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Casey O'Donnell : Developer's Dilemma: The Secret World of Videogame Creators (Inside Technology) before
purchasing it in order to gage whether or not it would be worth my time, and all praised Developer's Dilemma: The
Secret World of Videogame Creators (Inside Technology):

1 of 1 people found the following review helpful. | personally loved the readingBy Lucas Martins de SouzaThis
marvelous work brings you closer to the incredible, dynamic and mostly exhausting world of developers. | personally


http://f3db.com/pub/links.php?id=0262028190

loved the reading, and it's meaningfully deep analysis on game makers. The research and hard work put into this book
bleed through its words. If you are into anthropology and video games its totally a must get.8 of 8 people found the
following review helpful. Thoroughly researched, engaging, with significant insights.By Jeremy W. HunsingerThis
book might not be your fun afternoon read, but then again... it might. It is an insightful, well researched discourse on
the state of game development in recent times. It won't be everyone's cup of tea, but it is excellent as a deep
exploration of itstopic that has usesin and outside of the academy.4 of 4 people found the following review helpful.
Thoroughly researched and importantBy Erin HRarely does this much actual from-the-trenches research show up in
book form. In compiling this volume, synthesized from hundreds of developer interviews, Casey O'Donnell has done
something important for the long arc of video game history: talked to real people doing real work while it was being
done. Thisisn't a'beach read' and its complexity may be daunting, but if you want the real story of how video games
are produced, as told by real people experiencing everyday development, thisis as close to the real story asI've seen.
That's not for everyone, but it will be for history.

An examination of work, the organization of work, and the market forces that surround it, through the lens of the
collaborative practice of game devel opment.Rank-and-file game devel opers bring videogames from concept to
product, and yet their work is almost invisible, hidden behind the famous names of publishers, executives, or console
manufacturers. In this book, Casey O'Donnell examines the creative collaborative practice of typical game devel opers.
His investigation of why game developers work the way they do sheds light on our understanding of work, the
organization of work, and the market forces that shape (and are shaped by) mediaindustries. O'Donnell shows that the
ability to play with the underlying systems -- technical, conceptual, and social -- is at the core of creative and
collaborative practice, which is central to the New Economy. When access to underlying systemsis undermined, so
too is creative collaborative process. Drawing on extensive fieldwork in game studios in the United States and India,
O'Donnell stakes out new territory empirically, conceptually, and methodol ogically. Mimicking the structure of
videogames, the book is divided into worlds, within which are levels; and each world ends with a boss fight, a"rant"
about lessons learned and tools mastered. O'Donnell describes the process of videogame devel opment from pre-
production through production, considering such aspects as experimental systems, "socially mandatory" overtime, and
the perpetua startup machine that exhausts young, initially enthusiastic workers. He links work practice to broader
systems of publishing, manufacturing, and distribution; introduces the concept of a privileged "actor-intra-
internetwork™; and describes patent and copyright enforcement by industry and the state.

Through his ethnographic work across several organizations, O'Donnell takes us on afascinating journey into the heart
of game development. He offers important insights into the work practices and views of different members on typical
production teams, all with an eye to how the technical side of the work interweaves with the social. This book will be
valuable not only to game studies scholars, but also to those interested in digital production, labor, and socio-technical
systems. (T. L. Taylor, Associate Professor of Comparative Media Studies/Writing, MIT; author of Raising the Stakes:
E-Sports and the Professionalization of Computer Gaming) Developer's Dilemma presents arare, rich look at the
videogame industry. O'Donnell combines deep insider knowledge, years of fieldwork in the trenches of game
development, and empathy for the hard work and risk-taking of the people he studied. With acritical scholarly lenson
the unique dynamics of thisindustry, the result is a study of creativity and innovation in the new economy that is at
once both playful and serious and useful for academics and practitioners aike. (Gina Neff, Associate Professor of
Communication, University of Washington; author of Venture Labor: Work and the Burden of Risk in Innovative
Industries)O'Donnell, aformer game devel oper turned ethnographer, has written a penetrating yet playful account of
game devel opment's work processes, culture, and transnational reach. He deftly takes the reader through videogame
development from inception to release, and his insights open a window into industry practices for sharing, secrecy,
playfulness, and contention. The reader gains arich understanding of work in an emerging media industry that is
deeply rooted in play, creativity, and exhausting labor. (Hector Postigo, Associate Professor of Media Studies and
Production, Temple University; author of The Digital Rights Movement: The Role of Technology in Subverting
Digital Copyright)Videogame budgets today rival those of Hollywood blockbusters. But what is the reality of day-to-
day work in thisindustry like? Constructed as a game about games, Developer's Dilemmais afun-to-read treatise
based upon Casey O'Donnell's many years of experience with the videogame industry in the United States and India.
He strips away the glamour to get at the practices, inner thoughts, and rants of the artists, game designers, engineers,
and managers he studies. He reveals a nuanced picture of work practices and struggles in the new digital economy.
O'Donnell redlly cares, too -- it isnot all just a game, and the book ends with suggestions as to how the playersin this
industry could make it awhole lot better to work in. (Trevor Pinch, Goldwin Smith Professor of Science and
Technology Studies, Cornell University)About the AuthorCasey O'Donnell is Assistant Professor in the Department of
Media and Information in the College of Communication Arts and Sciences at Michigan State University.



