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MISSION STATEMENT
Gamesauce is for those who have already discovered the great secret about making games: it’s fun,  
it’s cool and you get paid to do it. In publishing this magazine, we make the following promises:

 Gamesauce•	  will be fun and cool—just like making games.
 We will give you a 30,000-foot view of the gaming industry so that you can see as clearly where  •	
it’s going as you can where it’s been.
 We will give you the good, the bad, and the ugly of the game industry, leaving you free to form and •	
express your own opinions.
 We will not merely be interesting; we will be provocative. We will not shy away from asking the  •	
awkward question or printing the controversial answer.
 We will not spend our pages giving away source code for particle systems, but we will give you the •	
history of them. Or we would if that wasn’t quite so boring.
 We will never take ourselves too seriously. Seriously.•	

Please, keep your bathroom visits down to one article at a time. Other people have gotta go you know?
- Jake Simpson, editor in chief, editor@gamesauce.org
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Letter from  
the Publisher

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

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

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

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

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

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

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

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

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

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

	 Jessica Tams, publisher
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Conflict  
and Call
Resolving Your Principles in  
the Video Game Industry
By Bill Slease

The obvious conflicts you’re thinking of aren’t 
the really problematic ones. In other words, the 
situation is actually worse than you think.

In my decade or so as a paid game developer, I’ve often been asked 
two different questions by people inside and outside the industry. 
The insiders want to know how I can justify making video games 
for a living given the beliefs I profess, and the outsiders want to 

know why on Earth I would want to make games in the first place. At 
the risk of speaking for other developers with strongly held principles, 
the answer to both questions starts with the same observation. The 
obvious conflicts you’re thinking of aren’t the really problematic ones. 
In other words, the situation is actually worse than you think.

With non-gamers, I have to do some de-mythologizing. Gamesauce 
readers don’t need to be convinced that:

Games don’t turn people into social misfits.››
Gamers come in all ages, genders, races, shapes and sizes.››
Gaming is a social activity.››
DOOM››  is as responsible for school shootings as Pac-Man  
is for obesity.

(An aside: If you find yourself needing to lay any of this groundwork 
yourself, John C. Beck and Mitchell Wade have written a competent 
book full of encouraging data and analysis called Got Game: How the 
Gamer Generation is Reshaping Business Forever.)

There are, however, two common critiques of video games in 
general that have some validity: that they are prone to gratuitous 
violence, and that they objectify women. These critiques illustrate 
two areas that create conflicts for me—let’s call them “Conflicts 
of Attitude” and “Conflicts of Intent.” Although these are the most 
obvious sources of potential conflict, there is a third category that 

for me is even more troublesome as a Christian: I’ll call this last one 
“Conflicts of Content.”

Conflicts of Attitude
While I firmly deny that video games cause the violent crimes we see 
today, all you have to do is take your grandmother to see District 9 
to convince yourself that we’ve been desensitized to violence. While 
you are getting a kick out of the obvious Half-Life references, watch 
Grandma’s reaction to the gibbing that is barely even registering in 
your brain pan. Our consciences have been seared my friend, and we 
can no longer deny it. 

The major issue here is the amusement we experience at the ex-
pense of the sanctity of life. Is this a new problem our generation has 
foisted on the world? Not at all. Ancient Roman gladiatorial arenas 
were far worse—but we’re not going to score many points in eternity 
by being better than the Romans. 

Regardless of whether the general trajectory of humanity’s moral-
ity is headed up or down, it would be hard to argue that shooting 
avatars in a video game has anything in common with pulling a real 
trigger on a real person—except when it comes to the attitude of 
the heart. Rand Miller, creator of the Myst series, once described to 
me the sense of loss he felt when he watched his daughter play Tomb 
Raider. When she began playing, she was distraught over having to 
shoot a dog to progress. Sadly it didn’t take long for her to overcome 
her reluctance.

Rand’s daughter is lucky though. She had her father nearby to 
point out the change—and the lesson. Too often young gamers are 
left to fend for themselves in situations at least as complex as any 
competitive team sport. In traditional sports, coaches teach young 
players how to not let the game get the best of them. Antisocial 
behavior is quickly corrected by a mentor who can teach the player 
to be not only a better player, but a better person. On the other 
hand, in gaming we often see young players left on their own to 

assert themselves however they see fit, with terrible consequences to 
personal character. 

Can the game developer solve these problems? Not all of them. 
Are there at least some things we can do to help? Is there a way to 
preserve the game mechanic that player death affords while also hon-
oring the sanctity of life? Is it possible to make a game with enough 
routes for progression that I don’t force a moral conflict on the player 
(or the developer, for that matter)? 

Conflicts of Intent
It’s usually worth a laugh when I tell people that video games aren’t 
going to stop objectifying women until either Jesus returns or 
all the men die. If it makes women feel any better, men objectify 
everything, not just women. And yes, based on the Biblical mes-
sage that the creation of every single human being is an intimate 
and intentional act of God—that all humans are beloved of God 




