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LEVELING UP ...

pon entering the lobby of the Mythic

Entertainment office in Fairfax, Va.,

visitors see stacks of computer boxes,
unopened FedEx packages, a friendly face at
the front desk—and a “Squig” sitting atop a
corner shelf. The ghoulish, nearly three-foot-
tall creation is a goblin-like monster, absent
of arms, with big feet and a wide, toothy grin
of huge, rotting, bloody teeth.

A Squig (left), created by dedicated fans of the
online game Warhammer, stands watch at EA
Mythic Entertainment, where Matt Shaw ’81

is chief technology officer.

“He was dropped off one day,” said Matt

Shaw '81, the chief technology officer at Mythic

Entertainment, a computer game developer

that is a subsidiary of Electronic Arts, Inc. (EA).
“Fans made him and he’s been here ever since.”

Squig, short for Squiggly Beast, is not the
company mascot. Squigs are a fictional
species found in Warhammer, a massive

multiplayer online role-playing game, or
MMORPG. Shaw explains that fans, akin

to those who covertly planted an “EA
Mythic Is Ours!” banner in Mythic's office,
had hoped to become beta testers—people
who test products before release.

To understand how Shaw and his colleagues
acquired their groupie-style following, look




no further than Mythic’s parent company.
Headquartered in California, EA is the world’s
premier interactive entertainment software
company earning $3.67 billion in revenue last
year. EA purchased Mythic in 2006.

Shaw’s steady rise to the pinnacle of gaming
was not without a few twists, a lot of determi-
nation, and some help from his family.

After graduating from Walt Whitman High
School in Bethesda, Shaw followed his inter-
est in working on cars to Montgomery College,
where he took a few automotive classes.

He achieved a master level and says he still
knows enough to “not be taken at the shop.”
But he also had an itch for computers that
started with Pong and grew to Atari games,
such as Pac-Man and other classic 1980s
titles. Atari also produced the 800, which
allowed users to engage in game play and
basic programming. Shaw used an Atari 800,
a gift from his parents, to teach himself the
basics of how computers worked.

Shaw did not consider his skills with cars

and computers to be all that different. “Auto-
motive [work] and computer programming are
not as much a contrast as you might imagine,”
he said. “They are both about using logic to
deduce a situation.”

After working as a mechanic full time and
using nights and weekends to launch his
first software business, Shaw returned to

the Rockville Campus to upgrade his already-
expanding knowledge of computers by taking
two programming courses. Meanwhile his
wife Paula was plotting a surprise for him
that, in some ways, changed their lives.
“When the [Commodore] Amiga came out,

my wife secretly saved up the money and
bought it for me,” Shaw said. “Of course the
only thing | could do to thank her was to use it
to make several public domain programs and
eventually team up with some others to make
and sell our own games and make a career
out of it. It turned out to be a good investment
on her part. The moral of this story: always
get your husband the things he wants!”

Shaw and a partner created two game compa-
nies that self-published for years. An admitted
World War Il aircraft buff, Shaw helped create
the Fighter Duel series. It was widely consid-
ered the most realistic World War Il air combat
simulator of the early and middle 1990s.

Like most start-ups, Shaw's company had its
share of tough times at the onset. But with a
strong family base to support his aspirations,
Shaw kept climbing the ladder in the by-then
booming world of video games.

“My family was very supportive,” Shaw said.
“We did go through some lean times, we had
two young kids. My mother and my father in-
law helped us a lot—with encouragement as
well as financial support. | eventually made
enough with my own companies to do okay,
but my partner and | decided that we would
like to try working for some other game com-
panies for awhile.”

In 1999, Shaw joined Kesmai, a game-developing
heavyweight known for its Air Warrior flight
simulator games. He quickly rose to a tech-
nical director role. Later, Shaw worked as a
principal engineer at Lodestone Games.

In 2003, Shaw made the jump to Mythic, work-
ing alongside game-producing pioneers Mark

Jacobs and Rob Denton. Mythic had struck it
big with one of the most popular MMORPG
games to date, Dark Age of Camelot. In 2002,
just a year after it was introduced, Dark Age
had 250,000 subscribers; now, six years later,
subscribers remain steady at 50,000.

“When EA purchased Mythic, that's when
| knew—not just me, but also Mythic—
had really made it,” Shaw said. “We now
had the might of the world’s largest game
publisher on our side. We're in the major
leagues now.”

Today, Shaw is a 19-year veteran of the games
industry. And Mythic Entertainment, which will
grow to near nearly 400 employees by next
year, released another series in the gaming
blockbuster Warhammer, Warhammer Online:
Age of Reckoning, on September 18. Age of
Reckoning became the fastest-selling new
MMORPG of all time, registering 500,000

new players in its first week. Shaw says the
massive project has taken three years, 200
employees, and millions of dollars to produce.

From Montgomery College technical classes
to one of the most respected labels in the
game-development industry, Matt Shaw
seems satisfied to be the family man who
has never worn a tie to work and has a pen-
chant for “turning hobbies into professions.”

“I've never regretted working on games,”
Shaw said. “Not everyone gets to work at
what they enjoy—I consider myself pretty
lucky. One's career often is not what one
expects. I've never been particularly career
minded. My motto was work hard, and do

a good job, and rewards will come to you.
That's worked out well for me.”




