 

 

Therefore ï 

 

 Empower different people to lead creation ï avoid shackling innovation with control. 

 

Fringe vs Counter vs Core Culture: 

There are times that ódifferentô cultures are too much to tolerate.   

 

Yea ï 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 get 

along with. 

 

1. I used to draw on a whiteboard a big óVô and write inside it ï  

 

óCultureô 

 

2. I would then draw a bigger óVô surrounding the previous óVô and write between the two óVôs ï  

 

óFringe Cultureô 

 

3. I lastly drew a big semi-circle connecting the vertices of the big outer óVô, and write within it ï  

 

óCounter-Cultureô 

 

4. And then I would conclude that we ï 

a. prefer companies and people that share our ócultureô. 

b. support and tolerate ófringe culturesô to our own. 
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c. reject ócounter culturesô because they undermine our values and goals. 

 

In the end ï I counseled people internal and external to our company alike to be flexible and adapt to each groupôs unique 

perspective and local laws and governance and culture and traditions while steadfastly not compromising our own values 

or culture or traditions.   

 

There should be óroomô for both our and our partnerôs cultural needs and values and practices, while we work 

professionally together. 

 

Cultural Differences Do Not Exist in Isolation of Reality Around Us: 

It is especially important 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 I have found the most intriguing is the ówhyô of it ï Why and how do cultures and their values and traditions and 

signage and artifacts evolve into reality? 

 

There are a few reasons I have seen ï 

 

1. Government Legal and Operating Influence 

 

Some cultural differences were the result of government influence, and not the result of peopleôs ideologies or 

beliefs.  In fact ï I observed through my travels that individualôs philosophy bore little impact on the culture they 

lived within. 

 

The most notable government actions I have seen are ï 

 

a. Censorship and Information Suppression and Disinformation and Propaganda. 

 

b. Mobocracy ï 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. óVanishingô or óCancelingô of people opposing government or its objectives. 

 

e. Incentives to do what government wants ï cash, freedoms, childcare, ópizzaô, é 

 

2. Challenging Survival 

 

There is no greater driver of values and beliefs than survival! 

 

And there are so many things that threaten our survival and well-being ï 

1. Hunger and Famine. 

2. Insufficient Water. 

3. Lack of Shelter and Power and Heating/Cooling. 

4. Extreme Weather, Cold, and Heat. 

5. Threat from People and Animals. 

6. Disease and Maladies. 

7. Familial Harm and Ruin 

8. Media and government disinformation and propaganda. 

9. Conflict and War. 
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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 aside ï Philanthropy stems from a fruitful and successful life where the individual or people have exceeded 

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 integrate 

themselves into that personôs psyche. 

 

Indeed ï when a traumatic event happens to a person, they become highly susceptible to outside influences and 

ideological change. 

 

Examples of ónuke and paveô moments are ï 

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 ï I imagine there are countless if not infinite influences and triggers that shape cultures and their values 

and traditions.  I have seen the above cultural influences to be the strongest but am sure others can think of more. 

 

I believe it is nearly impossible to craft or foster a culture or outlook on life that exists in isolation of the reality around us. 

 

Olya Nikitova, KGB International Businesswoman Formed Video Game Company: 

Through my business travels I met a tall thin woman with Russian features and long blond hair.  She dressed 

professionally but with a ósexyô selection of clothing ï blouse, skirt, nylons, heels.  And she always wore ómake upô and 

had her nails done.  Her name 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 satisfied 

with whiling her life away marrying a local and having kids and growing old and eventually dying ï just like 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. 

 

Although I do not know the details of how Olya Nikitova found her ópathô in life, but she had found her way to Moscow 

and was ódiscoveredô by the Russian Secret Service KGB. 
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The Russian KGB wanted to leverage Olyaôs beauty as a spy and for espionage.  She was ómarriedô to a fellow KGB 

agent, and they started an international business to provide for-hire contract services for computer graphics and tools and 

applications and computer and video games. 

 

The idea was to have a ólegitimateô reason to travel all over the globe.  Nikitovaôs offices were in London UK, Chicago 

USA, Moscow Russia, and Kiev Ukraine. 

 

Olya called her company óNikitovaô after her surname.  Olya was very proud of herself and how she escaped her 

smalltown trap. 

 

óBad Attitudeô is a Low-Grade óDamnableô Offense: 

Olya Nikitova was highly intelligent and shrewd, and attractive by even the most discriminating óattitudinalô people.  

Olyaôs intensity and unwavering relentless drive to succeed and overcome any obstacle or barrier came across as a óbad 

attitudeô to most people. 

 

A first I worried that she might be too intense or too aggressive in her motivation to triumph and succeed.  She had her 

own óattitudeô that kept her going despite adversity and danger. 

 

For reference - in my game Escape from Hell I put a rock band in it called òThe óTudesò because I have always felt having 

a óbad attitudeô causes so much consternation and trouble for people that it should be a low-grade ódamnableô offense. 

 

Olyaôs óattitudeô could have been a problem for me working with her, but we shared a lot of common beliefs and so never 

had any inter-personal disagreements or issues. 

 

In fact ï as I worked with Olya Nikitova (more on that later), I grew to respect her and had a good working relationship 

with her. 

 

In hindsight ï it seems that I also had an óattitudeô since Olya and I appeared cut from the same óget it doneô cloth.  It was 

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 reward 

or retention event. 

 

During such a work dinner with Olya Nikitova in Kiev, Ukraine we all had been drinking ï perhaps 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 ex-husband was and still is a KGB agent, but that she virtually never sees him.  It is a marriage for 

appearances and further travel óflexibilityô for he and KGB assignments. 

 

It all sounded excitingé and rather unbelievable. 

 

But Olya suggested working for the KGB is more fantasy - than dangerous.   

 

Mostly she just transported documents and materials on encrypted electronic devices or passed on messages in person.  Or 

moved cash to pay off ñcontractorsò doing ñworkò for Olya or her husband (and the KGB). 
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She remains apparently óassociatedô with the KGB ï you do not quit from the KGB. 

 

But Olya Nikitova had become a dedicated full-time businesswoman and no longer engaged with KGB operations.   

 

éOr so Olya said.  She was just on callé if ever there was something required of her. 

 

And she fit right in - with her new primary headquarters based in Kiev, Ukraine ï a country ruled by mobsters.  Ukraine 

was a mobocracy. 

 

Companies Worried What I Thought of Them: 

Most companies were hyper concerned with what I 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 ï because I could shut down their business with my organization and most likely most other groups and companies I 

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 groupôs fear of my potential harm to their reputation should I go on a mission to expose a company for bad 

behavior or failure to honor or deliver on commitments. 

 

Nikitovaôs Reputation Was Critical to Future and Success: 

Nikitova was no different than most companies.  It wanted to be successful and generate a lot of money, and ideally give 

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 I thought of their team and capabilities and facilities. 

 

ñOperations Inspectorò Paid Off: 

During one of my visits to the company Nikitova in Kiev, Ukraine I observed a frumpy man in a trench coat arrive and 

wait for Olya Nikitova to arrive to discuss ópressing business mattersô according to the office manager who also doubled 

as receptionist and all-around get-stuff-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 I spent the next few hours. 

 

After my time with Nikitovaôs team I returned to the admin, whereupon I saw the frumpy man was still waiting.  He 

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 front 

door and handed the man an envelope as she spoke in what sounded like Russian to me (though I am no language expert 

and have had little 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 ï I asked the admin who the man was and why did Olya give him an envelop in exchange for something 

in a manilla envelop. 
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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 ï 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 letter-sized envelop and he gave a large full-sheet manilla envelop 

in exchange. 

 

It was suspicious ï to say the least! 

 

The admin saw my disbelief and evident incredulous view of her suggesting he was a safety inspector when he did 

nothing at all relating to óinspectingô. 

 

Well ï 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 ï 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 business 

license in Kiev.  She asserted that if he decides not to do an inspection on any visit that was his prerogative.  After all ï 

*HE*  was the inspector. 

 

It was clear ï The Inspector was corrupt and ñon the takeò for bribes and deals to look the other way. 

 

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 double-wide razor-fenced driveway stood guard towers with armed guards 

with assault rifles (and allegedly 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 near 

the buzzer.  They only wanted to hear that you were there to visit the company Nikitova.   

 

If you were there for anything or anyone else ï YOU WERE TO LEAVE IMMEDIATELY!  OR ELSE!!! 

 

Olya Nikitova informed me that the guards ócame with the buildingô lease.  The Ukraine expected people to keep their 

jobs if it was feasible, and apparently Nikitova needed security and so they agreed to employ the previous ownerôs guards 

as part of their lease terms. 

 

Why was Nikitova in a building that had armed guards!? 

 

As it turned out ï Olya wanted an extremely safe and secure building.  One that could survive an assault ï because 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 wanted to be secure. 

 

Olya found a ódealô on a facility that had extraordinary security ï a weapons and munitions factory.  Indeed ï Olya leased 

a building that was previously used to manufacture munitions and weapons for the government. 

 

And so, the hyper-secured facility made sense.  Crazy and wild.  But it made sense.  
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Crazy Electronic Isolation Security to Protect Against Hacker Theft: 

Russia and the Ukraine were renown for their hacker talent pool, and the stereotype reputation of willingness to ócopy and 

leverageô code, tech, apps, tools, and even designs.   

 

Of course ï 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, and so I consequently had to operate as if it 

were true.  Adopt the óTrust but Verifyô mantra going forward working with Russia and the Ukraine. 

 

In order to sign a contract with Nikitova we coordinated with them to ï 

 

1. build a óvault roomô with 24/7/365 video surveillance recorded offsite and available to us as well. 

 

2. house all computers and devices capable of storing data inside the óvaultô and their mice and keyboards and 
monitors were cabled through the walls to tables in open work rooms where people developed games and artwork. 

 

3. destroy all USB ports on devices within the óvaultô to reduce odds of someone gaining brief access and copying 
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 

óvaultô. 

 

5. define formal policies and training for existing and new hires to understand and comply and enforce. 

 

It felt weird - and not much of a show of faith - to put so many ócontrolsô and ómeasuresô in place ï against ï to monitor ï 

to control - Nikitova.  But it had to be done - to satisfy EA Worldwide and EA Canada paranoid executives. 

 

Nikitovaôs Hard-Life Staff Loved Their Craft ï 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. there were health issues and birth defects resulting from the nuclear reactor Chernobylôs meltdown not far from 

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 or 

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 existence. 

 

It became evident to me that Nikitovaôs staff had a great work ethic and were excited to learn and deliver compelling 

products and assets. 
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Nikitova Showcased Differing Operations Per Country ï Futon Life:  

I have seen throughout my life at different times - in different companies - and in different countries ï people working all 

night to deliver something great - that they believe wholeheartedly in.  Nikitovaôs staff were all-in. 

 

The team at Nikitova slept so often at their company - that they kept futons in the office that they could unfold and sleep 

beside or under their desk tables. 

 

I had seen it in Canada.  I had seen it in England.  I 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. 

 

Nikitovaôs staff were determined to succeed at all costs ï no matter how long or how much effort was required. 

 

Hard Lives Work Harder, Have Higher Integrity:  

I observed that ï hard lives, make people work harderé  and have higher integrity.   

 

Lifeôs Difficulty Level seemed directly proportionate to how much integrity and work ethic someone had. 
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E232 IT IS AN UNFORGIVIN G WORLD!  

 

 

 

Local File: 
.\LibertyBooksVideos\E232 It's an Unforgiving World and Crispy Heart's Dinner with Mobsters.mp4 

 

Rumble Episode Link: 

https://rumble.com/v55uqpy-e232-its-an-unforgiving-world-and-crispy-hearts-dinner-with-mobsters.html 

 

YouTube Episode from @HellDifficulty Channel: 

https://youtu.be/DOTSEfExLm8 

 

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 ñCrispy Heartò. 

 

And ï hear the tale of The Mobster Dinner in Kiev, Ukraineé 

 

  

LibertyBooksVideos/E232%20It's%20an%20Unforgiving%20World%20and%20Crispy%20Heart's%20Dinner%20with%20Mobsters.mp4
https://rumble.com/v55uqpy-e232-its-an-unforgiving-world-and-crispy-hearts-dinner-with-mobsters.html
https://youtu.be/DOTSEfExLm8
https://rumble.com/v55uqpy-e232-its-an-unforgiving-world-and-crispy-hearts-dinner-with-mobsters.html
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Enter Crispy Heart 

Prelude to Crispy Heart ï ñHow Can They Sleep on Futons in the Office!?ò: 

Another experience I had while working at Electronic Arts in Canadaé 

 

A French-Canadian project manager working at Electronic Arts Canada (EAC) came to me one day and lamented that I 

was cruel for allowing EAC to enslave Nikitova to unreasonable schedules such that they had to sleep in the office on 

futons.  ñOH, THE HORROR!ò she exclaimed! 

 

There were no words or comparisons with other companies or countries that would assuage her fury and sense of 

injustice.  I Detailed how one of our own EA technical directors had boasted often - that he stayed and slept on a futon - to 

triumph over problems and deadlines.  But she reacted with disdain.  She was not swayed. 

 

We Specify What and When to Deliver and With What Resources: 

I 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 fact ï it is illegal in most places to direct a contracted company; instead ï we are supposed to specify what work must 

be done and within what resources and schedule. 

 

Simply ï 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 else ï period. 

 

3 out of 7 People Can Destroy the Lives of the Seven: 

The French-Canadian project manager was adamant that I was cruel to Nikitovaôs staff by imposing unreasonable 

deadlines and expectations without enough money to hire enough people to do the work. 

 

It was ironic because she managed a 10-person 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 I had assigned two engineers from my 

central technology tools team to help them out ï a senior engineer and a recent hire converted from a university intern. 

 

I also dove deep into their development plan myself and worked with the Technical Director I likewise assigned to 

oversee their technical design and plans. 

 

It was obvious what was wrong ï 

 

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. 3-People == 120 hours of ónormalô work weekly. 

 

4. 7-People == 280 hours of ónormalô work weekly. 
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5. 7-People taking on the extra 120 hours of weekly work translates into about 17 hours of work every week per 

person. 

a. So ï 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 ï 

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.  They 

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. 

 

Therefore ï  

 

It is cruel NOT TO TERMINATE EMPPLOYMENT OF WEAK OR INCOMPENTENT STAFF. 

 

 It is necessary to prune and excise óbad applesô to ensure the team can thrive and shine. 

 

Crispy Heart Born ï Failed Vilification, And Nickname Made óCOOLô: 

In the end ï she declared my true name was óCrispy Heartô.  And ï she spread and evangelized that name and 

characterizationé to everyone she could, that would listen to her.   

 

And ï I liked it.  It was ókind of coolô to me.   

 

Rather than fighting her attempt to vilify me ï I embraced it - and I made the nickname óCOOLô.   

 

Heh ï she failed to manipulate into capitulating to doing what she wanted. 

 

Learned Not to Speak of Personal Lifestyle or Home ï Contrast too Great for Some: 

I worked with MANY developers throughout the United States and globallyé 

 

There were numerous dinners where I would share personal anecdotes or tales to fill the time and forge positive personal 

relationships. 

 

One evening a colleague of mine, Mike Crump, and I were dining in Kiev with the company Nikitovaôs middle 

management and office manager.   

 

As was customary ï we devolved into sharing personal stories and tales of our lives and families and adventures. 

 

But it became apparent that what Mike and I took for granted in terms of freedom was not shared by them in Ukraine ï 

 

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 

material success signaled unintentional ósuperiorityô.   

 

3. Even healthcare and life expectancy was greatly dissimilar.  
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I felt like there were too many unfortunate opportunities to expose inequities across countries and companies. 

 

Going forward ï Mike and I decided that we should avoid detailing our personal details as they related to success or 

wealth or freedom. 

 

ñMobster Dinnerò with Olya in the ñMobacracyò: 

Olyaôs ódriverô to dinner, parks on front lawn so all could see, opened doors and bade us good dinner in thick Ukrainian 

accent.  He removed a pistol from his coat and placed it on the hood of the car.   

 

He clearly had another large óhand cannonô under his left shoulder too.  It appeared to an intimidation message to anyone 

coming by ï ñthere is someone important in here and if you value your well-being stay clear.ò 

 

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 imagine much of the mobster life in a ñmobocracyò is about show and readiness but rarely doing anything without 

provocation.  At least I hope that is what happened because it was surreal otherwise. 

 

It was obvious right then to me ï the Ukraine is a ñMobacracyò and Olya Nikitova was a shark happy to swim its waters 

and devour whatever she had to along her journey. 

 

EA Canada Engineers Played with Ukraine ñKitty Catsò requiring Sensitive Training: 

During a meeting with Olya at EA Canada, she disclosed that visiting engineers from EA Canada had been engaging the 

local ñKitty Catsò after work.  She described their playing with the ñcats of the nightò and I finally ñgot itò when she said 

they are sleeping with them!   

 

OH!!! She was talking about prostitutes!  And our staff was going out after work on a regular basis and hiring prostitutes 

(AKA ñKitty Catsò).  She indicated it was seen socially as inappropriate even if it was not prevented.  Her staff 

disapproved and worse complained that some of our engineers bragged how great and inexpensive the ñgirlsò were. 

 

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 third-world 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 so 

for them. It made them feel bad and thusly less productive too. 

 

Olya needed a way to either stop their ñutilizationò of local evening services or do so covertly and stop talking about it at 

work. 

 

I 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.  I recommended everyone should go through the course 

now because we could not anticipate 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 Course ï all thanks to those ñEngineers 

and The Kitty Catsò. 
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E233 Tidbits from EA Fusion_EA Sports Active 

 

 

 
Local File: 

.\LibertyBooksVideos\E233 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/v55uqqd-e233-fusion-tidbits-from-ea-sports-active-fitness-wearable-for-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 ñRidinô Dirtyô with FIFA. 

 

Learn about EA Sports Active and its peripheral development, including adventures in Hong Kong. 

 

Richard is knocked unconscious óin the line of dutyôé 

 

  

LibertyBooksVideos/E233%20Tidbits%20from%20EA%20Fusion%20and%20EA%20Sports%20Active%20Fitness%20and%20Wearable%20Hardware%20Tracking%20on%20Xbox,%20PlayStation,%20and%20Wii.mp4
https://rumble.com/v55uqqd-e233-fusion-tidbits-from-ea-sports-active-fitness-wearable-for-xbox-playsta.html
https://youtu.be/AKDOFg4YWU4
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Tidbits from EA Fusion:  

I had many adventures and misadventures at Electronic Arts (Canada)ôs Fusion group.   

 

Here are a few of those experiencesé 

 

Riding Dirty with FIFA : 

One year while working for Electronic Arts (Canada)ôs Fusion division - when we were finishing FIFA for release ï the 

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 game 

sometimes jerked and felt choppy in control and animation.  FIFA was ñbadò. 

 

In my role as CTO, I could only advise on product quality and release. My role included making sure a game was finished 

and hit the quality bar target.  But as things looked dire during development - features had to be cut, people added to the 

team, or some revision in the design to regain the lost time and polish.   

 

The producers in charge of product release date and quality ï refused 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 the real-world FIFA sport tournaments.   

 

Missing FIFAôs release would be so bad people would be fired! 

 

Doing all we could we fixed and fixed and tuned and polished beyond the 11th hour 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.  I thought we should inform 

the manufacturers that we were close and ask them to work with us and double-down on testing ASAP.   

 

But EA producers feared tilting their hand of a potentially ñbadò FIFA would make them scrutinize more closely and 

could jeopardize approval. 

 

I declared, ñYou are óRidinô Dirtyôò like the performer Chamillionaireôs song ñRidinô Dirtyò.  I went throughout the FIFA 

team and producers and played the song as I decreed it was a dangerous game to willfully submit a game that has not been 

tested to release to the manufacturer for approval and manufacture and sale to the public.   

 

It felt risky and carried the threat of hurting the gaming consumer beyond EAôs reputation.   

 

The producers did not care. The threat of failure and losing their jobs exceeded the risk to consumers and EA [to them]. 

 

Well ï it worked out.  The game was ñgoodò and our last fixes saved the day. 

 

We órode dirtyô and got away with it.   

 

It was bad lesson for the producers as they would cite FIFA Ridinô Dirty to justify risky behavior in the future. 

 

EA Sports Active ï Neoprene Strap, Resistance Band pack-in:  

While in EA Fusion we developed EA Sports Active - which was an interactive exercise and workout game on the 

Nintendo Wii.   
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The first version of the EA Sports Active included a neoprene holster that held Nintendoôs motion sensor controller while 

the player held another in hand.  By having motion tracking on the hip leg and hand of the gamer the game was able to 

determine if motion matched the expected exercise motion.   

 

The neoprene EA Sports Active holster worked well but could be ócheatedô by clever players.  Of course ï they were only 

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 latitude 

to innovate and create sequelss, derivations, and entirely new games. 

 

EA Fusion was a proven innovator of original games and experiencesé within Electronic Arts. 

 

EA Sports Active ï 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 against the deluge of copycat games coming out to ósteal our thunderô. 

 

We conceived to build our own high precision motion controller and pack it in with the next EA Sports Active. 

 

We hired a hardware design expert consultant to guide us through the process of creating original Nintendo Wii, Xbox, 

and PlayStation ógame controllersô that were integrated motion controllers that also tracked heart rate and pulse. 

 

EA Sports Active ï Hong Kongôs óDifferentô Lifestyle: 

Although there is a lot of detail and tales behind the creation of the hardware that spans adventures in Hong Kong, being 

offered óbug cuisineô for meals (supposed sanitary and full of protein and nutrition ï but ick!), worker dormitories with 

provided meals to support multi-month work shifts and fascist-like hyper subordination control. 

 

The most extreme incident was the hardware consultant becoming excessively drunk in his hotel and decided to rest in its 

lobby to sober up before returning to his room.   

 

However ï he was offered more drinks as he ósobered upô, and so he became more and more inebriated.  He may well 

have become so ólost to the sauceô that he could not have walked to his room on his own. 

 

The hotel security came to him and directed him to return to his room or be arrested immediately and detained in a ódrunk 

tankô and very likely fined for his embarrassing behavior.  

 

The consultant was in no shape to argue and staggered to his room with the aid of hotel staff. 

 

Hong King drama ended, resolved. 

 

Yea ï Hong Kong offered an extremely óDIFFERENTô lifestyle from what we were accustomed to. 

 

 

Guinness Book of World Records ï 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 

gameôs value as entertainment and a tool for health and exercise. 
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The team reached out to Guinness Book of World Records and confirmed if Electronic Arts could get most of its staff out 

on its sports field exercising to EA Sports Active, we would have a world record of the most people exercising to a digital 

workout and accordingly the most people exercising to a video game. 

 

Fast forward to the event -   

 

YES ï  

 

We achieved a world record ï 

 

the most people exercising to a digital workout. 

 

the most people exercising to a video game. 

 

Guinness Book of World Records ï People Stuffed Like Burritos in T-Shirts: 

An aside ï 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 T-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 extra-large.  They felt they had a wide range of sizes so everyone would be covered ï 

literally by matching logoed clothing. 

 

Game developers of the era were generally overweight and out-of-shape.   

 

There were not enough óBIGô T-Shirts to go around because there were far more big people than medium and smaller 

people, and marketingôs estimate of shirt counts per size were significantly wrong. 

 

Consequently ï the developers stuffed themselves into the provided T-Shirts 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 video 

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.  It 

seemed many people thought óribbingô others for their appearance was entertaining, but it did not go well with numerous 

hurt feelings and tainted relationships. 

 

Yep ï their passion for their creation and game drove them to the embarrassing óphoto opô of óburrito developersô.   

 

There were hundreds of human óburritosô on the field. 

 

It was such a sight that EA did not evangelize the event much beyond the informational ófactô that the game had the world 

record.   
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The images of the world record were useful from a distant whole-field view where individual burritos were less obvious. 

 

EAôs Summer Party ï Iced Dunk Tank Knock Out, But Carried -On Anyway: 

Another EA Canada event was a studio-wide 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 executive into water filled with ice. 

 

I was asked.  I agreed.  I went to 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 collapsed to the ground after a sudden ósoundô bang.  I came to shortly afterwards with people all 

around me.  Quickly company medical trained staff tended to me. 

 

My head was swollen huge with red and purple discoloration.  It hurt like hell! 

 

Yea ï even a summer company party resulted in my being knocked out.  That seems like óHell Difficultyô to me. 

 

For note ï after fifteen minutes or so I demanded and pushed forward to STILL DO THE ICED DUNK TANK! 

 

With swollen purple bruised head and raging headache ï I was dropped into the icy water more times than I can recall.   

 

Ironically ï everyone knew I was up for being dunked because everyone was talking about how crazy I must be to still do 

the dunk tank after being so injured. 

 

I suppose people wanted to justify my mad dunk tank misadventure and wound.   

 

But ñwhat wound matters to the body of a knight errant?ò as Cervantes said. 

 

EAôs óInsaneô Facilities ï Sports Field, Two Theaters, Gym, Motion Capture Studio: 

This might be a good time to note some of EA Canadaôs unusual facilities relative to the video game industry much less 

companies in general ï 

 

1. Dedicated sports field for soccer, track, and so forth. 

 

2. Two movie theaters 

 

3. Huge gym 

 

4. Worldôs largest motion capture studio 

 

5. Masssive cafeteria 

 

The only company I have seen that had more óinsaneô facilities was Microsoft in the Washington Seattle-Redmond area 

where they had over fifty thousand employees. 
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Daughters at Electronics Arts (Canada): 

One weekend during a visit I was fortunate to have my daughters visit me in Canada we decided to go into my work at 

Electronic Arts.  I had hoped to both impress and inspire them to pursue education and jobs in high technology or 

entertainment or at least management in a mega corporation. 

 

I explained to them that it can be hard to succeed on your own without huge cash reserves and coffers to invest in risky 

big ideas, and without that it can be smart to work for a big company with huge upward mobility and income opportunity.  

I wanted them to know that you can work for others or yourself ï and 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 portcullis-like gate raising up as we descended into the 

multi-level maze beneath Electronic Artsô thousand+ person office complex. 

 

My daughters were appropriately impressed with the massive multi-story glass buildings with visible sky catwalks 

between the complexôs structures. 

 

We parked and ascended by elevator into what EA called ñPhase IIò because it had been built much later after its first 

main building and motion capture studio were custom built.   

 

EAC Biggest Motion Capture Studio in World: 

As a tangent ï EA Canadaôs Motion Capture Studio was the biggest in the world at the time.  It supported facial capture, 

full body capture, and even circus acrobatics with cranes and ropes 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.  óEA Mo-Capô was its own business.  ébut EA games always had priority for motion capture. 
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E234 The Big and Bigger Picture at Electronic Arts 

 

 

 
Local File: 

.\LibertyBooksVideos\E234 The Big and Bigger Picture Training, Mentorship and Hiring Broken Toys at Electronic Arts.mp4 

 

Rumble Episode Link: 

https://rumble.com/v55uqt2-e234-the-big-and-bigger-picture-training-mentorship-and-hiring-broken-toys-.html 

 

YouTube Episode from @HellDifficulty Channel: 

https://youtu.be/Bywn4MgB1Xs 

 

Description:   
Learn about EAôs Big Picture and Bigger Picture Theaters integrated as ómeeting roomsô in Electronic Arts Canada. 

 

Hear the tale of how Richard was mocked in a Christmas party for being a genius that few understood because óhe knew 

everythingô and ópeople could not absorb or understand because his words and ideas were too complex and he said them too 

fastò. 

 

Richard is judged as elitist because of his Meritocracy-based Mentor Program called ñTop for the Topò that paired top talent 

veterans with rising star staff. 

 

Listen to Richardôs óHiring Broken Toysô philosophy. 

 

Hear Richard literally question, ñDo you know who I am!?ò 

 

Richard shares his experience interviewing with EA-Los Angeles.  

LibertyBooksVideos/E234%20The%20Big%20and%20Bigger%20Picture%20Training,%20Mentorship%20and%20Hiring%20Broken%20Toys%20at%20Electronic%20Arts.mp4
https://rumble.com/v55uqt2-e234-the-big-and-bigger-picture-training-mentorship-and-hiring-broken-toys-.html
https://youtu.be/Bywn4MgB1Xs
https://rumble.com/v55uqt2-e234-the-big-and-bigger-picture-training-mentorship-and-hiring-broken-toys-.html
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Theater Meetings, Broken Toys, and óDo You Know Who I Amô Hubris: 

During one of my childrenôs visit to me in Vancouver, Canadaéwhile working for Electronic Artsé We went into the 

facilities on a weekend afternoon, to see my office and the cafeteria, gym, sports field, and movie theaters (yea ï plural)é 

and cool glass-everywhere high-tech multi-story multi-building campus construction. 

 

I have so many stories from Electronic Arts in Canadaé from theater meetings, to broken toy people, and to my hubris 

challenge óDo you know who I am!?ô 

 

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 EA called óThe Big Pictureô.  It was a 64+ person movie 

theater used for watching videos and seeing game demos and presentations.   

 

Many teams used the Big Picture venue to highlight development milestones or communicate larger team messages. 

 

Unfortunately, the Big Picture was not big enough. 

 

THE BIGGER PICTURE ï 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 and 

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 II building (along with a massive underground gym for good measure ï 

EA had too much money!). 

 

The BIGGER PICTURE dwarfed the Big Picture by a lot ï it was THREE TIMES the size supporting 180+ seats and 

more aisle optional seating as needed. 

 

THE BIGGER PICTURE ï Showing Off: 

I showed my daughters how I presented things by donning the lapel microphone and belt battery pack and transmitter and 

powered up the huge stage Audio-Visual system and lowered its huge silver screen and powered its rear projector ï all 

remotely at a control station.  They were impressed with the sounds and lights and automation.  Their Dad was ócoolô! 

 

Mocked for óKnowing Everythingô; EAC Holiday Comedy Event Mocks me as Einstein: 

And yes ï of course I knew how the AV System worked.  I was renown at EA for known ñeverythingò about everything.  

My reputation was so wide and extreme that a holiday party hired a comedian troupe to mock me as a hard-to-

comprehend Einstein of video game development that also just knew everythingéperiod. 

 

My reputation was awesome and complimentary to me.  Apparently ï others 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 I was Elitist and Hired Elitists: 

In fact ï Human Resources would eventually say that I managed the most elite (and elitist attitude) team within EA.  They 

stated I overtly hired attitudinal people that saw themselves as óbetterô than others.  
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Hired Broken Toys to Do Extraordinary Things: 

I countered that I hired people that did not fit anywhere, that were seen as óbroken toysô that no one wanted BECAUSE of 

their attitude.  I informed them that amazing talent often has amazing ómental issuesô which may be masked in attitude 

and social awkwardness and outward appearance problems. 

 

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. 

 

I WAS RIGHT, OF COURSE! 

 

People that worked for me shined so far above others that my óbroken toysô began being poached by other EA groups and 

divisions.  They saw these previous óproblemsô making amazing technical and experience innovations, and they wanted it 

for their own groups. 

 

óTop for the Top ï Done!ô ï Meritocracy or Bust!:  

Ultimately, I just said to any that harassed me that I managed ñthe top for the topò, and anyone without potential to be a 

top contributor did not merit being on my team- DONE!   

 

Fostered Culture of Meritocracy and Commitment to Excellence: 

I asserted to Human Resources that I lived by a code that everyone should do their best and should be rewarded on results 

not effort, and thus I fostered a culture of meritocracy and commitment to excellence. 

 

I told them my success and our division success depended on meritocracy, and recognition of greatnesséand removal of 

the weak and non-great people. 

 

I insisted that weak low performance people HURT successful people and limit the company. 

 

Human Resources Hoped to óFix Meô for my Commitment to Meritocracy Excellence: 

Well ï Human Resources persisted to ófix meô over the years, going so far as to assign me a weekly HR Sync meeting ï it 

was as if they wanted the HR person to be my personal psychologist to shape my management course. 

 

I 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 accepted ï I WAS RIGHT. 

 

Such has usually been my experience.  Those that had open minds saw the truthé when I showed it to them. 

 

Heh ï those with close minds generally lost their jobs eventuallyé 

 

EAC Security Guard Demanded I Leave with Daughters ASAPò: 

Well after all that tangent on Human Resources and Meritocracy, let me say the culmination of my EA tour with my 

daughters. 

 

A security guard approached us after the Bigger Picture and demanded I leave ASAP because I violated security rules by 

bringing my daughters to work without signing them in.   
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The guard further took down my employee badge name and number ï as if to report me for my transgression. 

 

And WORSE!  I dared bring them in on a weekend! 

 

EAC ñDo You Know Who I Am!?ò: 

I was still a high self-esteem attitude personal myself.  How else could I lead ñthe top for the topò meritocracy? 

 

And so, I consistent with my self-mage asked incredulously ï 

 

 ñDo you know who I am!?ò 

 

 

The answer ï No and it did not matter.  Rules apply to everyone.  No one is above the law (rules).  Blah! Blah! Blah! 

 

Yea ï the automaton parroted 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. 

 

ñDo You NOW Know Who I Am!?ò: 

That Monday I 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 mitigate 

the situation by not looking up my identity was unacceptable. 

 

It is my understanding that guard shortly afterwards ceased working for EA.  I cannot say if my complaints contributed to 

his exit, or if he just ñsucked and was firedò otherwise. 

 

Either way ï he was informed that I 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.   

 

Yea ï of that guard... he now knew who I was.  And ï he knew he made a mistake. He was out of a job. 

 

EALA Interview Fiasco:  

My reputation at EA was very positive.  I 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. 

 

I was asked to interview to become the head Electronic Artsô Los Angeles studio.  However, to make a long interview 

story short it came down to the ócurrent GM head of EALAô was a conceited prick that could not see how ignorant he was 

of tech and game design. 

 

I had heard of ñEA SPOUSEò which was a big public stink about EALA abusing its workers so badly that its workersô 

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 head of 

EALA. 

 

He was apparently a conceited womanizing deplorable scumbag - as I quickly saw.   

 

Because the current head of EALA was to oversee multiple studios including EALA, I would report to him.  AND THAT 

WAS NOT GOING TO HAPPEN! 
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I declared the interview a fiasco and happily moved on. 

 

Navigating Mega Corporations: 

I was learning ï painfully ï  

 

¶ how to navigate mega corporationséand their non-sensical ways 

 

¶ how people hid in the ófatô of big company inefficiencies, or behind ignorant managers 

 

¶ promotions and opportunities are often linked to politics and alliances, not to talent and quality of work or product 

delivered 

 

¶ people prefer not to offend ólesser skilled peopleô over maximizing the talent of ógreatly talented peopleô. 

 

¶ Soft Skills have value, but Hard Skills have more valueé and those with real talent ócarryô those without talenté 
and even ócarryô people that are, simply, óaverageôé this never getting the rewards they deserveéfor being great. 

 

¶ The key was:   

 

Á Fairly compensate óaverageô people 

 

Á But - Reward great people more ï greatly if possible 

 

Á Offer training and mentorship to people with high potential 

 

Á Celebrate Innovation and Quality and Speed 

 

Á Drive Meritocracy and Excellence 

 

¶ And to everyone else ï  

 

Á I ódo not careô 

 

Á Others - óget lostô ï especially if you cannot handle me and my teamôs greatness 

 

Á óGet out of the wayô - let me succeedéand make my managers a lot of money and get promotedé  I just 

needed - NO INTERFERENCE 

 

They Needed Me on The Wall ï But Rejected My Going to the Whitehouse: 

I accepted that óI will not go to the Whitehouseô, but I demanded that óI am in command the Wall and the militaryéand 

the teaméto get stuff done.ô 
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E235 HEALTH CARE AND HEALTH CRAZINESS IN CANADA  

 

 

 

Local File: 
.\LibertyBooksVideos\E235 Healthcare and Craziness in Canada - Cancer, Heart Attack, H1N1 Flu Hospitilzed.mp4 

 

Rumble Episode Link: 

https://rumble.com/v55uqzx-e235-healthcare-and-craziness-in-canada-cancer-heart-attack-h1n1-flu-hospit.html 

 

YouTube Episode from @HellDifficulty Channel: 

https://youtu.be/s1VwmWtN-YU 

 

Description:   

Canadian Healthcare discovers Richard is Type II Diabetic through immigration screening. 

 

Richard shares details about the good and bad of Canadian Healthcareé  

 

Canadian Healthcare is not what itôs advertised as beingé  itôs great at emergency care, okay at daily care, terrible 

at preventive careé 

 

Richard recounts his crazy Canadian health rideé  he was knocked unconscious at work, hospitalized for H1N1 

Swine Flu, had surgery for Nose & Eye Socket Basal Cell Carcinomas, and underwent angioplasty heart surgery to 

treat a heart attack. 

 

  

LibertyBooksVideos/E235%20Healthcare%20and%20Craziness%20in%20Canada%20-%20Cancer,%20Heart%20Attack,%20H1N1%20Flu%20Hospitilzed.mp4
https://rumble.com/v55uqzx-e235-healthcare-and-craziness-in-canada-cancer-heart-attack-h1n1-flu-hospit.html
https://youtu.be/s1VwmWtN-YU
https://rumble.com/v55uqzx-e235-healthcare-and-craziness-in-canada-cancer-heart-attack-h1n1-flu-hospit.html
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Canadian Health Care 

Type II Diabetes ñDiscoveredò Through Immigration Medical Exam: 

Perhaps the first significant ñdiscoveryò in Canadaé 

 

I learned that my health was on the declineé  It was an unexpected discovery during an óimmigration to Canadaô standard 

health check screening - that my blood-sugar level was very unhealthily high ï something like ó14ô or some such.   

 

I cannot recall the specific blood-sugar reading number, but apparently it was high enough that untreated I 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 non-blocking health issue for Canada, their initial screening was surprising accurate at predicting my 

health issues in the future. 

 

I would eventually develop neuropathy beyond escalating migraines and a litany of smaller health issues.  And then the 

big one ï a heart attack! 

 

Two decades later I was diagnosed with mixed dementia with probable Fronto Temporal Lobe (FTD) degeneration and/or 

Lewy Bodies.  And then the generalized ñearly Alzheimerò and so forth.   

 

The list of issues far outpaced the initial unmanaged Diabetes Type II. 

 

Indeed ï it may not have been precisely what the high blood-sugar reading was interpreted to mean but its general 

prognostication about my medical and health industry cost was surprising accurate. 

 

Canadian Health Excludes Ambulances ï Treatment Available if You Get to Doctor: 

Ultimately ï Canadian healthcare paid for my heart attack surgery, intensive care unit (ICU) time, and everything 

involved EXCEPT FOR AMBULANCE TRANSPORT (which is apparently excluded from Canadian Medicine and 

Healthcare ï 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 ólawô that Emergency Responders such as Ambulance Medics are not allowed to leave a patient until 

another doctor/medical facility formally admits them. 

 

Consequently ï when I arrived at the hospital the two ambulance medics stayed with me for hours, administering oxygen 

and monitoring vitals while the over-busy hospital prioritized ócloser to deathô patients. 

It was my first glimpse into Canadian Emergency Care ï understaffed but those they had seemed very capable. 

 

In fact ï 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 EXCLUDES all medications that are not considered 

Life-Saving.  In other words ï every life-saving prevention medication is excluded even if it is critical to managing life-

threatening health conditions like Diabetes, Hypertension, and so on.  
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Even after a heart attack, medications related to my heart were excluded. 

 

Employers Provide Supplemental Healthcare Insurance (for medications): 

Consequently ï employers provided supplemental health insurance to cover medications. 

 

Heh ï so there it is.  If you are employed in Canada, you will get private insurance for medications and pay for emergency 

transport to healthcare and be entitled to pay extremely high tax for emergency-centric healthcare (with very limited 

prevention care). 

 

Canadian Healthcare is TERRIBLE AT PREVENTION CARE:  

Like I said ï 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 I seemed to be 

having some kind of heart problems and lost energy with exertion and my left arm up to my lower left jaw would become 

progressively more numb ï especially my left underarm. 

 

Well ï doctors all discounted my complaints as óimaginationô and potentially hypochondriac.  

 

I was right.  They were wrong.  I did suffer a heart attack, and the diagnosing doctor said that I would likely die within a 

day or two had I not been to the hospital and undergone surgery.   

 

Yea ï Canadian Healthcare is great once you suffer a catastrophic incident.  But it SUCKS at prevention care and 

diagnosis. 

Friendôs Wife Died from Untreated Brain Tumor: 

Perhaps the most egregious tale I saw firsthand was an engineer colleague whose wife suffered severe migraines and went 

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 she 

endured.  Of course ï she was allegedly exaggerating, perhaps to get attention.   

 

Her doctors seemed heartless to her suffering. 

 

Much like my heart problems were discounted, so were my friendôs wifeôs laments. 

 

And like my eventual collision with an untreated calamitous health condition 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 lamented if he should have taken her to óThe Statesô (the USA) to seek MRIôs and treatment despite their limited 

money..  perhaps she would be alive.  But - It was illegal to seek treatment outside Canadian Healthcareé as well.  He 

would have to spend precious savings and break the lawé without yet knowing if there was benefit. 
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But even so - did he ólet her dieô because he complied with Canadian Healthcare? 

 

My heart bled for Scott, for he and his wife suffered years with the culmination being death and loss.  He said the tumor 

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 signs of his wifeôs decline and impending demise.  And like me 

and my heart warning signs, so were her signs ignored. 

 

Canadian Healthcare ï 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.  I was a tool in Canada, and so long as I added more value than I might cost down the road I was allowed to 

reside and work in Canada.  Should I no longer add value ï GET THE FUCK OUT (GTFO)!!!! 

 

Canadian Healthcare bottom line ï Is All About the Numbers.   

 

Canadian Healthcare is a business like any other. 

 

Social Insurance Card and Universal Health Care ï NOT: 

Everyone in America praises Canadian Healthcare as universally available to everyone.   

 

Well ï 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 laid off ï NOT RESIGNED).   

 

So, if you do not work out of choice ï NO HEALTHCARE FOR YOU! 

 

That may not seem unreasonable.  But it is effectively the same as in America; if you work you generally can get 

healthcare ï albeit at an income contribution to cover some of the costs.   

 

FIFTY -FIVE PERCENT BLENDED TAX to Pay for óEmployedô Universal Healthcare!!!! 

 

Canada charges A LOT for its health care ócontributionô too.  After all ï my effective rate after income and sales and 

property tax was about 55%.   

 

So, anyone that alleges Canadian Healthcare is awesome and how all countries should behave has not lived in Canada and 

experienced it firsthand.   They are victims of propagandaé 

 

Nose and Eye Socket Basal Cell Carcinoma: 

As an actively employed high-tax paying worker in Canada I 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 I 

needed to see a surgeon to have it removed and biopsied to ensure it was not cancerous ï the doctor believed it was 

cancerous. 

 

In fact ï the doctor said he should maybe cut it out right there himself to prevent growth if it was cancerous. 
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Instead ï with a potentially life-threatening diagnosis I was fast tracked to a surgeon in the local university medical 

program, where an instructor would do the surgery.  In Canada ï it is the qualifications of the doctor not where they work 

that permits them to perform surgery, etc. 

 

He removed the tissue all around the unhealing would and stitched it up. He did the same for an óunusually largeô skin tag 

on my neck. 

 

I learned eventually the nose óunhealing woundô was a basal cell carcinoma cancer.  And the neck skin tag was apparently 

just a óbig skin tagô. 

 

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 I came out of bar fight with some injuries needing to be stitched up.  I 

went with the narrative in jest outside closer friends and colleagues whom I disclosed the actual tale. 

 

Richard knocked unconscious by errant ball during dunk-an-executive event: 

One hot summer day Electronic Arts in Burnaby, Canada held a company-wide outside ópicnicô event with all sorts of 

festivities like dunk tanks, sack races, hoop throws, and so on. 

 

Executives were asked to sit in the dunk tank as targets for employees to ótake out frustrationsô on their bosses and their 

bossesô bosses.  It was all in good fun. 

 

Like I said earlier - I was one of the dunk-tank volunteers. 

 

Unfortunately, while standing in line I was knocked unconscious. 

 

The key to this point is that while company emergency medical staff tended to me, they merely filed a report that I was 

knocked unconscious, and later Canadian Healthcare asked if I was okay?  That was ité 

 

Umm ï I guess I was okay.  No CT Scan.  No MRI.  Nothing but a hand touch of my massive red swollen head, and cold 

compress added with head bandages.  Not much in the way of preventionéis the point here. 

Compared to Global Healthcare, American and Canadian Healthcare is Okay: 

I had felt repeatedly that American and Canadian Healthcare was not great.  Of course ï there is none better anywhere in 

the world I know of either.   

 

So, in the pools of ópoor healthcareô, Canadian and American Healthcare are óokayô. 

 

Influenza in Canada: 

Again ï much like Scottôs wifeôs brain tumor and my heart attack symptoms being ignoredé I was ignored again. 

 

I have always been vulnerable to influenzas ï ever since near-death with Scarlet Fever (AKA severe strep throat that kills) 

as a toddler. 

 

And so when I ever contracted a flu it would often spiral to 103-105F fever, and leave me congested with immense 

breathing problems.  I knew to take flus seriously. 

 

So, when I 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. 
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H1N1 Swine Flu in Canada ï To the Hospital I Will Go:  

My fever became so high at around 106F, and I could barely breathe that I became convinced death was a real possibility.  

My wife took me to the hospital where they insisted, I was overreacting to a severe flu. 

 

As it turned out ï my supervisor at work contracted H1N1 virus and had given it to me.  Others in the area also caught the 

virus, and they died! 

 

Only because I óoverreactedô did I get treatment in the hospital early enough to save my life. 

 

As before ï Canadian Healthcare handles actual care okay, but does a bad job at diagnosis and prevention.  éor follow-

up care or medications. 

 

Heart Trouble ï and No One Believed Me: 

For several months I found my heart ñfelt weirdò with a gurgling ñbubblingò feeling sometimes, but it was only after 

exertion like walking up a hill or a flight of stairs.  Eventually it ñsort of hurtò and made my left arm feel numb.  I would 

have to sit and rest for five to fifteen minutes, and it would go away and I could resume my activity. 

 

Things became too frequent, and I had gone to a Canadian Medical Clinic since it was same-day see 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 I went to my General Practitioner (GP) doctor.  She said it was unlikely anything to worry about 

and come back if things got worse.  They did get worse.  On several occasions I experienced strong unrelenting pressure 

and pain in my back.  Nothing would relieve it.  I laid on my back and flopped in efforts to escape my torment.  

NOTHING WORKED! 

 

Time passed slowly as I would lay on my back writhing.  Eventually the suffering stopped, and I could resume normal life 

ï albeit worried about my health after several such incidents. 

 

I returned to the GP doctor.  This time she gave me a referral to a cardiologist to have a echo stress cardiogram done to 

rule out any heart conditions once and for all.  She did not believe me still.  But at least she agreed to move me to the next 

level of healthcare. 

 

Clearly no doctor thought I had anything to worry about because the appointment was almost six months away! 

 

Well, at least I had a cardiologist appointment. 

 

Canadian Healthcare ï Medications and Some Procedures Not Covered: 

Canada does not have ñfreeò healthcare like people say.  After you pay crazy high taxes and if you work you do have 

access to healthcare excluding medications and certain procedures.  They also do not pay for emergency transport or 

ambulance care at all.  And 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 ñdifferentò and is NOT BETTER.  It is cheaper on the surface but much more expensive when 

considering total taxes paid in America vs Canada. 

 

I would not choose to return to or live in Canada ï but, it was invaluable for my lifeôs journey and careeré to have been 

in Canada.  
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E236 Developer World Tour 

 

 

 
Local File: 

.\LibertyBooksVideos\E236 Developer World Tour and My Heart Attack.mp4 

 

Rumble Episode Link: 

https://rumble.com/v55ur0s-e236-developer-world-tour-and-my-heart-attack.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 low quality medical 

care. 

 

It is after his readiness and even the tour ï that Richard has a full-on heart attacké right during the TV Show Dexter. 

 

Hear the tale that even after Richard had a life-threatening heart attack, the hospital resisted the notion that he could have had 

a heart attack because of his age.  And yet ï he had a heart attack despite their doubting him. 

 

ñOne of these things is not like the otherséò ï Richard was possibly the youngest heart-surgery patient in the queue é 

 

  

LibertyBooksVideos/E236%20Developer%20World%20Tour%20and%20My%20Heart%20Attack.mp4
https://rumble.com/v55ur0s-e236-developer-world-tour-and-my-heart-attack.html
https://youtu.be/ZNP45dirHnA
https://rumble.com/v55ur0s-e236-developer-world-tour-and-my-heart-attack.html
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ñThe Developer World Tourò: 

Letôs talk more about my time at Electronic Artsé 

 

I had a work trip coming up we called ñThe Developer World Tourò because it went through Amsterdam to London, 

England where we would take taxis and trains to visit developers.   

 

And from London - we flew back through Germany - and 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 I cannot recall the name of on route to the Ukraine. 

 

The total duration of the trip was a few weeks.  I knew it would be especially grueling given the diverse native spoken and 

written languages (which I could neither speak nor read).  And it was HARD on me physically, and mentally.  The entire 

journey was immensely tiring and fatiguing, and at times scary. 

 

There are a lot of wild tales and adventure in ñThe Developer World Tourò, but more on that elsewhere. 

 

Fear of Heart Attack Abroad ï Bought Piano for Katherine to óremember me byô: 

My self-proclaimed symptoms of heart problems that eventually led to my heart attack had increasingly worried me, so 

much so that I took some small measure of action to ñinsureò I would be ñrememberedò should I suddenly die. 

 

I decided to purchase for my Katherine a piano that should I perish she would have it to look at and cherish and play 

music in remembrance of me. 

 

It was melodramatic, but it was how I felt.  But I was deeply worried that I may pass (yea, die!) on such a long 

challenging trip.   

 

But it was my duty as Chief Technology Officer to lead by example ï even if it meant marching into a Hell that could end 

my days.  

 

After all, like Cervantes wrote of Don Quixote ï What Wound Matters to the Body of a Knight Errant, for each time he 

fallséhe shall rise again!  And woe to the wicked!ò   

 

I used that Cervantesô quote to gird myself against challenges coming hard and fast, and against the unknown, and to keep 

my fortitude and willpower despite insane headwinds and deliberate undermining resistance by opposing people. 

 

In the end ï I did not die on that trip, but I did suffer a life-threatening heart attack only months later.   

 

Did Not Die on the Developer World Tour ï but did suffer heart attack months later: 

It should be noted ï I know when something is wrong with me, with my body.  And doctors and professionals discount, 

ignore, or outright dismiss me.  And every time ï I am proven right (unfortunately) but prevention has consistently been 

missed by doctors regardless of my clarity and persistence for help and treatment. 

 

Heart Attack Watching Dexter TV Show: 

One Sunday evening I was watching Dexter (a show about a serial killer intent on doing justice through killing) on TV.  

Suddenly my gurgling weird heart feeling started ï but it grew big and strong FAST.  I did not know how to process what 

was happening to me. 
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I wondered if I was having a heart attack!?  I had been to the doctors so many times about my concerns over my maybe 

having a heart problem.  My family had a history of strokes and heart attacks.  But the doctors all told me I was silly and 

imagining things. 

 

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 I may be suffering cardiac arrest and should be transported immediately to 

the hospital for emergency care. 

 

Waiting in The Lobby:  

Following remarkable efficiency and impressive speed, the ambulance paramedics took me into the hospital ER entrance 

with oxygen flowing to my nose as I was laid out in a stretcher. 

 

And then the hospital said, ñWait.ò  The ER was packed, and they said unless I was going to die within the next hour I had 

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, I 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 I had no evidence of a heart attack.  I had 

no enzymes showing heart damage or strain.  They told me that I was suffering anxiety.  But to be sure they would keep 

me until 6am when 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 said 

that he would give me a quick echo stress test on a treadmill to make sure things were okay as he suspected. 

 

I knew there was something wrong.  It had been months leading up to this horrific moment.  And they STILL DO NOT 

BELIEVE I AM DYING!? 

 

What does it take to show people you are suffering and dying when it is ñinvisibleò?  If my leg were broken or arm 

bleeding, they would acknowledge I was hurt.  If my skull were cracked, they would admit I needed care.  But when it is 

ñinsideò they assume you are ñfull of crapò and are anxious or imagining things. 

 

Again ï I KNEW SOMETHING WAS WRONG WITH MY HEART!  And the Doctors did not concur. 

 

Echo Stress Cardiogram ï ñGoing to Die Without Treatment ï Maybe Todayò: 

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.  I did so.  He elevated the treadmill 

a few degrees and directed me to walk a little faster but steadily.  I did so. 
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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 up ï STRONGLY like I did with Dexter. 

 

The cardiologist exclaimed, ñIt is your heart.  You are going to die without treatment ï maybe today.  You need surgery 

immediately.  We need to schedule an angioplasty to see what is going on inside your heart.ò 

 

I Had Been Facing Heart Attack Death for Months and Doctors Dismissed Me: 

There it was ï I had been facing the threat of a heart attack that could be fatal for months and despite repeatedly seeking 

medical help I was dismissed and ignored.   

 

And when I did go the hospital, they continued to tell me I was imagining things.  Yet when a real test was done things 

had progressed so far that I could die any hour or day. 

 

It could have been the result of Canadian discouragement of treatment that I was pushed to the eleventh hour of life and 

death.  It could have been simple disregard of my earnest plead for help.  Maybe because I always ñpresented wellò and 

minimized my suffering and maladies because I was a ñmanò and a ñknightò that should not be weak or frail.   

 

Whatever the reason ï I did not receive medical treatment in Canada until it was almost too late. 

 

One of These Things is Not Like the Others ï 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 I waited in a hallway with lines of patients awaiting surgery.  It was an assembly-line of heart 

surgery! 

 

Eventually I 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 ñHang in Thereò and forest and water and ocean panoramas and scenes. 

 

A medical assistant came up to me and smiled warmly, ñHey there!  You knowé  One of these things is not like the 

others.  One of these things does not belong.  Which is it?ò  He chuckled and said, ñLike Sesame Street ï You do not 

belong here.  You are way too young to be here!ò 

 

I was the oddball in a sea of senior citizens rolling through for heart surgeries.  The situation was surreal ï I was in 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 before 

I could enter surgery, I had to sign a waiver that confirmed there was statistically between a five and fifteen percent 

chance I would die on the table.  The variance of probability of death was according to the specific heart condition I had 

but they would not know until they were ñin thereò with angioplasty. 

 

What was I supposed to do?  Not sign!?  The cardiologist told me I was going to die if I did not have surgery.  Therefore, 

not signing translated to death.  So ï With surgery I might die, and without surgery I will die.   

 

Of course ï I 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 
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heavy lead radiation protective gear from head to toe.  I had to presume there must be some major radiation given how 

much gear the techs wore. 

 

One lab tech controlled the angioplasty ñtubeò as they threaded up through my legôs femoral artery through it up into my 

heart while I was fully conscious.  They had me hold two handles (like bicycle handlebars) so I had something to focus on 

and grip.  They direct me not to move or the angioplasty tube could rip a vein, artery, or heart muscle ï and I could die.   

 

It was alarming and scary ï if I moved, I could die!?  How absurd!  Should I not be in a harness then?  Should I 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 the 

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 I laid there, I heard the doctor call out over the speakers in the ceiling.  He said names of drugs and dosages.  A second 

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 all 

over the place, mostly drifting backward over me to behind me.  It was crazy.  I tried to talk, ñAm I supposed to see the 

ceiling move?ò 

 

The third lab tech calmy spoke, ñIt is fine.  Just part of the operation.ò 

 

I did not believe his words.  But what could I do?  I held onto the handlebars and endured. 

 

Survived Angioplasty: 

In the end I survived the angioplasty surgery.  The doctor explained that my heart spasmed in the middle of the operation 

which is why they gave me some major drugs to calm my muscles and heart ï which is why the ceiling ñcame to lifeò and 

rolled and moved around. 

 

The surgeon informed me that I sufferd Prinzmetalôs Angina which meant my heart spasms.  He said it spasmed my entire 

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 plaque has greater chance of sticking to my 

veins, creating blockage.   

 

He told me that I 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 was ï I was born with a flawed heart.    

 

One more - óHell Difficultyô granted to me a óboonô of a defective heart and cardiovascular system.  Oh wellé  just 

another thing to ómanageô in lifeé 
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E237 PATH TO SUCCESS 

 

 

 

Local File: 
.\LibertyBooksVideos\E237 Path to Success with Your Brand and I Do Not Belong in the Whitehouse.mp4 

 

Rumble Episode Link: 

https://rumble.com/v55ur2e-e237-path-to-success-with-your-brand-and-i-do-not-belong-in-the-whitehouse.html 

 

YouTube Episode from @HellDifficulty Channel: 

https://youtu.be/cYGbLs-CYJY 

 

Description:   

Richard shares some of his thoughts on The Path to Success. 

 

He suggests personal brand and image has more effect on success and promotion than it shouldé 

 

He shares many concepts like dressing and appearing as the next level you want to be promoted to. 

 

Richard shares numerous ideas to aid the path to successé 
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Path to Success - Part 1 

Working for 10,000 Person Electronic Arts ï later Crazy More Staff at Microsoft:  

The biggest companies I had worked at before Electronic Arts in Canada had a few hundred employees ï maybe 400 

people max. 

 

While 400 people seemed like a big company to me thenéEA was over 10,000 people.  And later Microsoft had over 

50,000 people just in the Seattle-Redmond, Washington area; and they had another 50,000 employees 

internationallyéand that again in contractors.  Microsoft had ócrazy more staffô than even Electronic Arts. 

 

It was totally different ï working in huge companies. 

 

So ï learning to work within mega corporationsé was vastly different than working for small companies. 

 

Indirect Path to Success of Features and Corporate Goals: 

My education in working for huge companies was often ï from Tony Lamé and later ï also assigned Coaches by Human 

Resources and Worldwide Leadership.  And I had leadership, Public Relations, and Business training courses, events, and 

both internal and external contracted óexecutiveô coaches. 

 

Tony Lam, my direct manager at the time, onceé drew on a whiteboard a big box and draw circles all over it and say, 

ñThose are rocks and landmines.  You want to get to the other side but there is no straight line through all the rocks and 

landmines.  How do you get there in a straight line without hitting a rock or landmine?ò 

 

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 I should always challenge the rules and the problem itself.  I should 

strive to reframe problems in ways that benefit me and my team, and at least mitigate threats or harms they might become. 

 

It was obvious stuff but hearing it over and over and over made it stick.  I did modify my approach to problems.  I took 

more time to consider and evaluate the risks and threats and identify possible alternatives and mitigations.  I became more 

strategic because of Tonyôs mentorship sessions with me. 

 

Funniest nugget I recall ï sometimes 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 unworkable ï move on and cut 

losses). 

 

Tony proved to be a great professional mentor for me, and I believe he was instrumental in my growing and rising quickly 

within the mega publisher corporate world. 

 

Tony Lam ï Studio Chief Operating Officer: 

Like I saidé 

 

Tony Lam was my manager for many years at Electronic Arts (EA).  He was a junior engineer turned management early 

on and rose to Chief Operating Officer when I was Chief Technology Officer.  He was an impressive corporate strategist 

and communicator.  He was patient and waited for people to make mistakes and then exposed them so widely and visibly 

that they would fall from favor and Tony would rise one rung in the corporate ladder of over ten thousand employees. 

 

Tonyôs journey - was a long corporate climb, but he did get to overseeing almost two thousand people before he left EA to 

join a Venture Capital firm where he made more money than most people will likely spend in their lifetimes. 
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Path to Career Success ï They Do Not Want Me in the White House: 

Tony always told me that EA executive management loved me but that I would never ñbe in the White Houseò because I 

was too straight forward and told things the way they were.  He said that executives must lie and ñmassage the truthò so it 

was palatable.   

 

He insisted executives had to fabricate hysteria to motivate during doldrum times, and conversely drive calm to ease panic 

during tumultuous times.   

 

Tony believed my being honest translated to staff not being supported by management they should be.  I was putting on 

them the stress that I was supposed to buffer from them.  He stressed people are rarely equipped to deal with stress which 

is why managers who are better at it are there to protect the team.  I believed the opposite - telling the whole truth was 

better and the team could unite and overcome together. 

 

Tony and I did not agree obviously in how executives should mange ï massaged truth or candid truth. 

 

He insisted repeatedly - my 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 to the entire company as a ñfinal wordò leader. 

 

Working as a ñtechnology leaderò even a ñtech execò my role was marginalized as a ñmad scientistò or ñoddball geniusò 

for any public appearance or when I had outwardly announced contrary opinions.  Executive management always made 

sure to put me in a place of development authority without a public or outward voice. 

 

Much like ñA Few Good Manò they had the luxury of not knowing the challenges and difficulties of developing games 

under tight deadlines and limited resources late into the night six or more days a week sometimes without vacations for 

one or two years at a time.   

 

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 park their third, fourth, or fifth ñcollector carò in the corporate car 

parkôs executive row.   

 

I had no inclination of surrendering my honor and integrity and not saying things the way they were.  And so, I was and 

always have been relegated to the bowels of the development ship and disinvited from the White House executive 

management and corresponding public speaking events (even though I am an excellent presenter as regularly did Ted 

Talks style presentations to theaters of 175+ people). 

 

However, I did define my brand and rise in a splintered Electronic Arts organization.  We called it Fusion (more on that 

later). 

 

Path to Career Success ï More than Talent (Appear as the óNext Levelô Role): 

It is not enough to be talented.  The wealthy are paid more because they appear wealthy and thusly must be successful, 

and therefore should be paid more so they bring that success to the company.  And the circular pay loops over time 

elevating people based on 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 have executive presence and charisma and ñplay the gameò.   

 

Great talent will never be in leadership positions unless they adopt these executive rules ï 

 

1) be a clear discipline leader ï engineer, artist, designer, producer, marketing, finance, é 
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2) have personal brand ï what you stand for and why people should believe in you. 

 

3) look like an executive ï clothing, car, accessories, attitude. 

 

4) show executive presence ï eye contact, clear face and body language, commanding ówillô words (never soft 

ómaybeô words). 

 

5) Have charming charismatic demeanor ï smiles and frowns that invoke emotion. 

 

6) confidently talk smoothly and persuasively ï articulate, succinct, hip ówords of the peopleô to connect. 

 

7) artifacts ï 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 industry ï a suit in financial and venture capital roles, 

jeans and tee for developers, and slacks and button shirts for marketing and sales.  But whatever the ñdress codeò you had 

to be well-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 have 

the car of the next station.  You could not buy too far above your station, or you would be branded ñwastefulò and 

ñinsecureò which would limit your promotability. 

 

Indeed, there were ñrulesò to how much money you could visibly spend around co-workers or colleagues.   

 

You had to always dress and drive and present at the next career level or you may never get promoted.   Talent is not 

enough ï period (sadly). 

 

Path to Career Success ï Define and Project Your Brand: 

It was important to differentiate myself from others to advance my career.  I relayed the same advice to people in personal 

one-on-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 see 

you as.  You can reinforce the image you project by overlaying what car you drive, how you dress, what accessories you 

use and wear, what 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 goes 

on and on. 

 

Everything you do and say, and post defines who you are and what your brand is ï and that 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. 
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Path to Career Success ï My Brand:  

What did I do?  I decided to be the young cool ñrockstarò developer. 

 

Car ï  

Well, as a freelance developer I showed my freedom and success by driving a showoff sportscar with 

ñSUPERCHARGEDò plastered across each side of the car and custom license plates ï ñD Questò and later on ñKRMA 

ENTò  

 

When I was nouveu riche (AKA newly rich) and virtually solo freelancer I drove a customized Sports Utility Vehicle to 

show my practicality but still visible success.   

 

And in the corporate world of Electronic Arts, I drove a Mercedes SLK convertible, and upgraded to a Mercedes SLK 55 

Black 400 horsepower convertible when working at Microsoft. 

 

Clothing ï 

I typically wore all black ï black jeans, tucked in black button-down shirt with dark gray undershirt, and black socks with 

black leather comfort dressy ñsneakersò.   

 

I donned the ñcool young executiveò appearance but in all black, everyone talked about me ï ñthe man in blackò, ñJonny 

Cash of Gamesò, ñGoth Game Guyò, etc.  It did not matter what they said because they all respected me and talking about 

me got them to praise me, and thus evangelize me throughout the company without knowing it. 

 

Dressing ñthe partò but dressing ñuniquelyò is key to having a brand people notice and care enough about it to talk about 

it. 

 

Of course, vice-presidents 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 non-descript multi-colored boring jeans or slacks with button shirts hanging outside their pants. 

 

Again, there were rules of ñconductò and ñbrandò. 

 

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 role 

you seek to be seen as.   

 

Cliché ï 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 see 

you as meriting a promotion and greater responsibility.  After all ï you are so successful [looking]! 

 

Of course ï 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 Success ï 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.  Sit with the 

team or isolate and ñlord over the teamò.  It sounds awful but the isolation does create a rift emotionally if not literally 

physically between you and the team you work with.   
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I chose to sit in cubicles whenever there was office-shortage or demand conflict.  I did not care where I sat outside of how 

it affected my doing my job. 

 

Over time I was in many offices, however.  I observed an office hierarchy and how each office type was perceived - 

1) Working in an ñopen spaceò is the starter - óno dedicated place for youô role. 

2) Sharing a cubicle is the baseline - óyou are professional nowô. 

3) Working in your own cubicle is success ï óyou have arrived with your own identityô. 

4) Working in a shared office ï óyour promotion lost privacy and light but feel good you are enclosed now with 

someone else [that might stink]ô 

a. Odd to me that this was an upgrade.  I always declined such ñopportunitiesò. 

5) Working in your own office without windows ï óI oversee the cave nowô. 

6) Working in a windowed office ï óI am a bigwig leader of leaders.  Respect me!ô 

7) Working in a corner windowed office ï óI am so important my ego extends outside these windows!ô 

8) Double-wide, Double-long windowed office ï óI am a FIRST NAME.  Bow before me!ô 

a. Yea, people that go solely by their first or last name only are conceited ï ñBillò [Gates], ñSteveò [Jobs], 

ñSatyaò [Nadella], and then [Steve] ñBallmerò, Warren ñBuffettò, etc.  Their hubris and impact on 

civilization is madly outsized. 

 

Path to Career Success ï My Brand:  

My brand had organically defined itself for the most part ï straight shooter, genius, justified arrogance, óBull in a China 

Shopô, Operates in elite ivory tower, Unapproachable Prefers Direct Line to Goal, Values Elite Talent Above Lesser 

Talented People. 

 

That brand did not sound great to me.  I liked the first part ï ñstraight shooterò, ñgeniusò, even ñjustified arroganceò.   

 

But I did not like the rest ï ñBull in a China shopò, ñOperates in elite ivory towerò, ñUnapproachable Prefers Direct Line 

to Goalò, ñValues Elite Talent Above Lesser Talented Peopleò. 

 

I set out to re-define aspects of my ñbrandò and double-down on elements I like while minimizing if not excising elements 

I did not like.   

 

EAC Approachability ï Stuffed Animals and Jacket and Vision Board: 

I hung my Atari Games Anniversary jacket as a conversation starter in my office.  It screamed, ñI am old school with 

luminary wisdom and knowledge from legendary Atariò while saying ñI am hanging here like any old jacket so I am not 

conceited, you can talk to meò. 

 

Similarly, I placed Hasbroôs Littlest Pet Shop stuffed animals that had unlock codes in their ñdog tagsò that unlocked 

online games and pet backstories and apps.  Like the Atari jacket, the stuffed animals kicked off discussions as to why I 

would have stuff animals in my office.  And people would be both impressed with the business model and tech behind the 

toys, and that a technology leader was also attune to business models and strategies. 

 

And then there was a ñvision boardò on my wall full of things that emphasized what I wanted other people to think about 

me (about my brand).  I made sure people saw magazine clippings, company and video game company and console and 

product logos, and business articles about mergers and acquisition, etc.  I wanted people to see the complex tapestry I 

represented ï much more than a mere engineer. 
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Others Ultimately Define Your Brand: 

In the end ï you really cannot define your brand, but you can define all the things you think define it or at least imply it.  

Other people ñdefine your brandò in their heads and when they talk about you.   

 

And so, I strove diligently to define and reinforce my brand. 

 

I am confident that I succeeded because I was a polarizing influence on people and staff ï they loved or hated me, few in 

between. 

 

I had stalwarts that ñwould march into Hell with and for meò.  And there were the rare few that ñwould dance on my 

graveò. 

 

I was and am proud of my ñbrandò. 
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E238 Path to Success_Champions_Anti-Champions Part 2 

 

 

 
Local File: 

.\LibertyBooksVideos\E238 Path to Success with Champions and Anti-Champions and EA Canada Guts EA Fusion.mp4 

 

Rumble Episode Link: 

https://rumble.com/v55urb0-e238-path-to-success-with-champions-and-anti-champions-and-ea-canada-guts-e.html 

 

YouTube Episode from @HellDifficulty Channel: 

https://youtu.be/xVp4ghCvf-g 

 

Description:   
Richard shares that success, promotions, bonuses, stock grantsé all come from perceived success that is supported by 

óhigher upô champions. 

 

He notes that one anti-champion 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 core 

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 its 

technology, products, and staff willing to remain. 

 

  

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
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Path to Career Success ï More than Talent (Draft Behind Others): 

There were many things to consider as I progressed through my career at Electronic Arts Fusion. 

 

Path to Career Success ï More than Talent (Draft Behind Others): 

My manager, Tony Lam, told me that even with great talent, phenomenal reputation, and amazing brand - success was not 

guaranteed.  He said it was important to identify one or two senior executives that you believed in and forge a relationship 

with them. 

 

He emphasized that drafting behind a successful executive would pull you along with them as they were promoted.  But 

fighting for a promotion directly would look greedy and self-serving, and you would not have the executiveôs support in 

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 parlayed 

that into a life-setting cash income from splintering off and joining a Venture Capital firm founded by an ex-EA executive 

Paul Lee [that Tony drafted behind]. 

 

Path to Career Success ï Champions: 

Tony recommended that while seeking executives to draft behind it was also advantageous to find ñchampionsò in the 

company ï 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 them 

part of it, so they 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 take 

the credit will serve you ultimately. 

 

Well, that is what I always believed.  Life has generally thrown that back in my face as UNTRUE.  But I want it to be true 

and so still assert I WANT IT TO BE TRUE! 

 

Path to Career Success ï Anti -Champions: 

Tony cautioned that while seeking executives to draft behind it was dangerous because sometimes people see your actions 

as self-serving or not-on-brand.  Some people may see you as a competitor to their own success or goals.  Some people 

just enjoy throwing caltrops in the path of others to see them stumble and fall.  And some people need you to fall so they 

can rise themselves. 

 

There are numerous reasons you may have opposition at work. 

 

But confronting or aggravating OR arming opposition can result in Anti-Champions. 

 

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 confront opposition, he recommended to let it go. 
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Simply ï an Anti-Champion 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.  In a review someone mentions ñwhat they heardéò and they pass you 

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 ï Success: 

I forged champions and unfortunately created anti-champions.  But my champions were EA ñworldwideò executives and 

so they overpowered EA ñstudio executivesò.  And Tony became a ñstudio executiveò himself and so gave me air cover 

too. 

 

Our EA group Fusion grew from four people to three hundred and twenty-five people.  We shipped over seventy-five 

games on many console platforms.  I rose from Technical Director to Chief Technology Officer to Chief Operating 

Officer.  I was successful in EA and my brand followed me to Microsoft and beyond. 

 

Fusionôs Ascent ï Game Teams+Shared 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.  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 their 

plans and development [unless they stumbled, and they I stepped in].   

 

Later we set up central groups to provide user interface designs and visuals/sounds, art and animation, sound and music, 

build systems and pipelines, tools and libraries, analytics, central engineering, and Technical Director Council (TDC)é. 

Like a Jedi Council. 

 

We had ï 

1) Front End Engineering Services (FEES) 

2) Front End Design Services (FEDS) 

3) Fusion Art Services Team (FAST) 

4) Art Direction (AD) ï two people 

5) Central Art and Animation Team (CAT, they did not have an acronym, but I like CAT) 

6) Central Sound and Music (CSM, also had no acronym) 

7) Technical Director Council (TDC) ï five people plus CTO (me) 

8) Technical Art Direction (TAD) ï one person 

9) Central Tech (CT) ï two to three dozen people at any time 

 

Having more than half of Fusionôs staff working centrally in a shared resource model made planning projects extremely 

detailed and demanding.   

 

I recall some engineers breaking into tears over the stress of detail and reviews by Technical Directors.  Even though TDôs 

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: 

In Fusionôs growth we accomplished a lot ï we rose from a four-person nucleus to a peak of three hundred and twenty-

five employees and seventeen concurrent contracted games under external development.    



Part of the Hell Difficulty Saga and The Liberty Zone 

  

TECH ZONE + HELL DIFFICULTY SAGA ï BOOK 6                       

MORE ADVENTURES + THE VIDEO GAME INDUSTRY                            

PART OF THE HELL DIFFICULTY SAGA  

 AUTHOR:  RICHARD SEABORNE  

P a g e| 164 of 605   

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 small because half their ñsizeò was central to Fusion and shared across all game teams as they had need.  

The idea was to have a pool of people that could move between products and games daily, weekly, monthly, or whatever 

intervals made sense.  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 Seventy-Five Games Titles Over Its Six-Year Lifespan: 

We made products for handheld gaming devices like PlayStation Portable, Nintendo GameBoy and Gameboy Advanced, 

Nokia N-Gage and video game consoles like Xbox 360, PlayStation 3, and Nintendo Game Cube.  We designed and 

prototyped and managed manufacturing in Hong Kong directly. 

 

EA Fusion delivered and published over seventy-five game titles in eight languages over its six-year lifespan.  It sold over 

20 million game units and generated over $700 Million dollars in revenue.  It was the second-most profitable division 

with Electronic Arts worldwide, second only to the Sims division.  Fusion created and shared original technologies across 

EA globally including networking and matchmaking lobby and service, large-scale multiplayer LAN, Wireless, and online 

gaming tech and tools, and core, rendering, and pipeline tools and libraries.   

 

EA Fusion was a business, product, and technology powerhouse that exploded in success within a year of its formation 

and grew exponentially. 

 

EA Canada Guts Fusion Leadership, Destroying What They Wanted - Fusion: 

 until its sixth year when political forces replaced its leadership or made life terrible for those that remainedé to 

encourage them to self-select óand resignô to leave the company.   

 

EA Canada believed Fusionôs success was its products and people it hired.  They were wrong.   

 

Fusionôs success was due to Fusionôs founders ï due to Tony Lam, Dave McCarthy, and me.  And to Warren Wall for his 

championing the divisionôs creation. 

 

Without its founders anymore - Fusion collapsed under the foolishness of EA Canadaôs usurping replacement would-be 

executives.  They had crushed Fusion, and subsequently lost their jobs as a result.   

 

Had EA Canadaôs marauding leaders they left Fusion alone their incompetence would likely have not been exposed so 

quickly.  But we had super success, and they seized control and they had super failure. 

 

It was ironic that EA Canadaôs executives attained what they wanted through political removal of Fusions founders ï they 

acquired the Fusion division surreptitiously. 

 

But without the know-how and trust of the staff the group collapsed.  The culture faded and the people disbanded into the 

wind.   

 

Fusion was no more. 
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E239 LEARNING AND LESSONS FROM FUSION 

 

 

 

Local File: 
.\LibertyBooksVideos\E239 Three Reasons People Fail and the Road to 85 - Learning and Lessons from EA Fusion.mp4 

 

Rumble Episode Link: 

https://rumble.com/v55urf6-e239-three-reasons-people-fail-and-the-road-to-85-learning-and-lessons-from.html 

 

YouTube Episode from @HellDifficulty Channel: 

https://youtu.be/5zpo9QLC-PA 

 

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 current ï in skills 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. 

 

Sycophants and lesser-talent people hide in the ófat foldsô of big teams- and describe *WE* finished a task vs *I* 

finished the task.  

LibertyBooksVideos/E239%20Three%20Reasons%20People%20Fail%20and%20the%20Road%20to%2085%20-%20Learning%20and%20Lessons%20from%20EA%20Fusion.mp4
https://rumble.com/v55urf6-e239-three-reasons-people-fail-and-the-road-to-85-learning-and-lessons-from.html
https://youtu.be/5zpo9QLC-PA
https://rumble.com/v55urf6-e239-three-reasons-people-fail-and-the-road-to-85-learning-and-lessons-from.html

