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t globe Creative
  

Company Contact

 Business Development – bizdev@globecreative.com
 General Inquiry – info@globecreative.com
 Artist Contact – contact@globecreativet.com
 

Michael Gates (Founder and Director of Production) 
michael@globecreative.com

(714) 458 – 5591 
www.globecreative.com

“globeCREATIVE has been a valuable resource for the Collective, especially during 
the production of Marc Ecko’s Getting Up.  Our team was tasked to create 72 character 
models and 15 vehicles on a very tight schedule, globeCREATIVE’s contribution helped 
us to meet our goals.  Their assets are always high quality and delivered in a timely 
manner.  I’ve recommended their services to other interactive companies and they 
too have been impressed with their work.  We’ve had a fantastic working relationship 
with globeCREATIVE and plan to continue that as we move into next generation 
development.”
  Brian Horton
  Lead Artist
  Collective Studios
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“Thanks to globeCREATIVE’s artistic 
expertise, leadership, and strong network, 
we built a strong team in Poland and 
we gained a lot of valuable knowledge.  
Every new project is challenging and very 
exciting at the same time.”
   
  Andrzej
  Regional Art Director
  globe Creative



globeCREATIVE, Inc. is by far the leading outsource developer in the game industry as measured by our product quality, excellent customer service, and satisfi ed 
customers.  We develop a broad spectrum of the highest quality 3D and 2D artwork for U.S. game developers while providing a U.S.-based management team to serve 
developers making communication easy and effective for our clients.  Outsourcing artwork has become an attractive option for cutting edge game developers seeking
to fi nish their games on time and within budget.  Many developers are loath to outsource due to negative experiences and dissatisfaction of the resulting products and 
services.  globe’s uncompromising focus on quality product and excellent customer service at low prices sets us apart from other companies.  We honor the client’s 
request and are mindful that we are only as good as our work.  We aim to create the highest caliber artwork at prices that are very attractive to the developer.  Moreover, 
we are very exclusive about the talent we invite to join our team and we only invite the best.  Consequently, developers benefi t from a provided increase in high quality 



The managers on our team are required to have 
art direction experience to ensure that proper and 
effi cient communication of the client’s artwork 
specifi cations to the artists.  Our company however, 
is not like other known offshore studios with fi xed 
and growing variable costs that have to be built into
the price of the artwork.  For us, quality work, in a
timely manner, at lower costs is king.  In order to 
have all three, our belief is that a company cannot 
adopt the traditional business model and remain
competitive.  If a company sets up large offi ces 
and permanently employs a large staff, overhead 
mounts rapidly which is refl ected in the cost to the
U.S. developer.  We avoid these prohibitive costs. 
The size of our staff is not limited by the size of 
our offi ce space nor do we have excessive and 
unnecessary overhead.  Everyone working on our 
the development of the artwork.  We operate in a
ploying exactly what we need.  These cost savings 

s

ve approximately 100 artists and have the ability to 
ntly.  We build models in nearly all formats (with
t common), create textures, and animate.  We have
k spanning from high resolution cinematics to next 
-held game machines.

hat are dedicated specifi cally to focus on high 
animations are created in either MAX or Maya.  We 
o lower resolution game artwork.  Our portfolio
ude super realistic life-like characters as well as 
an deliver game assets in MAX as well as Maya 
rtists who work exclusively on hand held consoles 
D and rendering the 2D frames.  Our animators 
as well.  Again, the animations are created in MAX 

with globe, they interface exclusively with the U.S. 
unicate their needs and expectations, then, globe’s
s and leads the offshore talent on behalf of the U.S. 
finished creating the assets, globe’s Regional Art 
aphically closest to the team) inspects the artwork to
nts and satisfi es the client’s expectations of quality
– again, all of this is transparent to the client.  Our 
ng process as easy and enjoyable for the developer 
pproval of the asset, the artwork is passed to the
her feedback.  The client then communicates their 
nline feedback form that we provide at no additional 
ves the messy email feedback threads and creates 
ecord of events which the client receives copies of.  

ddressed, the artwork receives approval from the 
nce allows for easy handling of many tasks.  

he process for developers to outsource their work 
th us is very easy.  We work on a piece by piece 
sis so developers are welcome to submit one asset 
entire host of assets for their game.  Since we have 

flexible team of artists, our turnaround is very fast 
hile maintaining the highest quality level of artwork. 

ssessing Risks

Outsourcing by its very nature introduces 
risk to the developer that the artwork will not turn
t as desired or rise to the expected quality level.  
obeCREATIVE is an attractive outsource developer 
ecisely for this reason.  Typically, U.S. developers 

are faced with having to interface with offshore 
studios.  This typically involves communicating
with people who do not understand the English 
language perfectly or who simply are not familiar 5



American styles or concepts.  globe
urcing offers a U.S. based connection 
velopers for negotiations, the
munication of materials and ideas, and 
importantly, accountability.  We have a 
presence that is here for the developer.  
oal is to do everything in our power 
et developer demands both technically 
esthetically.

We are very familiar with
urcing and know the best methods 

voiding problems and mitigating 
ges.  The key to both issues is resolved 
gh making sure the developer has 

municated their requests completely to 
tists.  Many outsourcing studios are 
us for work but are not exactly sure
development on the latest consoles is
 As a result, many outsourcing studios

take on more work than they can handle or are not able to produce what has been promised.  Having a U.S. based management team is very effective in making sure that 
the artists are clear as to what is expected even before work has begun.  The greatest weapon to avoid misunderstandings, wasted time and wasted money is information.  
The more information about the tasks before production begins the better.  globe’s management team is available to work with the developer to collect all necessary
asset specifi cations, concept art, reference material, and samples and compile it into a comprehensive style and technical guide for the art teams.  This eliminates guess 
work and allows the artists to begin production immediately on exactly what the client is expecting.  This may seem like a simple answer to a diffi cult problem, but 
many outsourcing studios are not careful about these early stages of production and end up in a highly ineffi cient and painful production cycle.

 Once developers have conveyed their needs to us, they wont need to be involved until we submit 
“alpha” work.  Alpha for us means that we have built the model to the developer’s specifi cations and we are 
looking for approval before we move on.  Approval is sought at each stage (model – texture – animation) 
before we move on to the next stage.  This also greatly increases effi ciency.  If the developer wants changes 
because either we have overlooked something or a detail was not communicated properly, then we simply
make the change and resubmit it to the developer for approval.  Our criteria for approval is the concept art, 
asset specifi cations, and reference material that the developer hands over to us at the beginning of the process. 
Typically style or design changes warrant additional consideration.

Our philosophy is that happy clients bring more work.  globe seeks to build a productive and positive relationship 
with as many developers as possible.  As long as there are artists around the world, we will make meeting the 
developer’s demands possible.  We are an extremely talented and fl exible company able to adapt to virtually all
dev



Management 101 for Game Developers
An Executive Overview

A business cannot hope for a successful external initiative (like outsourcing) if those who oversee initiatives and develop-
ment process lack basic management skills.  After addressing core internal management skills, you can successfully plan 

for an effective external strategy.

The Need
The gaming industry has grown tremendously in 
the past decades, from garage-grown roots of 
one-person teams and single-platform releases 
to a vibrant thriving entertainment industry 
surpassing even Hollywood’s box offi ce in 
revenues.  Teams now reach into the hundreds 
and budgets are starting to soar well into seven 
fi gures.  Accompanying any industry’s period of 
steroid-stimulated growth are the stretch marks 
of change. These blemishes cascade through-
out the industry’s physique, a blatant reminder 
of the reality of expedited ‘bulking up’.  Though 
they certainly haven’t slowed the development 
of the industry as a whole, some of these stretch 
marks are painfully obvious, sometimes embar-
rassing, and ultimately performance hindrances.  
One of the most pervasive, widely recognized, 
and diffi cult challenges the gaming industry cur-
rently faces is that of fi nding, training, and creat-
ing competent management for our projects.   
Because of the relative newness of the industry 
(in relation to other entertainment staples), and 
because of the unique mix of creative and tech-
nical content involved in game development, 
it has been diffi cult to fi nd excellent managers 
who are also familiar with the process particu-
lars of game development.  

The Diffi culty of Finding Good Management
Business Education
Formal degrees weren’t historically a primary 
concern in hiring developer talent.  Many who 
are a part of the industry have been suc-
cessful solely on the merits of their particular 
expertise or skill in development.  Many early 
development houses were founded by creative 
and technological giants; persons who didn’t 
have much formal education in management 
outside of personal experience.  These men, 
women, and teams were brilliant, passionate 
and extremely successful.  But the structure of 
the industry and the size of the teams haven’t 
propelled the priority of corporate management 
skills to the forefront of the actual development 
until the past decade or so.  Some of the most 
successful publishers and developers have 
either been founded by persons with a great 
business sense, a good business education, 
or they have wisely reached out for it after 
initial success.  Some of the more visible have 
been founded by business-educated personnel 
who married that knowledge of business with 
creative product and an emphasis on proper 
marketing.  However, most development struc-
tures are still largely dynamic and processes are 
constantly changing and evolving.  Whereas be-
fore, emphasis for successful development prac-
tices were placed almost solely in the creativity, 
appeal, and uniqueness of the product, now in 
addition, comes a need for the proper organiza-
tion and management of all that creativity.  

Finding the Talent
Because of the roots of the industry, it is 
sometimes diffi cult to fi nd competent develop-
ers who are also knowledgeable in other facets 
of management.  There are many individuals 
in the industry who are excellent managers.  
However, there are far more managers in the 
gaming industry who may be extraordinary in 
their skill or discipline but are untrained and 
unknowledgeable in management techniques.  
Because of this they are less-than-effective 
managers.  Not that they aren’t brilliant, or aren’t 
incredibly creative, or are unable to learn how 
to become great managers, they simply haven’t 
had the opportunity or the training to develop 
those skills.  In addition, there are extremely 
skilled developers who desire the title of a lead 
or director yet remain uninterested in the ad-
ditional stewardships and roles a manager must 
adopt.  Though the heart of game development 
will always be creative entertainment, sound 
business sense and great marketing strategies 
are arguably as necessary.  Other entertainment 
industries can arguably be considered equally 
as creative, complex, and technical.  However, 
those industries have had many more decades 
to fi ne-tune process, procedures, and defi ne in-
dustry-wide roles.  Even though, as an industry, 
we are taking the steps necessary to address 
these areas of need, there is still ample room for 
improvement.

Effects of Poor management
Poor management skills may have been more 
forgivable years ago.  Projects and teams 
remained small and close-knit.  Even without 
proper organization, many projects were com-
pleted without terrible time and budget backlash-
es.  Unfortunately, that luxury is fast becoming 
ancient history.  If developers haven’t created 
the proper programs and processes to support 
management, both current and upcoming, they 
are in serious threat of botched budgets and 
lost opportunity.   The negative effects poor 
management skills can have on a project are 
devastating and typically result in a hit on the 
business’ bottom line.  Monetary loss, however,  
is usually the last notifi cation of the effects of 
weak management and can be the result of  
a collapse of effi ciencies which should have 
been stayed or reversed with the proper skills.  
These devastating effects come directly from 
ineffi ciencies in production, and ineffi ciencies in 
personnel.  These lapses should be identifi ed 
and addressed long before they become serious 
issues.  There is almost an endless list of man-
agement issues that lead to effi ciency lapses in 
game development.  Some of the most pressing 
are listed below.

Improperly distributed responsibility
Improperly distributed responsibility can be a 
devastating effect of weak management skills.  

Poor managers can saddle their bosses or 
co-managers with extra responsibilities.  This is 
essentially the result of a manager not ‘pulling 
their own weight’.  Though this is readily appar-
ent with a defi ned role expectation, most often 
it occurs with responsibilities that reside outside 
of concretely defi ned roles.  An example of the 
transferring of responsibility might be the need 
of one or more employees for personal commu-
nication regarding concerns and frustrations.  At 
best, a co-manager, or an executive may step in 
and become saddled with the additional respon-
sibility load, when in-fact, a more perceptive or 
able direct manager could have addressed the 
need directly and properly.  At worst, responsi-
bility and needs are neglected resulting in lost 
productivity, morale, and respect.

Catalyst for defl ated team morale and mutual 
respect
Misused authority, poor communications, and 
the lack of organization are a few of the pos-
sible lapses in proper management that may 
affect employees dramatically.  Co-workers and 
employees are typically unforgiving of perceived 
lapses in competence and experience of author-
ity fi gures.  Regardless whether or not co-
workers like each other, managers must foster 
proper working relationships and a mutual level 
of respect.  The absence of respect deteriorates 
morale and generates a negative production 
environment.

Miscommunication
A breakdown in lines of communication can 
account for a great deal of ineffi cient productiv-
ity in the workplace.  If management misuses 
or neglects this key role, it can have devastat-
ing effects on the entire company.  Fissures of 
misunderstanding divide expectations, goals, 
coordination, and processes.  Executives can’t 
keep their fi ngers on the pulse of the company, 
and the employees feel extradited from the 
‘suits.’  Resentment, confusion, frustration, and 
complete loss of morale are the devastating 
hallmarks of a lapse in this crucial management 
skill.

Inappropriate representation of the company
Managers in the gaming industry are regularly 
placed in positions of exposure.  Most man-
agement fi nd their way at one time or another 
into business development meetings, cross 
publisher communications, cross development 
communication, outsourcing communications, 
vendor and client meetings, and are constantly 
visible to those they manage.  It is important 
they convey the appropriate representation of 
the capabilities of your company and team and 
structure.  An unprepared lead or director may 
inadvertently undermine a relationship-build-
ing experience and cast a shadow of doubt on 
external and internal relationships.

Direct loss of productivity
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Misappropriation of assets and talent, poor orga-
nization of project estimations and processes, 
neglected skill training or educational efforts, 
lack of a vision for the team and for individuals; 
these are all responsibilities of management 
that, if neglected, can have a marked negative 
impact on any company.  At best, lapses in man-
agement will have no effect on the productivity 
of individuals and the team resulting in a zero 
sum benefi t for the product and company.  At 
worst, lapses in management can result in 
wasted time, efforts, and productivity; which all 
mean a loss of money.

The Purpose of Management:  Management 
101
Management exists for one primary reason: 
To make managed personnel and processes 
more effective and productive than they would 
be without management.  If game production is 
smoother, more effective, more productive, and 
more creative with a manager, then manage-
ment is doing its job effectively.  If the individuals 
or processes of development are no more effec-
tive, no more creative, and no more profi cient 
despite management, that management is 
ineffective and unnecessary.  This is quite a 
general statement, but one which needs to be 
considered seriously in order to be proactive 
about bettering internal management.  

Effective Responsibilities of Management
Though management skills, styles, and 
strategies are as numerous and varied as the 
products we push, we can identify several staple 
skills all management must foster in order to 
realize full potential:

Organization
Game development is a business.  When pro-
cesses run smoothly and effi ciently, everyone 
wins.  When they don’t, it’s painful.  No one likes 
throw-away work, retracing steps, not knowing 
where they stand in the big picture, not knowing 
the big picture, or working without concrete 
goals.  Organizational skills are one of the most 
immediately pressing skills required of manag-
ers.

Knowledge of Overseen Discipline
Be it programming, art, design, 1st party, 3rd 
party, internal, external, marketing, creative pro-
cess, business development, or the entire de-
velopment process, managers must have a solid 
understanding of the discipline they oversee and 
how that discipline marries into the entire devel-
opment process and the company.  Knowledge 
and resources will be tested and required every 
step of the way throughout the development 
process but most importantly at the beginning of 
a product cycle as leads, directors, producers, 
and executives create the necessary documen-
tation and process frameworks which will govern 
the entire development.  At the very least, they 
must know where to go to get answers and have 
the correct resources.  They will be called on to 
train, problem solve, fi refi ght, and help employ-
ees become more effi cient and effective in their 
individual roles.

People Skills
A basic understanding of how to work with 
different personality types is necessary in any 
industry.  The gaming industry is brimming of 
extremely creative people ripe with passion on 
volatile issues.  Without some understanding of 
different personalities and some insight into the 
team individuals, managers can’t possibly hope 
to motivate, identify and address concerns, 
garner respect, or identify and correct problems.  
Basic understanding of how to build an interac-
tive relationships or rapport, effectively identify 
core concerns through restating, problem ad-
dressing, delivering proper challenges to en-
courage and motivate, effectual encouragement, 
honest compliments, as well as direction and 
discipline.  Different managers may have mark-
edly different styles handling relationships within 
a bureaucracy, but handled correctly, managers 
most often walk a fi ne line balancing respect, 
trust, expectation, and accountability.

Communication Skills 
Managers are the hubs of communication up 
and down the line.  They must assume multiple 
roles sometimes acting as the mouthpiece of 
the company, at times as the mouthpiece of 

the employees under their stewardship, and 
at times, representing themselves.  They must 
understand this concept and utilize it correctly 
– never recklessly.  It can be a rewarding and 
empowering tool, but if neglected or manipulat-
ed will result in a loss of trust, respect, and can 
create discontent and frustration; all of which 
play havoc with employee effectiveness

Vision
The manager is responsible for being able to 
assess the talent available to them.  They must 
see the individual potential of those whom they 
are accountable for as well as the potential 
for the entire team and product.  In addition, 
the manager must be able to identify areas of 
improvement, make certain those areas are 
compensated for during current production, 
and avoid neglecting the need for individuals 
to be challenged and rewarded with growth in 
those areas.  They are stewards of the careers 
and potentials of each of their team members.  
Managers should be aware of the desires and 
goals of each individual and assist them in ac-
complishing their career goals as well as setting 
and obtaining team and product goals.  The 
manager should have a strong drive to create a 
well-oiled production machine for the benefi t of 
the company and product.  This is accomplished 
thorough leveraging current talent and abilities 
without neglecting individuals desired areas 
for growth – not an easy balancing act in many 
cases.

Problem Solving
Problem solving is tightly tied into each of these 
separate areas of responsibility.  Managers 
are called on to address issues in preparation, 
process, and people, throughout development. 
They should be able to identify priorities, keep 
proper perspectives, and keep disciplines 
on-task regardless of the periodic pressures 
that threaten to derail development.  This is an 
extremely valuable skill, not easily instilled in 
new management, but should be emphasized 
as a desired management trait.

Attitude
Attitude may be one of the most underrated 

Article continued on page ... 12

Vance Kovacs



ALAN ETT 
CREATIVE GROUP

Clientelle (short list)

AEMG
ABC, CBS, NBC, FOX, HBO, MTV, VH1, USA, WB, TLC, PBS, Discovery, The History Channel, 
Various TV Themes
MCS
Disney /  Buena Vista Home Entertainment, NBC, ABC, MTV, History Channel, Discovery, TLC, 
Hallmark
OPUS
Disney, Warner Bros, New Line Cinema, Sony, Paramount, SEGA/Visual Concepts

ALAN ETT
CREATIVE GROUP

www.Opus1MusicLibrary.com
www.MCSound.com
www.AEMG.com
www.creativeproductiongroup.com

OPUS
(818) 508-2040, (888) 757-OPUS
AEMG
(818) 508-3303 
MCS
 (818) 508-3311

AEMG
ABC, CBS, NBC, FOX, HBO, MTV, VH1, USA, WB, TLC, PBS, Discovery, The History Channel,
Various TV Themes
MCS
Disney /  Buena Vista Home Entertainment, NBC, ABC, MTV, History Channel, Discovery, TLC,
Hallmark
OPUS
Disney, Warner Bros, New Line Cinema, Sony, Paramount, SEGA/Visual ConceptsO
R
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Can the audio experience really affect the impact of your 
gaming product?  Most publishers and developers are starting 
to recognize the impact that well-designed sound can have on 
the overall gaming experience.

So, what kind of audio experience would you like your 
constituents to have?
You want an original composition as your brand theme.  Not 
just a cool synthesized riff, but a fully orchestrated moving 
instrumental.  And you want 20 loops for your separate levels 
that may be of a similar vein as your brand theme, but with 
differing feels as your storyline progresses through the game.  
Certainly, you would rather license those than pay out the 
nose for original compositions, but they still need to be fully 
orchestral experiences- you don’t want the compositions 
sounding like synthesized basement-grown music.  You need 
a studio that can handle your VO, Foley work, Sound FX, as 
well as complete sound design and audio mastering of the 
cinematics you are having rendered.  You fully understand the 
emotional impact of excellent sound design, and want only 
the best.  Still, you would rather not juggle communication and 
logistics between separate studios, composers, and sound 
designers.  It sounds like Alan Ett Creative Group might be your 
one-stop shop for your audio needs.

I had the opportunity to pay a visit to  this rather remarkable 
company located in Studio City, CA.  I had heard somewhat 
recently regarding their unique setup and wanted a fi rst hand 
look at what they had to offer the outsource gaming community.

Alan Ett Creative Group was founded in 1991 and is an 
assortment of 4 accomplished companies: Alan Ett Music 
Group, Media City Sound, Opus1 Music Library, and Creative 
Production Group – all under a single, synergistic roof aptly 
named the Alan Ett Creative Group.   Initially intriqued by this 
interesting conglomeration of resource and talent, I came to 
realize the immense benefi t Alan Ett Creative Group can be to 
any production environment in need of sound-related services.

Alan Ett Music Group ~

(Original Compositions, Compositional variations, all genres including full instrumental orchestrations.)
Alan Ett Music Group is the center of creative compositions in the company. It is the heart of the company, and the department that has been around 
the longest.  Original composition efforts are headed by Alan Ett and Scott Liggett.  Scott, who is the VP of production, is a very well known (and 
decorated) artist in the entertainment industry. In 1996, Scott was awarded an Emmy for his work with Robert Goulet on ESPN’s NCAA Men’s College 
Basketball Championship campaign. in 2005, Scott traveled across the United States to help various NFL players sing the song “Tomorrow,” for the 
2005 NFL Superbowl commercial. The Music Group comprises a full-service music production company offering creative music services.  This includes 
composition, supervision, and music editing, for any fi nal product or service necessary.

Opus-1 Music Library ~

(Unencumbered and intuitive access to one of the largest music libraries in the world for immediate review,  exporting, and licensing.)
Opus1 Music Library is headed by VP of Sales and Marketing, Mitch Rabin, and claims to be the second or third largest music library in the world.  
Opus1 is a massive channel of access to the best audio available in the world. Opus1 represents six different catalogues from around the world  as well 
as six different libraries of music.  They cover all genres from 1930’s and 1940’s Jazz, to Classical,  Hip Hop, Rock, original orchestral compositions, 
even remote sounds and cues such as Mongolian Hip-Hop and Deep African Tribal sounds.  The Music Library is the US representative of JW Media 
Music, a massive international music library, as well as several music labels including Soar (native African tribal artists) and Arc, known for some of the 
best-of-the-best in world music.  Opus1 represents real core music created by the best talent the world over.  Opus1 also distributes its own products 
internationally and is the exclusive US distributor for  several of the premier European music libraries .  In addition, much of the unlicensed music created 
by Alan Ett Music Group over the past 12 years resides in the library, available for licensing.  The Music Group composes many, many different songs 
and themes for its clientele.  Because part of music compositions and composing is presenting different but similar themes, non-selected musical cues, 
if polished enough, fi nd their way in to the library.  All this content amounts to thousands of disks of music – around 150K cues available in the library.  
That’s right, 150,000 pieces of music.
One of the major factors that sets Opus1 apart from its competitors is the sheer volume of content available to pull from.  However, most lead designers 
might well desire to suffer ancient ritualistic sacrifi ce rather than wade through thousands of music CDs looking for the proverbial needle in the haystack!  
Enter the Digital Music Assistant (DMA), a creation of Opus1 Music Library that address the amassing aggregate of musical media.  The DMA turns the 
chore of sorting through  thousands and thousands of music cues into a digestible, maybe even a delectable treat.  It is essentially a small hard drive 
with its own powerful search engine.  This DMA plugs into any  computer enabling immediate access to the library without the tedium of handling Cds or 
waiting for internet downloads.  Empowered with the ability to determine instruments, tempo, length, genre, and other music-related parameters, in mere 
seconds, you can narrow-down cues to a manageable selection ready for immediate review.  Switching between cues while reviewing is easy.  Found 



the music that would be perfect for your production? Save the  selection 
to the integrated Cue Manager. Can’t make the fi nal decision immediately 
between a couple different music tracks?  Save them as alternates that 
you can swap in and out until the time you are certain.  Finally, when 
ready, you can  export all the music directly from the DMA in whatever 
fi nal format you need.  Can’t wait a day for the DMA hard drive FedEx to 
get to your offi ce?  Opus1 has implemented an online tool that is being 
developed towards the same end.  An all-in-one organization tool for all 
library-music needs for any game.  Very Impressive.  
Opus1 also takes tremendous pride in their customer service.  If a 
customer has a DMA, but no one on-board who has enough time or 
experience to pick out the desired music tracks Opus1 can assign a 
supervisor to help that company fi nd the best music for their production.  
The game company simply describes the type of music they desire and 
the Opus1 music supervisor searches the database to fi nd the appropriate 
music.  After handing the listing of appropriate cues to the company, 
whoever may be in charge of fi nal music assignment (Executive Producer 
or Lead Designer) can instantly listen to, and  export the tracks they feel 
are the right fi t from their own DMA.  The DMA runs on Macs, PCs, or 
even across local area networks (LAN).  Opus1 currently has over 500 
companies using the DMAs for music track selections.  
A lot of companies might have access to great music, but what sets Opus1 
apart from the crowd is the immense volume and variety of great music 
to which they have access.  Opus1 also proudly touts their instantaneous 
review and delivery tools via the DMA, and the broad internal ability to 
handle any sound request through the other departments under the same 
roof. You can mix and match,  license some music, even have additional 
music composed.  Like a tune you heard in the library, but want an original 
composition heard nowhere else?   Opus1can handle that for you.  They 
do it everyday for hundreds of big-name clients.   In addition to their 
far-reaching resources, they seem to be very relationship and service 
conscious; able to work with a range of budgets and needs.

Media City Sound ~

(Offers sound design, Foley, and full mixing services for any production.  
Products can be mixed in 5:1, 7:1 and even 10:1 mixes.)
Media City Sound is led by Lisa Blackwood, VP of Operations, and is 
one of the fastest growing audio post production facilities in Los Angeles.  
Media City Sound was born out of the need for Voice Over (VO), sound 
effects, and full mixing demands from Creative Group’s clientele. 
Media City Sound does mixing and full sound design for various television 
shows, fi lms, commercials, games and other productions.  They have 
brilliant sound designers always on-staff, as well as additional sound 
engineers who are constantly working and utilizing the facilities 24-7.  
Media City Sound is able to tackle any creative sound-related project 
including the creation of any sound desired from scratch.  The studio 
recently fi nished creating sound for The History Channel’s ‘Dogfi ght’ – a 
CGI representation of famous airplane battles brought to life for viewers 
pleasure.  Media City Sound was responsible for the sound design 
and mixing from scratch of all the different sounds showcased in the 
production.  Because ‘Dogfi ght’s’ was created in CGI, Media City Sound 
had to tackle the recreation of all needed sound from scratch without raw 
footage.  Sounds included airplane engines, missile launches, impact, 
gunfi re, crashes, explosions, and the like from current times back to the 
World War I era.  
Media City Sound boasts 4 separate recording studios and can handle 
even the most complex and cutting edge mixing challenges including 
regular 5:1 and 7:1 mixing.  They have even negotiated a brilliant 10:1 mix 
before.  As next-gen games move to take full advantage of rising audio 
standards in home-theatre systems, Media City Sound can assure full 
leveraging of audio technology to enhance the gaming experience.
Media City Sound’s list of clientele reads as a who’s who in the television 
entertainment industry including NBC, ABC, The History Channel, and 
Discovery Channel, Buena Vista, and Halmark Channel,to name a very 



select few.  They have the resources to accommodate smaller features 
at the box-offi ce, including many independent fi lms, and have done 
everything from trailers to DVD promos, as well as radio, corporate video, 
and commercials.
Whatever your mixing need, Sound FX, VO, Foley, or soundtracks, Media 
City Sound is ready to help.

Lastly, I had the pleasure of sitting down opposite Alan Ett himself to 
discuss his company and the benefi ts the Creative Group could bring to 
the gaming community.  Some of the unique insights which stemmed from 
that intriguing conversation included the Creative Group’s experience 
across all different genres of entertainment, and how they could bring 
those experiences to bear in the creative entertainment media of games.
Most audio companies cater to a select demo of clientele.  They typically 
handle either DVD, or TV, or fi lm, or video.  There are very few companies 
who have clientele across a broad spectrum of media channels. Alan 
Ett Creative Group is such an organization.  Because they have fi lm, 
games, video, corporate, and broadcast experience, they can leverage 

those experiences in behalf of all their customers.  And they do so, 
daily, delivering delightful designs to contented clientele note after note, 
measure by measure. 
Also as a result of our conversation, we talked briefl y on the missed 
opportunities the gaming industry has had in regards to utilizing music for 
branding.  Though the ‘B’ word might produce a bitter taste in the mouth 
of hard-core developers, it’s an important factor of any entertainment 
business model.  As an art lead from Black Isle Studio, I was always proud 
to be involved in games which had a mature musical score expected 
by core RPG fans.  However, and though sound design is becoming 
more focused in time, there are still many development cycles that don’t 
address the necessity of sound design (as a core-defi ning element of the 
game) until altogether to late.  More recently, companies have teamed up 
with pop-culture icons for music or approached record label companies 
for soundtracks.  Though this is a noticeably effective method for tying a 
product to a targeted constituency, publishers don’t own the fi nal product, 
and are missing an untapped, associated revenue stream.  The end 
result could equal a lost opportunity.  Any revenue opportunity resulting 

from soundtracks or ring tones, etc. certainly 
don’t end up in the publishers hands, but back 
in the record labels coffers.  Of course, that 
must be weighed again the publicity brought 
about through the pop-icon partnership, 
but, does anyone answer cell phones to the 
ring tone of GTA? Medal of Honor?  Halo?  
Are the soundtracks catchy enough to be 
recognized through other media?  If not, it 
could showcase a weakness that could have 
been better leveraged in the fi nal product for 
brand recognition.  The idea of answering your 
cell phone to the dins of Halo may be uber-
geek, but the up-sides are nothing to scoff at.  
Developers look for ways to better the gaming 
experience and management is looking at 
defi ning better business models.  Both must 

excel in order to create successful companies.
Are you wondering whether the ability to create a ‘hit’ to defi ne a brand is possible outside of the record labels?   Alan has thrown down the gauntlet 
declaring, the Alan Ett Creative Group has the talent, ability, and the experience to create that branding audio-experience for any game publisher willing 
to work with them.

If you are looking for audio expertise and the ability to handle all of your audio needs professionally and competently under a single roof, Alan Ett 
Creative Group might just be the one-stop-shop you have been waiting for.

Alan Ett is currently President/CEO of the Alan Ett Creative Group, a 
community of companies founded in 1991 which has been focused on 
the establishment of strong relationships in the production community 
as a provider of a wide range of services and product. The companies 
comprising AECG are: Alan Ett Music Group, a full service music production 
company offering creative music services, including composition, music 
supervision, and music editing, to the entire production community; Media 
City Sound, one of the fastest growing audio post production facilities in Los 
Angeles; Opus1 Music Library, distributing its own products internationally 
and the exclusive US distributor for seven of the premier European 
music library labels; Creative Production Group, the television production 
company; and IMRAS, International Music Royalty Administration Services, 
the royalty collection company in AECG with administration relationships in 
25 territories to facilitate the accurate collection of royalties worldwide.
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attributes an excellent manager portrays.  Much 
emphasis can be placed on the contagious 
effects of excellent attitude. A great manager 
understands that no one is an island, and that 
no single superstar can accomplish every-
thing necessary in a single discipline of game 
development.  Greater yet is the manager who 
understands the true success of management 
is revealed in the individual success of their 
team members. As such, a great manager is no 
more than a servant to each individual.  A great 
manager works hard to enable personal success 
with an understanding of how each individual 
success contributes to the entire product.  It 
is through the synergistic product of individual 
successes that a team becomes truly profi cient 
and ultimately productive.   The manager’s 
attitude towards the team and individuals is a 
direct refl ection of their understanding of this key 
leadership trait.

Promotions without Preparation: The Man-
agement Gamble
Currently, many managers in the industry 
fi nd themselves propelled into their positions 
because of their exceptional ability to render 
production skills. Some are promoted based on 
their seniority in the company or on the team.  
It is typically the best or most productive artist, 
the most creative designer, the most brilliant 
engineer, who fi nd themselves moved into 
positions of responsibility because of their past 
performance.  They relish it, it usually comes 
with some sort of compensation increase, and 
a new title - though titles and role responsibili-
ties are still as varied and as companies in the 
industry.  Unfortunately, many who adopt these 
new positions are unprepared for the additional 
responsibilities expected of team leaders.  
Also, executive management may be a little 
unreasonable in thinking these new leaders will 
somehow learn the necessary skills on their 
own.  It is a poor gamble to expect them to be-
come immediate managerial masters.  Though 
there are exceptional personnel who recognize 
the need to educate themselves and are proac-
tive in seeking the necessary experience and 
information, this is the exception rather than the 
rule.  Most remain unfamiliar with real schedul-
ing, time estimation processes, and the software 
programs utilized for these purposes.  Depend-
ing on past experience, most may be familiar 
with organizing their own time and talents, but 
completely unfamiliar organizing responsibility 
for entire teams of individuals.  Most may have 
some idea of how communication works within 
the company (they will certainly have ideas of 
what they didn’t like as an employee) but are 
probably less than certain of how to implement 
and fulfi ll those responsibilities themselves.  De-
pending on the person, they might be excellent 
at dealing with the human factor and working 
with different personalities, or they might be 
less-than-effective with any interaction.  Regard-
less, everyone can improve on people skills.  
Typically, new leads are thrown into a position 
of responsibility that demands insight and profi -
ciency on many different levels than what they 
are accustomed to and prepared for.  Again, it’s 
not that the employee is incapable of acquiring 
these skills and abilities but their previous posi-
tions have not demanded or prepared them for 
the new responsibilities.  Their aptitude for their 
leader ship role is dependant on what they bring 

to the table from their past experiences and 
the type of direction and help they get from the 
company, their co-workers, and their direct boss.  
Overwhelmed with new expectations or bridled 
with an unwillingness to apply themselves and 
acquire the skills they need, most either seek 
a way back into production (without taking a 
compensation hit) or try to continue on with pro-
duction as they know it.  They may or may not 
address new responsibilities superfi cially as they 
fl ame up into top priorities but never really invest 
themselves into developing those capabilities 
beyond the bare minimum.  At worst, they may 
simply ignore them completely, forcing co-work-
ers and direct bosses to pick up the slack, 
assume extra responsibility, and fi refi ght as nec-
essary.  Unfortunately most development com-
panies lack a proper management development 
program that can help strengthen new manag-
ers where they fall short and give direction on 
fulfi lling the new responsibilities.  Companies 
don’t have to send new managers to elaborate 
conferences or bring in expensive motivational 
speakers, however, it should be a priority for any 
company to initiate an educational program of 
some kind for any newly appointed management 
to cover the basics of what they will need to be 
successful in their new roles.  If management 
roles and responsibilities are concretely defi ned 
(as they should be) determining areas of educa-
tion and preparation are simple.  A simple listing 
of responsibilities will rarely be enough for the 
development of a solid set of skills.  Managers 
need insight on what it takes to fulfi ll those roles 
and meet expectations.

Executive Motivation  
There are many concerns associated with the 
investment of time and resources into assuring 
your management is properly educated.  The 
industry has always been and continues to be 
volatile with furious personnel turn-over.  No 
company likes the thought of a lost investment 
of time and money if the manager jumps ship as 
soon as the product goes gold.  Though large 
publishers seem to be making exerted efforts 
towards the proper training of management, 
how can independent developers with limited 
fi nances and funding ensure their product 
management gets the attention and information 
they need?  

Make Training a Part of your Standard Business 
Practices
Investment in your management sends a strong 
message of commitment to individuals through-
out the company.  A solid commitment to the 
career of individuals is a powerful motivator to 
stick with a current employer.  Though it may or 
may not ultimately affect individual decisions to 
continue working with your company, it will give 
good insight and skills to managers during the 
time they are working with you.  They will be 
more able to fulfi ll responsibilities because of the 
education they received.  Effects are immedi-
ate, positive, and much better than having your 
management cut-their-teeth or bring previous 
poor habits to a product’s a multi-million dollar 
budget.  It may need to be a paradigm shift for 
executives, envisioning the time and money just 
as much an investment in the product as in the 
people and creating an environment internally 
that says ‘we care about your individual career’: 
a powerful message.

Where to Start
A realization that ‘management leaders are 
the front line’ is a good start.  Most understand 
the importance they play in rallying the troops, 
leading the assaults, and winning battles based 
on executive orchestration.  The individual is 
still the greatest asset.  Their talent, creativity, 
and passion for excellent product are the most 
important weapons in a company’s arsenal.  The 
empowerment and education of leaders should 
be of utmost importance if a company desires 
the smooth mobilization of its troops.
Start by identifying where management educa-
tion is weak in the company’s current business 
practices. Are roles, titles, and responsibilities 
clearly defi ned?  Are reviews specifi c about 
which skills managers should develop? Does 
management know where to go to get answers 
and help concerning specifi c leadership dilem-
mas?  Does management know executives are 
concerned about helping them become excellent 
leaders – for their career and for the company? 

Clear Organizational Charts
Ensure the company has a clear and concise 
organizational chart.  Management must un-
derstand where they fi t in the organization, who 
they are accountable to, who they are respon-
sible for, and how the organization functions.

Concrete Role Defi nition
Defi ne clear role responsibility sheets. Make 
certain leadership positions have clearly defi ned 
and measurable expectations and responsibili-
ties.  Every company should have clear posi-
tions of leadership defi ned and documented.  
From title to responsibilities, expectations, and 
quantitative measurable results they will be 
expected to fulfi ll as they serve in their respec-
tive positions.  Try to ensure there is at least one 
responsibility coinciding with each of the staple 
managerial skills outlined above in a quantifi able 
measure.  

Clear Process Defi nition
In addition to creating specifi c role defi nitions, 
a successful company will outlined procedure 
documents that describe (in detail) the process-
es involved in fulfi lling each responsibility.  This 
is one of the most important keys in setting up 
a successful business or franchising a process 
that works.  Responsibilities will typically not be 
related to the development of a specifi c product 
and should be applicable throughout any devel-
opment cycle.  These clearly defi ned processes 
are what make massive organizations manage-
able, accountable, and successful.  Everyone 
knows exactly what they are responsible for, 
what they are expected to do, and how they 
are going to get it done.  Many might balk at 
the idea of introducing such rigid guides into 
such a creative process as game development.  
However, unchecked creativity and loose devel-
opment processes end up do more harm than 
good in most development cycles by ballooning 
budgets, delaying deadlines, and cannibalizing 
cohesion.  Even the most creative of environ-
ments must have a solid supporting business 
structure defi ned by rigid process and procedure 
to ensure the business is successful.

Goal Setting
Have management regularly defi ne measurable, 
achievable goals for themselves.  Ensure the 
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goals set are not directly related to product development but to the devel-
opment of leadership skills.  Make certain most (if not all) are measurable.  
Set goals regularly enough that it keeps goal-orientated development in 
the minds of those involved, but not so often that it becomes tedious or 
that goals become meaningless.

Regular Reviews
Expand review procedures.  Ensure management is fulfi lling the respon-
sibilities outlined.  If not currently instituted, consider quarterly reviews 
or even monthly power meetings instead of half year or yearly reviews.  
Address responsibilities, and specifi c goals previously set.  Are they on 
task for those goals? Are they fulfi lling their responsibilities?  Give honest 
praise for responsibilities fulfi lled well and for goals accomplished. Identify 
any areas for improvement. Follow short agendas.  Keep the meetings 
positive, upbeat, and driven by measurable quantitative results.  These 
short review meetings shouldn’t take more than 15-30 minutes and can be 
a great help to keep management goal-oriented, on-task, and reminded of 
their responsibilities.

Following these practices with an added emphasis on identifying chinks 
in your administrative armor will open your eyes to the types of education, 
experience, and programs needed to strengthen your front line.

Implement a Program
Executives may already have a hunch concerning the skills they would like 
to see their own management develop.  Identifying those needs and imple-
menting a program to address them can be simple and productive. The 
program need not be elaborate, time consuming, or expensive. Be cre-
ative with your educational efforts.  Companies don’t need extraordinary 
budgets for programs, conferences, speakers or training.  Though training 
conferences, consultant presentations, and speakers can be effective and 
provide a substantial investment into the corporate commitment, there are 
other ways to benefi t development leadership that can change business 
in positive ways. Reaching deep into the pocketbook is not necessary to 
realize results or have an effective program.  An emphasis on education 
ensures that management continues to learn, grow and stay ahead of the 
curve.  It remains important that promoted leaders understand responsibili-
ties and are trained in management basics before or immediately following 
promotion.  

Programs on a Budget
A little productive time spent with a successful co-manager discussing 
responsibilities and time management can start new managers off on the 
right foot.  The overall goal is the enhancement of managerial toolboxes 
– giving them the tools they need to succeed.  
Identify someone in the organization who is profi cient with a type of skill 
(i.e. project organization).   Have them make a short effective presenta-
tion. 
Hosting a manager pow-wow once or twice a quarter can also be effective.  
Bring in food, have a concrete time-driven agenda with certain problems, 
questions, or concerns, and have management share insight into how to 
address issues. When time is up, move on to the next agenda item.  
Create an executive presentation yourself on any issue necessary.  Keep 
presentations light and positive.  Don’t single out people or specifi c prob-
lems unless absolutely necessary.  
Management books are an immediate and very cheap resource.  Pur-
chase books that cover basic leadership skills and management tech-
niques to address any gaps or strengthen growth.  Make reading manda-
tory and have the leader accountable for a very short brief on the material.  
This is an extremely effective teaching tool, and one that isn’t as utilized 
as it could be.  There exist a number of excellent reading materials that 
give applicable insight on leadership and management skills.  Set up a 
company library, or hand copies out to all management. 
Even though these alternatives to costly professional education may 
be less expensive, investing pennies may have a big-dollar effect in the 
course of a product cycle.  Investment (no matter how small) also shows 
your desire to contribute to the learning of the employee and is a visible 
sign of internal commitment.  There is no greater compliment than invest-
ment in the individual.

The Risk of Simply Hiring New
Like sports, game companies jockey, leverage, and battle for 1st draft 
picks.  Hiring experience certainly is a necessary and worthy invest-
ment.  Before immediately hiring externally though, careful consideration 

should be given to talent known and developed internally.  Though new 
hiring enables infuse of talent and knowledge, turnover and growth never 
come without risk and substantial cost.  New hires bring great identifi able 
strengths but also may introduce unseen weaknesses in tandem.  At the 
worst, you may be hiring a ‘heavy hitter’ who winds up valuable in name 
only.  It is sound practice to take advantage of the knowledge you already 
possess concerning your current personnel.  For known personnel, half 
of the problem (identifying areas of weakness) should already be solved.  
Their strengths are known as well as their areas of opportunity.  Before a 
company throws their manager-babies out with the bathwater, seriously 
consider giving your internal talent and leadership the education they need 
to succeed or give them the necessary opportunity and time to foster the 
right skills.

Good Management = Great Opportunity
Despite the pervasive growing pains and stretch marks, the gaming 
industry has never been stronger.  Many publishers and developers are 
making great strides in establishing experienced, educated management.  
Still, many teams and developers struggle trying to defi ne responsibilities 
and processes for effi cient production.  Without proper introspection, a 
willingness to enact change, a desire for leadership and solid manage-
ment principles, these companies and teams will likely suffer needlessly 
until such structures are fi rmly established. There are certainly no lack of 
opportunity and resource if training becomes a priority and programs are 
instantiated. 
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Vance Kovacs
  

vance@vancekovacs.com
714-402-1834

www.vancekovacs.com

Publishers\ Developers Experienced With:
Interplay Productions , Black Isle
Hasbro , Wizards of the Coast
Epic Games
Sony , Bottle Rocket
Disney, Walden Media
WizKids
Midway 
Capacity
Blue Byte Software
Vivendi  

Works Featured In:
Spectrum 8 and 9
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Personal Background

Who are you? Where did you come 
from?
My name is Vance Kovacs and I’ve been 
an artist professionally for the past 10 
years. I was born and raised in Southern 
California, moved to Arizona when I was 7 
and lived in Cornville (no joke), outside of 
Sedona, for about 4 years and then moved 
back to California where I’ve been living for 
the past 20 years. We weren’t a very rich 
family. I was the youngest of 5 and my dad 
was a pastor of a small Church in Anahiem. 
So with a pastors salary and 5 kids there 
was no Atari in the house ,but we did have 
a black & white game system that had 6 
games to play, like pong, squash as well as 

a shooting game...rad!

How did you come to do what you do?
I grew up watching Voltron and Thundercats and playing with 
my GI Joes. When I was in college I was a delivery driver 
for a graphics company. I remember running a delivery to 
Irvine on a street where Interplay Productions was located. I 
still remember driving around the building, thinking, wishing, 
that one day I could work in a place like that. I was taking 
evening art courses at the time in Fullerton from a guy 
named Marshall Vandruff. In that class I put together some 
samples of my work and had them laminated at Kinkos cause 
I thought my art would look super cool if they had a high 
gloss plastic fi nish! I sent my samples to the art director and 
waited....A week or so later i got a call for an interview. At 
the interview they sat me down at a computer with D-Paint...
which I had no clue on how to use. Unfortunately, I didn’t get 
the job. However, through a series of events I contacted the 
assistant art director, Scott Mathews. I was actually calling 
to get his professional opinion about something but in our 
conversations he mentioned that a new position might be 
opening up as a concept artist and that it wouldn’t require 
knowing the computer...I went in for another interview but this 
time, I got a job offer and at $9 an hour I was totally psyched!!

Where do you live and work now?
I live and work at home now. I’m here in sunny Corona 
California with my wife and two daughters. A couple days a 
week I work with two buddies of mine Justin Sweet and John 
Dickenson. We’re putting together an art group called Carbon 
Canyon Studios.

Do you have any favorite 
pastimes? Hobbies? Non-
related skills?
MSN Checkers, Motocross Madness 2 
and waiting with my wife for the next 24 
on DVD whilst trying to avoid any talk 
about it while the season is going on. 

Any interesting take or deep 
thoughts about the gaming 
industry or life you’d like to share 
with us?
The game industry has grown leaps 
and bounds since I got involved which 
was right before the Playstation hit the 
market. And though the technology 
will perpetually change and get better 
I still hold to fundamental philosophies 
about art and entertainment. Those 
haven’t changed much.I’ll always hold 
in high esteem, projects and people , 
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that strive for artistic excellence and 
entertainment that doesn’t take the 
“low road”. I’d only hope to participate 
in the creation of something that 
becomes transcendent rather then 
trendy.

Professional Background

How did you come to work in 
the gaming industry?
I was hoping to become a comic book 
artist one day as a dream. In reality I 
was most likely going to be a graphic 
artist. if I wanted to get payed to draw 
pictures that would be the closest 
I would get to it. That open door at 
Interplay 10 years ago was my ticket, 
and I’m grateful for it today.

Do you have any formal education or training?
A few anatomy and illustration courses at a local college in Fullerton. For 
the most part I learned everything on the job.

Are there other industries you are familiar with or that you 
have experience in?
I’ve had the opportunity to work a little bit in movies which is great. Other 
than video games a do quite a bit of work for the Gaming industry, (cards, 
table top games, etc.)

What gaming companies have you worked with?
Interplay/Black Isle, Bottle Rocket/Sony, Epic Games, Midway, Blue Byte, 
Vivendi

Are you currently doing work for anyone? In what capacity?
Yes. Presently I’m working with Epic Games as a environment concept 
artist and Blue Byte Software in Germany doing characters and 

environments. All very hush, hush...

In what (company) capacities have you worked?
I’ve worked as a concept artist and a normal games artist. I’ve done 
interface design, icons, and fonts, to building full game levels for 
Icewindale. I done the most exciting and the most mundane tasks on a 
project. At Interplay I was the Lead artist on Baldurs Gate 3, which was 
canceled and at Bottle Rocket I was a concept artist and got a chance to 
come up with the visual style for there cinematics on Rise of the Kasai. i 
did storyboarding and post production work in AfterEffects and Maya.

What platforms are you experiences in working for?
Mostly PC, but I’ve worked with PLAYSTATION, and PS2 as well.

What software packages are you familiar with?
Painter, Photoshop, Lightwave, Modo, Maya, DeepPaint 3D



Summary of Services 

Hopefully I’m bringing a fresh new look or direction to any project I’m on. 
I try to stay away from cliche’ and try to take a unique take on things I 
create while still looking cool.

What type of services do you offer the industry?
Concept Art, Illustation and Ad art, and Art direction

What sets your skills and service apart from the rest of the 
industry?
The ideas I can bring to the table. I’m constantly thinking of how to give 
something a fresh spin or how to take something ordinary and make it 
fantastic.
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One of the most commonly outsourced 
disciplines for game development is art.  The 
reasons are simple.  Art assets are typically 
fi nite packets of deliverables, created according 
to precise specifi cations. As long as those 
specifi cations are adhered to, the workload can 
be sent anywhere in the world and be spread 
out among any number of individuals.  Arguably 
the most important and diffi cult part of an art 
outsourcing initiative is keeping the visual quality 
of the assets consistent regardless of the amount 
of people involved in the process.  Unfortunately, 
the most crucial factor in the success of an 
outsourcing initiative, pre-planning and process 
preparation, is often neglected to a fi nancially 
disparaging end.  Without proper preparation, 
focus becomes split between the process and 
the product.  Processes must be developed 
and refi ned mid-production and juggled against 
ensuring delivered artwork is consistent and of 
excellent quality.  Certainly, not every detail can 
be ironed out in the pre-production process.  
There must always be fl exibility and room for 
growth or change.  However, neglecting to iron 
out expectations and specifi cations, as well as 
creating the necessary amount of pre-production 
guide work can be disastrous to the partnership 
and the pocketbook.

Art Outsourcing : Step One

Put simply, you must know what you want 
built before you can commission others to 
build it.  The fi rst step to preparing for your art 
outsourcing initiative is to defi ne concretely what 
you want built, and how you want it built.  Though 
seemingly humorous to discuss, in practice it is 
surprising how many outsourcing endeavors are 
initiated without this critical information.  

Flush out the MDD
A Media Design Document (MDD) should be 
constructed and functional before a company 
can have a tight art-related outsourcing initiative 
(Media Design Document, Art Design Document, 
whatever it is called, it is the document which 
outlines the artistic process for the entirety 
of the development).  Each MDD is different 
and dependent upon particular game needs.  
However, we can identify similar elements which 
are necessary across most games.  Regardless 
of the elements defi ned in the document the 
key to being properly prepared for outsourcing 
is identifying and including all development 
critical information into the MDD.  It is not 
necessary to have all information related to 
asset creation 100% answered, however, it is 
important that fi nal specifi cations, means of 
implementation, as well as creative vision are 
all well defi ned.  For each area of the document 
related to asset creation that is not addressed, 
there should be time set aside in the budget to 

prepare those assets for implementation – they 
will need it.  Specifi cation, implementation, 
and creative vision should each be at least 
90% defi ned in the pre-production process and 
there should be a documented timeline that 
ensures the procedures become solidifi ed prior 
to outsourcing.  Without a very specifi c asset 
creation pathway, any company will be tasked 
with additional time and resources re-addressing 
unfi nished assets for implementation.

Final Specifi cation Checklist
The fi nal specifi cations of a given asset are 
the blueprints of the expected delivery.  It 
ignores, for the most part, the creative aspect 
of the creation process and it is most likely tied 
to the means of implementation.  If there are 
concrete specifi cations the asset must conform 
to, those specifi cations are listed here.  This 
checklist is a listing of criteria that must be 
fulfi lled to ensure seamless transition into the 
game.  The Final Specifi cation Checklist will be 
technically based, will probably need engineering 
input, and be fi nalized by the Art Director or 
lead in charge of fi nal asset implementation.  
If unknown specifi cations exist but remain 
unanswered (such as the actual polygon count 
of the main characters, how many channels 
of surround are supported, and the number of 
idle animations supported per creature) then 
a best-guess projection should be made and 
included into the documentation – labeled as a 
projection to be later verifi ed. We can’t cover all 
possible checklist necessities as all games differ 
dramatically, but following is a brief listing of the 
type of information that can be defi ned in this 
checklist.
· File formats
· Naming conventions
· Asset fi le folder structures
· Asset Type and Count
· Geometry parameters
· Texture parameters
· Memory footprint parameters or 
limitations
· Checklist of application-specifi c criteria 
(i.e. pivot locations, scale, geometry tagging, 
geometry grouping, normal preparation, texture 
preparation, assignment of textures, skinning 
preparations, lighting setups, rigging preparation, 
property setting, associated tools or actions, 
scene organization, fi le preparation, etc.)
· Asset preparation tools or applications 
and a how-to brief or manual
· Asset delivery specifi cations (How is 
this asset to be delivered for approval)
· Asset approval and rework processes, 
Versioning or source-safe solutions

Of course, specifi cations will be different for 
each class of needed assets.  Certainly the 
game’s environments will need to be created to 
a different checklist of specifi cations than the 

Art Outsourcing 01:  Know your Assets
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dHUD or Front End.  It will be extremely diffi cult to have an effi cient art-
outsourcing endeavor without solidifying these specifi cations in advance 
of contract negotiation.

Means of Implementation
The means of implementation should be fairly straight-forward and largely 
automated.  Most developers are working toward instant implementation 
of assets into the build process. Some current productions have build 
processes that are completely automated and invisible to the art teams.  
Artists can create assets within a mockup of the gaming environment 
residing live on the internal network.  A button press (by those who hold 
the key to post assets into the live environment) automatically introduces 
assets into the game.  Builds are done on the fl y and are partitioned such 
that the entire game doesn’t need to be re-built in order for an asset, 
character, or level to be introduced to the live environment.  Regardless, 
whether a development team utilizes a nightly build, rolling build, or some 
other process, artists need to be informed of the proper process to get 
those assets in the game.
The means of implementation help to dictate the fi nal specifi cation 
checklist.  This process should be close to fi nalized before outsourcing 
is instigated.  Without a way to check externally created assets in-game, 
development teams will spend a lot of time reworking those created 
assets later down the line just to include them in-game.  From personal 
experience, and as I speak with developers regarding their outsourcing 
experiences, the teams with the most success seem to be the one who 
have enabled the outsource provider the ability to build and review assets 
in the actual game themselves.  I cannot emphasize the importance of 
this key ability an asset creator should have.  Without it, a developer 
must account for some amount of asset clean-up, polish, and further 
implementation. If those who create assets do not have the ability to 
build the asset into the game and test the assets on the target platform, 
approval times, asset iteration, and rework is increased dramatically.  If 
the external company can implement the assets, themselves, into the 
game, (or a localized version of the game engine) they can head up initial 
QA on those assets before they are ever submitted for approval – another 
great way of speeding along asset approval.
The means of implementation and the specifi cations checklist, will be 
vastly different for each engine and development cycle.  However, the 
following criteria must be prepared, documented, and shared.
· Any export tool necessary for implementation into development
· Thorough testing and verifi cation of asset in the gaming 
environment
· Source safe\versioning solutions

Creative Vision
The creative vision is the conceptual completion of the assets.  This 
should be addressed either in pre-production before the initiative, or be 
scheduled to be completed prior to the asset creation.  These should 
include complete 2D color concepts of the to-be-fi nished asset approved 
in appearance, color, and structure by the Art Director and Lead Designer  
- unless, of course, it is the concepts that are outsourced. 
· Design Description
· Visual Concept
· Overarching concept or vision for product
These three key components should be included in the MDD as soon as 
possible   

The artistic outsourcing initiative can only be as properly prepared as are 
these three aspects of an MDD. If there are gaps in the initiative at this 
point, the outsource company should bring those questions to bear during 
contract negotiation.  If these specifi cations are not adequately prepared, 
either the outsource company or the developer may count on much time 
spent readdressing assets for approval and implementation down the line.  
Regardless, it will be a fi nancial and time-related burden for development.

This is merely the fi rst step of preparation for external outsourcing for 
art asset creation.  In future articles, we will look at process preparation, 
including channels of communication, milestone defi nitions and 
payment approvals, milestone meetings, feedback and asset approval, 
implementation, version control, as well as addressing speed, turnaround, 
consistency, and quality.
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TM

= Service Specialist (Less than 2 Services)

= Service Specialist (Less than 4 Services)

Alcazar Entertainment Animation Farm
601 Van Ness Ave #E3314 no logo 321 West Ben White, Ste 106a
San Francisco, CA 90069 Austin, tx 78704
United States United States
www.ALCAZAR-ENTERTAINMENT.com 1 www.theanimationfarm.com 2

Anino Computer Entertainment Inc. Anino Mobile Inc.

unit 905 alpa 2 bldg., trade st., madrigal business park, 55-a matahimik st. teachers village west, diliman
muntinlupa, national capital region 1101 quezon city, national capital region 1101
Philippines Philippines
www.aninoentertainment.com 3 www.aninomobile.com 4

Asorson Studios Bad Flip Productions
19744 Beach Blvd. 339 W Lexington Drive #A4
#360 Glendale, CA 91203
Huntington Beach, CA 92648 United States
United States www.badflip.com 6
www.asorsonstudios.com 5

Ballistic Pixel Lab, Inc. Bamtang Games
no logo 43 Skyline Dr no logo Juan Fanning 131

Building 4000 Suite 3001 Miraflores, Lima 18
Lake Mary, FL 32746 Peru
United States www.bamtang.com 8
www.balisticpixel.com  7

BITWEEN S.R.L: Bravo Interactive
no logo Via Lura 43 107-106 Peremogy Avenue

RHO, Milan 20017 Kiev, Kiev 03115
Italy Ukraine
http:((www.bitween.com 9 http://www.bravointeractive.com 10

BTE Soft LLC Critical Mass Interactive, Inc.
24/2 Avtazavodskaya 9414 Anderson Mill Rd. #203
Kiev, Kiev 04074 Austin, TX 78729
Ukraine United States
www.btesoft.com 11 www.criticalmassinteractive.com  12

Gekido Design Group Inc Glass Hat Software Inc.
no logo #208 - 402 W Pender St 2837 Einstein Way Apt 104

Vancouver, BC V6B 1T6 Orlando, FL 32826
Canada United States
http://www.gekidodesigns.com 13 http://www.glass-hat.com 14

globeCREATIVE, Inc. Howler
16152 Tyee no logo 1
Huntington Beach, CA 92647-3440 1, 1 1
United States United States
www.globecreative.com 15 www.howlerart.com 0

Intergalactic Jeff McAteer
no logo 67 Trelissick Cres no logo 18502 72nd Ave W

Ngaio Edmonds, WA 98026
Wellington, Wellington 6004 United States
New Zealand www.jeffmcateer.com 2
indevelopment 1

Massive Black Inc. Monarch | GDCusa
no logo 842 Folsom St 5290 W. Washington Blvd.

Second Floor Los Angeles, CA 90016
San Francisco, CA 94107 United States
United States www.GDCusa.com 4
www.massiveblack.com 3

Nikitova LLC Pixeltek Gaming Solutions 
1110 Jorie Blvd. Suite 200 no logo Shiv Sagar Estate, A Basement
Oak Brook, IL 60523 Dr Annie Besant Rd
United States Mumbai, Mumbai 400018
www.nikitova.com 5 India

http://www.pixeltek.com 6

Plastic Wax RABCAT entertainment
34 Tennyson Road Mariahilfer Str. 76/31
Breakfast Point Vienna, Vienna 1070
Sydney, NSW 2047 Austria
Australia www.rabcat.com 8
www.plasticwax.com 7

Concepts
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TM

= Service Specialist (Less than 2 Services)

= Service Specialist (Less than 4 Services)

Echeverria 1825 PBRolta Tower A , Rolta Technology Park, 22nd street, MIDC
Marol, Andheri (E), Buenos Aires, Buenos Aires C1428DRE
Mumbai, Maharashtra 400093 Argentina
India http://www.sabarasa.com 10
www.rolta.com 9

Torc Interactive Trango Interactive
no logo Drumhaggart no logo Suite 307, Evacuee Trust Complex

Muff, Donegal Co. Donegal Aga Khan Road, F-5/1
Ireland Islamabad, Federal 44000
http://www.torcinteractive.com 11 Pakistan

www.itrango.com 12

Twelve Interactive Valkyrie Entertainment, LLC
2° Trav. Verdogne, 2 900 1st Ave S
Crotone, Italy 88900 Suite 410
Italy Seattle, WA 98134
www.twelvegames.com 13 United States

www.valent.us 14

VirtualRay.ru Wahoo Studios, Inc.
no logo 6th Parkovaya Street, house 29A, flat 30 405 South 100 East

Moscow, Moscow 105043 Suite 13
Russian Federation Pleasant Grove, UT 84062
www.virtualray.rurr  15 United States

www.wahoo.com 0

Zeppelin Design
178 Mihai Bravu, bl 222, ap 24, S2, Bucharest 031456, 
Romania
Bucharest, not applyable 031456
Romania
www.zeppelindesign.com 1

Alcazar Entertainment Animation Farm
601 Van Ness Ave #E3314 no logo 321 West Ben White, Ste 106a
San Francisco, CA 90069 Austin, tx 78704
United States United States
www.ALCAZAR-ENTERTAINMENT.com www.theanimationfarm.com

Anino Computer Entertainment Inc. Asorson Studios

unit 905 alpa 2 bldg., trade st., madrigal business park, 19744 Beach Blvd.
muntinlupa, national capital region 1101 #360
Philippines Huntington Beach, CA 92648
www.aninoentertainment.com United States

www.asorsonstudios.com

Ballistic Pixel Lab, Inc. Bamtang Games
no logo 43 Skyline Dr no logo Juan Fanning 131

Building 4000 Suite 3001 Miraflores, Lima 18
Lake Mary, FL 32746 Peru
United States www.bamtang.com
www.balisticpixel.com

Bravo Interactive BTE Soft LLC
107-106 Peremogy Avenue 24/2 Avtazavodskaya
Kiev, Kiev 03115 Kiev, Kiev 04074
Ukraine Ukraine
http://www.bravointeractive.com www.btesoft.com

C4 Digital Entertainment Inc. Critical Mass Interactive, Inc.
no logo 120-11960 Hammersmith Way 9414 Anderson Mill Rd. #203

Richmond, BC V7A 5C9 Austin, TX 78729
Canada United States
www.c4digital.com www.criticalmassinteractive.com

Dhruva Interactive Digimation
no logo Domlur 2nd Stage, Bangalore, India 115 James Drive West

Bangalore 560 071 Suite 140
NA, NA NA St. Rose, LA 70087
India United States
www.dhruva.com www.digimation.com

Modeling

Concepts | Modeling
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TM

= Service Specialist (Less than 2 Services)

= Service Specialist (Less than 4 Services)

Fontenais sous Bois, Paris NA Vancouver, BC V6B 1T6
France Canada
www.frogwares.com.ua http://www.gekidodesigns.com

globeCREATIVE, Inc. Ivanov Vladimir M
16152 Tyee no logo Zhukovsky, Serova street
Huntington Beach, CA 92647-3440 Zhukovsky, Moscow region 140181
United States Russian Federation
www.globecreative.com under construction

Jeff McAteer Massive Black Inc.
no logo 18502 72nd Ave W no logo 842 Folsom St

Edmonds, WA 98026 Second Floor
United States San Francisco, CA 94107
www.jeffmcateer.com United States

www.massiveblack.com

Monarch | GDCusa Nikitova LLC
5290 W. Washington Blvd. 1110 Jorie Blvd. Suite 200
Los Angeles, CA 90016 Oak Brook, IL 60523
United States United States
www.GDCusa.com www.nikitova.com

Pixeltek Gaming Solutions Plastic Wax
no logo Shiv Sagar Estate, A Basement 34 Tennyson Road

Dr Annie Besant Rd Breakfast Point
Mumbai, Mumbai 400018 Sydney, NSW 2047
India Australia
http://www.pixeltek.com www.plasticwax.com

RABCAT entertainment Ringtail Studios
Mariahilfer Str. 76/31 4c, Tuuliku St.
Vienna, Vienna 1070 Tallinn, Harjumaa 10612
Austria Estonia
www.rabcat.com www.ringtail-studios.com

ROLTA INDIA LIMITED Sabarasa Entertainment srl

Rolta Tower 'A', Rolta Technology Park, 22nd street, MIDC Echeverria 1825 PB
Marol, Andheri (E), Buenos Aires, Buenos Aires C1428DRE
Mumbai, Maharashtra 400093 Argentina
India http://www.sabarasa.com
www.rolta.com

Torc Interactive Trango Interactive
no logo Drumhaggart no logo Suite 307, Evacuee Trust Complex

Muff, Donegal Co. Donegal Aga Khan Road, F-5/1
Ireland Islamabad, Federal 44000
http://www.torcinteractive.com Pakistan

www.itrango.com

Tres3d Twelve Interactive
5105 Route 33 2° Trav. Verdogne, 2
Farmingdale, New Jersey 07727 Crotone, Italy 88900
United States Italy
http://www.tres3d.com www.twelvegames.com

Valkyrie Entertainment, LLC Wahoo Studios, Inc.
900 1st Ave S 405 South 100 East
Suite 410 Suite 13
Seattle, WA 98134 Pleasant Grove, UT 84062
United States United States
www.valent.us www.wahoo.com

WIT Entertainment Zeppelin Design

Kungsängsgatan 36d 178 Mihai Bravu, bl 222, ap 24, S2, Bucharest 031456, Romania
Uppsala, n/a S-75322 Bucharest, not applyable 031456
Sweden Romania
www.witentertainment.com www.zeppelindesign.com
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TM

= Service Specialist (Less than 2 Services)

= Service Specialist (Less than 4 Services)

Alcazar Entertainment Animation Farm
601 Van Ness Ave #E3314 no logo 321 West Ben White, Ste 106a
San Francisco, CA 90069 Austin, tx 78704
United States United States
www.ALCAZAR-ENTERTAINMENT.com www.theanimationfarm.com

Anino Computer Entertainment Inc. Asorson Studios

unit 905 alpa 2 bldg., trade st., madrigal business park, 19744 Beach Blvd.
muntinlupa, national capital region 1101 #360
Philippines Huntington Beach, CA 92648
www.aninoentertainment.com United States

www.asorsonstudios.com

Ballistic Pixel Lab, Inc. Bamtang Games
no logo 43 Skyline Dr no logo Juan Fanning 131

Building 4000 Suite 3001 Miraflores, Lima 18
Lake Mary, FL 32746 Peru
United States www.bamtang.com
www.balisticpixel.com

Bravo Interactive BTE Soft LLC
107-106 Peremogy Avenue 24/2 Avtazavodskaya
Kiev, Kiev 03115 Kiev, Kiev 04074
Ukraine Ukraine
http://www.bravointeractive.com www.btesoft.com

C4 Digital Entertainment Inc. Critical Mass Interactive, Inc.
no logo 120-11960 Hammersmith Way 9414 Anderson Mill Rd. #203

Richmond, BC V7A 5C9 Austin, TX 78729
Canada United States
www.c4digital.com www.criticalmassinteractive.com

Dhruva Interactive Digimation
no logo Domlur 2nd Stage, Bangalore, India 115 James Drive West

Bangalore 560 071 Suite 140
NA, NA NA St. Rose, LA 70087
India United States
www.dhruva.com www.digimation.com

Frogwares Gekido Design Group Inc
no logo 3 Avenue de la Pepiniere no logo #208 - 402 W Pender St

Fontenais sous Bois, Paris NA Vancouver, BC V6B 1T6
France Canada
www.frogwares.com.ua http://www.gekidodesigns.com

globeCREATIVE, Inc. Ivanov Vladimir M
16152 Tyee no logo Zhukovsky, Serova street
Huntington Beach, CA 92647-3440 Zhukovsky, Moscow region 140181
United States Russian Federation
www.globecreative.com under construction

Jeff McAteer Massive Black Inc.
no logo 18502 72nd Ave W no logo 842 Folsom St

Edmonds, WA 98026 Second Floor
United States San Francisco, CA 94107
www.jeffmcateer.com United States

www.massiveblack.com

Monarch | GDCusa Nikitova LLC
5290 W. Washington Blvd. 1110 Jorie Blvd. Suite 200
Los Angeles, CA 90016 Oak Brook, IL 60523
United States United States
www.GDCusa.com www.nikitova.com

Pixeltek Gaming Solutions Plastic Wax
no logo Shiv Sagar Estate, A Basement 34 Tennyson Road

Dr Annie Besant Rd Breakfast Point
Mumbai, Mumbai 400018 Sydney, NSW 2047
India Australia
http://www.pixeltek.com www.plasticwax.com

RABCAT entertainment Ringtail Studios
Mariahilfer Str. 76/31 4c, Tuuliku St.
Vienna, Vienna 1070 Tallinn, Harjumaa 10612
Austria Estonia
www.rabcat.com www.ringtail-studios.com
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TM

= Service Specialist (Less than 2 Services)

= Service Specialist (Less than 4 Services)

Echeverria 1825 PBRolta Tower A , Rolta Technology Park, 22nd street, MIDC
Marol, Andheri (E), Buenos Aires, Buenos Aires C1428DRE
Mumbai, Maharashtra 400093 Argentina
India http://www.sabarasa.com
www.rolta.com

SophSoft, Incorporated Torc Interactive
no logo Post Office Box 4936 no logo Drumhaggart

East Lansing, Michigan 48826-4936 Muff, Donegal Co. Donegal
United States Ireland
http://www.sophsoft.com http://www.torcinteractive.com

Trango Interactive Tres3d
no logo Suite 307, Evacuee Trust Complex 5105 Route 33

Aga Khan Road, F-5/1 Farmingdale, New Jersey 07727
Islamabad, Federal 44000 United States
Pakistan http://www.tres3d.com
www.itrango.com

Twelve Interactive Valkyrie Entertainment, LLC
2° Trav. Verdogne, 2 900 1st Ave S
Crotone, Italy 88900 Suite 410
Italy Seattle, WA 98134
www.twelvegames.com United States

www.valent.us

Wahoo Studios, Inc. WIT Entertainment
405 South 100 East Kungsängsgatan 36d
Suite 13 Uppsala, n/a S-75322
Pleasant Grove, UT 84062 Sweden
United States www.witentertainment.com
www.wahoo.com

Zeppelin Design
178 Mihai Bravu, bl 222, ap 24, S2, Bucharest 031456, 
Romania
Bucharest, not applyable 031456
Romania
www.zeppelindesign.com

Alcazar Entertainment Animation Farm
601 Van Ness Ave #E3314 no logo 321 West Ben White, Ste 106a
San Francisco, CA 90069 Austin, tx 78704
United States United States
www.ALCAZAR-ENTERTAINMENT.com www.theanimationfarm.com

Anino Computer Entertainment Inc. Asorson Studios

unit 905 alpa 2 bldg., trade st., madrigal business park, 19744 Beach Blvd.
muntinlupa, national capital region 1101 #360
Philippines Huntington Beach, CA 92648
www.aninoentertainment.com United States

www.asorsonstudios.com

Ballistic Pixel Lab, Inc. Bamtang Games
no logo 43 Skyline Dr no logo Juan Fanning 131

Building 4000 Suite 3001 Miraflores, Lima 18
Lake Mary, FL 32746 Peru
United States www.bamtang.com
www.balisticpixel.com

Bravo Interactive BTE Soft LLC
107-106 Peremogy Avenue 24/2 Avtazavodskaya
Kiev, Kiev 03115 Kiev, Kiev 04074
Ukraine Ukraine
http://www.bravointeractive.com www.btesoft.com

C4 Digital Entertainment Inc. Critical Mass Interactive, Inc.
no logo 120-11960 Hammersmith Way 9414 Anderson Mill Rd. #203

Richmond, BC V7A 5C9 Austin, TX 78729
Canada United States
www.c4digital.com www.criticalmassinteractive.com

Rigging & Animation

Texturing | Animation
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TM

= Service Specialist (Less than 2 Services)

= Service Specialist (Less than 4 Services)

Suite 140 Fontenais sous Bois, Paris NA
St. Rose, LA 70087 France
United States www.frogwares.com.ua
www.digimation.com

Gekido Design Group Inc globeCREATIVE, Inc.
no logo #208 - 402 W Pender St 16152 Tyee

Vancouver, BC V6B 1T6 Huntington Beach, CA 92647-3440
Canada United States
http://www.gekidodesigns.com www.globecreative.com

Ivanov Vladimir M Massive Black Inc.
no logo Zhukovsky, Serova street no logo 842 Folsom St

Zhukovsky, Moscow region 140181 Second Floor
Russian Federation San Francisco, CA 94107
under construction United States

www.massiveblack.com

Monarch | GDCusa Nikitova LLC
5290 W. Washington Blvd. 1110 Jorie Blvd. Suite 200
Los Angeles, CA 90016 Oak Brook, IL 60523
United States United States
www.GDCusa.com www.nikitova.com

Pixeltek Gaming Solutions Plastic Wax
no logo Shiv Sagar Estate, A Basement 34 Tennyson Road

Dr Annie Besant Rd Breakfast Point
Mumbai, Mumbai 400018 Sydney, NSW 2047
India Australia
http://www.pixeltek.com www.plasticwax.com

RABCAT entertainment Ringtail Studios
Mariahilfer Str. 76/31 4c, Tuuliku St.
Vienna, Vienna 1070 Tallinn, Harjumaa 10612
Austria Estonia
www.rabcat.com www.ringtail-studios.com

ROLTA INDIA LIMITED Sabarasa Entertainment srl

Rolta Tower 'A', Rolta Technology Park, 22nd street, MIDC Echeverria 1825 PB
Marol, Andheri (E), Buenos Aires, Buenos Aires C1428DRE
Mumbai, Maharashtra 400093 Argentina
India http://www.sabarasa.com
www.rolta.com

Spine3D Torc Interactive
8880 NW 20th Street, Suite A no logo Drumhaggart
Miami, FL 33172 Muff, Donegal Co. Donegal
United States Ireland
www.spine3d.com http://www.torcinteractive.com

Trango Interactive Tres3d
no logo Suite 307, Evacuee Trust Complex 5105 Route 33

Aga Khan Road, F-5/1 Farmingdale, New Jersey 07727
Islamabad, Federal 44000 United States
Pakistan http://www.tres3d.com
www.itrango.com

Twelve Interactive Valkyrie Entertainment, LLC
2° Trav. Verdogne, 2 900 1st Ave S
Crotone, Italy 88900 Suite 410
Italy Seattle, WA 98134
www.twelvegames.com United States

www.valent.us

Wahoo Studios, Inc. WIT Entertainment
405 South 100 East Kungsängsgatan 36d
Suite 13 Uppsala, n/a S-75322
Pleasant Grove, UT 84062 Sweden
United States www.witentertainment.com
www.wahoo.com
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= Service Specialist (Less than 2 Services)

= Service Specialist (Less than 4 Services)

Romania
Bucharest, not applyable 031456
Romania
www.zeppelindesign.com

Alcazar Entertainment Animation Farm
601 Van Ness Ave #E3314 no logo 321 West Ben White, Ste 106a
San Francisco, CA 90069 Austin, tx 78704
United States United States
www.ALCAZAR-ENTERTAINMENT.com www.theanimationfarm.com

Anino Computer Entertainment Inc. Asorson Studios

unit 905 alpa 2 bldg., trade st., madrigal business park, 19744 Beach Blvd.
muntinlupa, national capital region 1101 #360
Philippines Huntington Beach, CA 92648
www.aninoentertainment.com United States

www.asorsonstudios.com

Ballistic Pixel Lab, Inc. BTE Soft LLC
no logo 43 Skyline Dr 24/2 Avtazavodskaya

Building 4000 Suite 3001 Kiev, Kiev 04074
Lake Mary, FL 32746 Ukraine
United States www.btesoft.com
www.balisticpixel.com

C4 Digital Entertainment Inc. Critical Mass Interactive, Inc.
no logo 120-11960 Hammersmith Way 9414 Anderson Mill Rd. #203

Richmond, BC V7A 5C9 Austin, TX 78729
Canada United States
www.c4digital.com www.criticalmassinteractive.com

Digimation Frogwares
115 James Drive West no logo 3 Avenue de la Pepiniere
Suite 140 Fontenais sous Bois, Paris NA
St. Rose, LA 70087 France
United States www.frogwares.com.ua
www.digimation.com

globeCREATIVE, Inc. JANIMATION
16152 Tyee no logo 840 Exposition Ave
Huntington Beach, CA 92647-3440 Dallas, TX 75226
United States United States
www.globecreative.com www.janimation.com

Magenta Box Pty Ltd Massive Black Inc.
PO Box 397 no logo 842 Folsom St
Suite 9 950 Main Rd Second Floor
Eltham, Vic 3095 San Francisco, CA 94107
Australia United States
www.magentabox.com www.massiveblack.com

Monarch | GDCusa Nikitova LLC
5290 W. Washington Blvd. 1110 Jorie Blvd. Suite 200
Los Angeles, CA 90016 Oak Brook, IL 60523
United States United States
www.GDCusa.com www.nikitova.com

Plastic Wax RABCAT entertainment
34 Tennyson Road Mariahilfer Str. 76/31
Breakfast Point Vienna, Vienna 1070
Sydney, NSW 2047 Austria
Australia www.rabcat.com
www.plasticwax.com

Spine3D Torc Interactive
8880 NW 20th Street, Suite A no logo Drumhaggart
Miami, FL 33172 Muff, Donegal Co. Donegal
United States Ireland
www.spine3d.com http://www.torcinteractive.com

Cinematics

Animation | Cinematics
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A Farmingdale, New Jersey 07727ga Khan Road, F-5/1
Islamabad, Federal 44000 United States
Pakistan http://www.tres3d.com
www.itrango.com

Valkyrie Entertainment, LLC Wahoo Studios, Inc.
900 1st Ave S 405 South 100 East
Suite 410 Suite 13
Seattle, WA 98134 Pleasant Grove, UT 84062
United States United States
www.valent.us www.wahoo.com

Zeppelin Design
178 Mihai Bravu, bl 222, ap 24, S2, Bucharest 031456, 
Romania
Bucharest, not applyable 031456
Romania
www.zeppelindesign.com

Anino Computer Entertainment Inc. Bamtang Games

unit 905 alpa 2 bldg., trade st., madrigal business park, no logo Juan Fanning 131
muntinlupa, national capital region 1101 Miraflores, Lima 18
Philippines Peru
www.aninoentertainment.com www.bamtang.com

Critical Mass Interactive, Inc. Frogwares
9414 Anderson Mill Rd. #203 no logo 3 Avenue de la Pepiniere
Austin, TX 78729 Fontenais sous Bois, Paris NA
United States France
www.criticalmassinteractive.com www.frogwares.com.ua

Gekido Design Group Inc Glass Hat Software Inc.
no logo #208 - 402 W Pender St 2837 Einstein Way Apt 104

Vancouver, BC V6B 1T6 Orlando, FL 32826
Canada United States
http://www.gekidodesigns.com http://www.glass-hat.com

Nikitova LLC Pixeltek Gaming Solutions 
1110 Jorie Blvd. Suite 200 no logo Shiv Sagar Estate, A Basement
Oak Brook, IL 60523 Dr Annie Besant Rd
United States Mumbai, Mumbai 400018
www.nikitova.com India

http://www.pixeltek.com

RABCAT entertainment ROLTA INDIA LIMITED
Mariahilfer Str. 76/31 Rolta Tower 'A', Rolta Technology Park, 22nd street, MIDC
Vienna, Vienna 1070 Marol, Andheri (E),
Austria Mumbai, Maharashtra 400093
www.rabcat.com India

www.rolta.com

Sabarasa Entertainment srl SophSoft, Incorporated
Echeverria 1825 PB no logo Post Office Box 4936
Buenos Aires, Buenos Aires C1428DRE East Lansing, Michigan 48826-4936
Argentina United States
http://www.sabarasa.com http://www.sophsoft.com

Swords & Circuitry Studios Torc Interactive
no logo 10341 Limetree Lane no logo Drumhaggart

Spring Valley, CA 91977 Muff, Donegal Co. Donegal
United States Ireland
http://Neal.Hallford.com http://www.torcinteractive.com

Trango Interactive Tuna Technologies
no logo Suite 307, Evacuee Trust Complex Redlands Business Centre

Aga Khan Road, F-5/1 3-5 Tapton House Road
Islamabad, Federal 44000 Sheffield, S. Yorks S10 5BY
Pakistan United Kingdom
www.itrango.com http://www.tunatech.com

Design & Writing

Cinematics | Design\Writing
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Suite 13Crotone, Italy 88900
Italy Pleasant Grove, UT 84062
www.twelvegames.com United States

www.wahoo.com

Zeppelin Design
178 Mihai Bravu, bl 222, ap 24, S2, Bucharest 031456, 
Romania
Bucharest, not applyable 031456
Romania
www.zeppelindesign.com

Anino Computer Entertainment Inc. BITWEEN S.R.L:

unit 905 alpa 2 bldg., trade st., madrigal business park, no logo Via Lura 43
muntinlupa, national capital region 1101 RHO, Milan 20017
Philippines Italy
www.aninoentertainment.com http:((www.bitween.com

BTE Soft LLC Critical Mass Interactive, Inc.
24/2 Avtazavodskaya 9414 Anderson Mill Rd. #203
Kiev, Kiev 04074 Austin, TX 78729
Ukraine United States
www.btesoft.com www.criticalmassinteractive.com

Devworks Game Technology Frogwares
Rua Funchal 203 Cj.31 Vila Olimpia no logo 3 Avenue de la Pepiniere
São Paulo, SP 04551904 Fontenais sous Bois, Paris NA
Brazil France
www.devworks.net www.frogwares.com.ua

Gekido Design Group Inc Glass Hat Software Inc.
no logo #208 - 402 W Pender St 2837 Einstein Way Apt 104

Vancouver, BC V6B 1T6 Orlando, FL 32826
Canada United States
http://www.gekidodesigns.com http://www.glass-hat.com

Global Technology Management Group globeCREATIVE, Inc.
5304 Lake Washington Blvd. NE Suite I 16152 Tyee
Kirkland, WA 98033 Huntington Beach, CA 92647-3440
United States United States
www.gtmg.net www.globecreative.com

Nikitova LLC Sabarasa Entertainment srl
1110 Jorie Blvd. Suite 200 Echeverria 1825 PB
Oak Brook, IL 60523 Buenos Aires, Buenos Aires C1428DRE
United States Argentina
www.nikitova.com http://www.sabarasa.com

Santa Cruz Games SophSoft, Incorporated
no logo 312 Lincoln Street no logo Post Office Box 4936

Suite A East Lansing, Michigan 48826-4936
Santa Cruz, CA 95060 United States
United States http://www.sophsoft.com
www.santacruzgames.com

Torc Interactive Trango Interactive
no logo Drumhaggart no logo Suite 307, Evacuee Trust Complex

Muff, Donegal Co. Donegal Aga Khan Road, F-5/1
Ireland Islamabad, Federal 44000
http://www.torcinteractive.com Pakistan

www.itrango.com

Tuna Technologies Twelve Interactive
Redlands Business Centre 2° Trav. Verdogne, 2
3-5 Tapton House Road Crotone, Italy 88900
Sheffield, S. Yorks S10 5BY Italy
United Kingdom www.twelvegames.com
http://www.tunatech.com

Engineering

Design\Writing  |  Programming
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Moscow, Moscow 105043 Suite 13
Russian Federation Pleasant Grove, UT 84062
www.virtualray.rurr United States

www.wahoo.com

Andy Brick Music Anino Computer Entertainment Inc.
no logo 165 MIllard Ave unit 905 alpa 2 bldg., trade st., madrigal business park,

Sleepy Hollow, NY 10591 muntinlupa, national capital region 1101
United States Philippines
www.andybrick.com www.aninoentertainment.com

Bamtang Games Beat Revolution Music + Sound
no logo Juan Fanning 131 no logo 12318 Ventura Court

Miraflores, Lima 18 Studio City, CA 91604
Peru United States
www.bamtang.com www.beatrevolution.com

Beats Universe Entertainment BITWEEN S.R.L:
no logo 176-16 134th Ave no logo Via Lura 43

Jamaica, NY 11434 RHO, Milan 20017
United States Italy
www.beatsuniverse.20fr.com/index.html http:((www.bitween.com

Blink Music C4 Digital Entertainment Inc.
no logo 129 Franklin Street Ste 123 no logo 120-11960 Hammersmith Way

Cambridge, MA 02139 Richmond, BC V7A 5C9
United States Canada
www.blinkscoring.com www.c4digital.com

Critical Mass Interactive, Inc. DOGMA Projectstudio - Music- & Audioproductions
9414 Anderson Mill Rd. #203 Wetterbek 41
Austin, TX 78729 Kiel, Schleswig-Holstein 24107
United States Germany
www.criticalmassinteractive.com http://www.gamemusic.de

dSonic Frogwares
no logo 110 Pacific Ave Mall #213 no logo 3 Avenue de la Pepiniere

San Francisco, CA 94111 Fontenais sous Bois, Paris NA
United States France
www.dsonic.com www.frogwares.com.ua

Gekido Design Group Inc Magenta Box Pty Ltd
no logo #208 - 402 W Pender St PO Box 397

Vancouver, BC V6B 1T6 Suite 9 950 Main Rd
Canada Eltham, Vic 3095
http://www.gekidodesigns.com Australia

www.magentabox.com

Margarita Mix Hollywood Monarch | GDCusa
no logo 6838 Romaine St. 5290 W. Washington Blvd.

Hollywood, ca 90038 Los Angeles, CA 90016
United States United States
margmix.com www.GDCusa.com

Nikitova LLC Opus 1 Music Library
1110 Jorie Blvd. Suite 200 12711 Ventura Blvd, Suite 170
Oak Brook, IL 60523 Studio City, CA 91604
United States United States
www.nikitova.com www.opus1musiclibrary.com

Pixeltek Gaming Solutions Plastic Wax
no logo Shiv Sagar Estate, A Basement 34 Tennyson Road

Dr Annie Besant Rd Breakfast Point
Mumbai, Mumbai 400018 Sydney, NSW 2047
India Australia
http://www.pixeltek.com www.plasticwax.com

Audio

Programming | Audio



The Gaming Industry 411
Not listed? Get listed!

www.outsourcereport.com

31

TM

= Service Specialist (Less than 2 Services)

= Service Specialist (Less than 4 Services)

Suite A East Lansing, Michigan 48826-4936
Santa Cruz, CA 95060 United States
United States http://www.sophsoft.com
www.santacruzgames.com

Soundrama Music / Daniel Sadowski Torc Interactive
1111 81st SW no logo Drumhaggart
Tacoma, WA 98498 Muff, Donegal Co. Donegal
United States Ireland
www.DanielSadowski.net http://www.torcinteractive.com

Twelve Interactive Zeppelin Design

2° Trav. Verdogne, 2 178 Mihai Bravu, bl 222, ap 24, S2, Bucharest 031456, Romania
Crotone, Italy 88900 Bucharest, not applyable 031456
Italy Romania
www.twelvegames.com www.zeppelindesign.com

Alcazar Entertainment Asorson Studios
601 Van Ness Ave #E3314 19744 Beach Blvd.
San Francisco, CA 90069 #360
United States Huntington Beach, CA 92648
www.ALCAZAR-ENTERTAINMENT.com United States

www.asorsonstudios.com

BITWEEN S.R.L: Critical Mass Interactive, Inc.
no logo Via Lura 43 9414 Anderson Mill Rd. #203

RHO, Milan 20017 Austin, TX 78729
Italy United States
http:((www.bitween.com www.criticalmassinteractive.com

Gekido Design Group Inc Glass Hat Software Inc.
no logo #208 - 402 W Pender St 2837 Einstein Way Apt 104

Vancouver, BC V6B 1T6 Orlando, FL 32826
Canada United States
http://www.gekidodesigns.com http://www.glass-hat.com

globeCREATIVE, Inc. Magenta Box Pty Ltd
16152 Tyee PO Box 397
Huntington Beach, CA 92647-3440 Suite 9 950 Main Rd
United States Eltham, Vic 3095
www.globecreative.com Australia

www.magentabox.com

Massive Black Inc. Monarch | GDCusa
no logo 842 Folsom St 5290 W. Washington Blvd.

Second Floor Los Angeles, CA 90016
San Francisco, CA 94107 United States
United States www.GDCusa.com
www.massiveblack.com

Nikitova LLC Pixeltek Gaming Solutions 
1110 Jorie Blvd. Suite 200 no logo Shiv Sagar Estate, A Basement
Oak Brook, IL 60523 Dr Annie Besant Rd
United States Mumbai, Mumbai 400018
www.nikitova.com India

http://www.pixeltek.com

Prime Candidate Inc Sabarasa Entertainment srl
24045 Hatteras St. Echeverria 1825 PB
Woodland Hills, CA 91367 Buenos Aires, Buenos Aires C1428DRE
United States Argentina
http://primecandidateinc.com/default.asp http://www.sabarasa.com

SeniorGameConsultants.com SophSoft, Incorporated
1228 15th Street #H no logo Post Office Box 4936
Santa Monica, CA 90404 East Lansing, Michigan 48826-4936
United States United States
http://www.seniorgameconsultants.com http://www.sophsoft.com

Consulting Services

Audio | Consulting
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3-5 Tapton House RoadSpring Valley, CA 91977
United States Sheffield, S. Yorks S10 5BY
http://Neal.Hallford.com United Kingdom

http://www.tunatech.com

Twelve Interactive Valkyrie Entertainment, LLC
2° Trav. Verdogne, 2 900 1st Ave S
Crotone, Italy 88900 Suite 410
Italy Seattle, WA 98134
www.twelvegames.com United States

www.valent.us

BITWEEN S.R.L: Critical Mass Interactive, Inc.
no logo Via Lura 43 9414 Anderson Mill Rd. #203

RHO, Milan 20017 Austin, TX 78729
Italy United States
http:((www.bitween.com www.criticalmassinteractive.com

Dhruva Interactive Frogwares
no logo Domlur 2nd Stage, Bangalore, India no logo 3 Avenue de la Pepiniere

Bangalore 560 071 Fontenais sous Bois, Paris NA
NA, NA NA France
India www.frogwares.com.ua
www.dhruva.com

Global Technology Management Group Monarch | GDCusa
5304 Lake Washington Blvd. NE Suite I 5290 W. Washington Blvd.
Kirkland, WA 98033 Los Angeles, CA 90016
United States United States
www.gtmg.net www.GDCusa.com

Nikitova LLC Ringtail Studios
1110 Jorie Blvd. Suite 200 4c, Tuuliku St.
Oak Brook, IL 60523 Tallinn, Harjumaa 10612
United States Estonia
www.nikitova.com www.ringtail-studios.com

ROLTA INDIA LIMITED SophSoft, Incorporated

Rolta Tower 'A', Rolta Technology Park, 22nd street, MIDC no logo Post Office Box 4936
Marol, Andheri (E), East Lansing, Michigan 48826-4936
Mumbai, Maharashtra 400093 United States
India http://www.sophsoft.com
www.rolta.com

Trango Interactive
no logo Suite 307, Evacuee Trust Complex

Aga Khan Road, F-5/1
Islamabad, Federal 44000
Pakistan
www.itrango.com

Alcazar Entertainment Animation Farm
601 Van Ness Ave #E3314 no logo 321 West Ben White, Ste 106a
San Francisco, CA 90069 Austin, tx 78704
United States United States
www.ALCAZAR-ENTERTAINMENT.com www.theanimationfarm.com

Critical Mass Interactive, Inc. Massive Black Inc.
9414 Anderson Mill Rd. #203 no logo 842 Folsom St
Austin, TX 78729 Second Floor
United States San Francisco, CA 94107
www.criticalmassinteractive.com United States

www.massiveblack.com

Marketing & PR

Quality

Consulting | QA\Testing | Marketing\PR
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East Lansing, Michigan 48826-4936 Spring Valley, CA 91977
United States United States
http://www.sophsoft.com http://Neal.Hallford.com

Valkyrie Entertainment, LLC
900 1st Ave S
Suite 410
Seattle, WA 98134
United States
www.valent.us

Margarita Mix Hollywood Prime Candidate Inc
no logo 6838 Romaine St. 24045 Hatteras St.

Hollywood, ca 90038 Woodland Hills, CA 91367
United States United States
margmix.com http://primecandidateinc.com/default.asp

Gekido Design Group Inc Glass Hat Software Inc.
no logo #208 - 402 W Pender St 2837 Einstein Way Apt 104

Vancouver, BC V6B 1T6 Orlando, FL 32826
Canada United States
http://www.gekidodesigns.com http://www.glass-hat.com

Global Technology Management Group MBSytech
5304 Lake Washington Blvd. NE Suite I 628 West Imperial #105
Kirkland, WA 98033 El Segundo, CA 90245
United States United States
www.gtmg.net www.mbsytech.com

Nikitova LLC ROLTA INDIA LIMITED
1110 Jorie Blvd. Suite 200 Rolta Tower 'A', Rolta Technology Park, 22nd street, MIDC
Oak Brook, IL 60523 Marol, Andheri (E),
United States Mumbai, Maharashtra 400093
www.nikitova.com India

www.rolta.com

Sabarasa Entertainment srl SophSoft, Incorporated
Echeverria 1825 PB no logo Post Office Box 4936
Buenos Aires, Buenos Aires C1428DRE East Lansing, Michigan 48826-4936
Argentina United States
http://www.sabarasa.com http://www.sophsoft.com

Tres3d Velocity Networks
5105 Route 33 5155 Rosecrans Ave, Suite 300
Farmingdale, New Jersey 07727 Hawthorne, CA 90250
United States United States
http://www.tres3d.com www.vel.net

Zeppelin Design
178 Mihai Bravu, bl 222, ap 24, S2, Bucharest 031456, 
Romania
Bucharest, not applyable 031456
Romania
www.zeppelindesign.com

Alcazar Entertainment Anino Computer Entertainment Inc.
601 Van Ness Ave #E3314 unit 905 alpa 2 bldg., trade st., madrigal business park,
San Francisco, CA 90069 muntinlupa, national capital region 1101
United States Philippines
www.ALCAZAR-ENTERTAINMENT.com www.aninoentertainment.com

Product, Middleware, Other

Online Web Services

Placement
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quezon city, national capital region 1101 Building 4000 Suite 3001
Philippines Lake Mary, FL 32746
www.aninomobile.com United States

www.balisticpixel.com

BITWEEN S.R.L: BLAM!
no logo Via Lura 43 no logo 2700 19th St

RHO, Milan 20017 San Francisco, Ca 94110
Italy United States
http:((www.bitween.com www.blam.com

Devworks Game Technology Gekido Design Group Inc
Rua Funchal 203 Cj.31 Vila Olimpia no logo #208 - 402 W Pender St
São Paulo, SP 04551904 Vancouver, BC V6B 1T6
Brazil Canada
www.devworks.net http://www.gekidodesigns.com

Glass Hat Software Inc. Global Technology Management Group
2837 Einstein Way Apt 104 5304 Lake Washington Blvd. NE Suite I
Orlando, FL 32826 Kirkland, WA 98033
United States United States
http://www.glass-hat.com www.gtmg.net

Nexcom International Nikitova LLC
no logo FL18, No. 716, Chung-Cheng Road 1110 Jorie Blvd. Suite 200

Chung-Ho City Oak Brook, IL 60523
Taipei County 235, Taiwan 235 United States
China www.nikitova.com
http://www.nexcom.com

ROLTA INDIA LIMITED
Rolta Tower 'A', Rolta Technology Park, 22nd street, MIDC
Marol, Andheri (E),
Mumbai, Maharashtra 400093
India
www.rolta.com

SophSoft, Incorporated ThreeSixty Technologies Pvt. Ltd.

no logo Post Office Box 4936
y-222, 2nd floor, Kimbarley Towers, 2ND Avenue, Anna Nagar 
West, Chennai-600040

East Lansing, Michigan 48826-4936
Threesixty Technologies Sdn Bhd, C111, CHIME, Enterprise
Building 1,63000 Cyberjaya, Selangor

United States Chennai , Tamil Nadu 600040
http://www.sophsoft.com India

http://360-technologies.com/mm

Trango Interactive Tuna Technologies
no logo Suite 307, Evacuee Trust Complex Redlands Business Centre

Aga Khan Road, F-5/1 3-5 Tapton House Road
Islamabad, Federal 44000 Sheffield, S. Yorks S10 5BY
Pakistan United Kingdom
www.itrango.com http://www.tunatech.com

VirtualRay.ru
no logo 6th Parkovaya Street, house 29A, flat 30

Moscow, Moscow 105043
Russian Federation
www.virtualray.rurr

Product\Middleware\Other
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