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Let’s see: Like the computer business,
video gaming hires engineers from the
best tech schools to churn out miles of
ever-more-complex code. Like the
entertainment business, it relies on writ-
ers, artists and producers to turn that
technological ability into riveting, best-
selling recreation. The gaming industry
shares a talent pool with GE Aerospace
and Lockheed Martin, as well as the
Walt Disney Company and Universal
Studios. Its CEOs not only have engi-
neering degrees, they have talent
agents.

In other words it’s neither one 
business nor the other. It’s an animal
unto itself: the computer-entertainment
business.

And quite a business it is, selling
some $7 billion in products in 2005 and
contributing some $30 billion to the
economy overall. It’s also one of the
fastest-moving industries in this break-
neck business era, a niche where 
“the cheese” is moved so far and so
frequently that only the hardiest
mouse-clickers survive. 

Just as its product has evolved over
30 years from the crude graphics of
“Pong” to the lifelike grisliness of
“Grand Theft Auto” and its ilk, so too
has the video-game business trans-
formed from an entrepreneurial

sideshow of the larger economy into
the spotlighted center of mainstream
business, a place where the computer,
entertainment and retail sectors merge
to create an economic powerhouse.

Now, another evolution is taking
place in the video game biz. Its long-
established hubs — Santa Monica, 
California; Atlanta, Georgia; and Austin,
Texas — are welcoming a fourth mem-
ber, our own Orlando. In addition to
Maitland-based Electronic Arts (EA),
the mega-manufacturer of such games
as “Madden NFL Football” and
“NASCAR Thunder,” Orlando also is
home to a unique graduate school
offering master’s degrees in Interactive
Entertainment: UCF’s Florida Interactive
Entertainment Academy (FIEA),
launched in August 2005.

And that’s not to mention Orlando’s
longest-standing video-game maker: 
n-Space, Inc. Started in 1994 by three
engineers from Lockheed, the com-
pany now employs some 70 engineers,
artists, designers and production per-
sonnel at its 14,000-square-foot facility
in Westwood Plaza near SeaWorld. 

Working across various game plat-
forms, including Nintendo Gamecube
and Sony Playstation, n-Space has cre-
ated its own games (including the spirit-
and-demon fantasy “Geist”) along with

“When we started making games, a game took
seven people 10 or 11 months and cost just
under a million dollars. Now, we have projects
with 40 people that run for two years, with a
just-getting-in-the-door budget of $5 million.”  

— Erick Dyke

games based on well-known movies,
TV shows and comic books.  “Rugrats
Studio Tour,” “Mary-Kate & Ashley:
Sweet Sixteen,” and “Die Hard Trilogy
2” are among the 12 projects n-Space
has released thus far.

“It’s what I wanted to do since 
I was a little kid,” says Erick Dyke, 
n-Space’s president. 

Is the video-gaming industry the entertainment side of the computer 
business, or the computer end of the entertainment business?>>
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MAJOR
PLAYER

ORLANDO IS BECOMING A HUB FOR
THE VIDEO-GAMING INDUSTRY, A
UNIQUE HYBRID THAT WEDS SEATTLE
GEEK WITH HOLLYWOOD CHIC.

By Rafaela Ellis
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GAME WARRIORS
The birth of n-Space is itself a tale of
how quickly things morph in the gam-
ing biz. Dyke, a 1991 engineering
graduate from Michigan Tech, origi-
nally came to Florida to work on mil-
itary projects for GE Aerospace in
Daytona Beach. But then the com-
pany got a contract from the game
maker Sega, and Dyke and his col-
leagues were thrust into the video
game racket.

“That sort of got me into the busi-
ness,” Dyke says. “And then that was
bought out by Martin Marietta and
then Lockheed, and after they ended
their relationship with Sega I wanted to
keep making
games. So I and a
couple of people
left and started n-
Space.”

Working from
a small rental in
Grand National
Plaza, the group
discovered that
in addition to the
technical know-
how to create
games, they
needed to begin
building the rela-

tionships that are so vital in the gam-
ing business, which relies heavily on
licensing agreements and intellectual
property sharing. Enter Interactive Stu-
dio Management (ISM), a pioneering
video-game talent agency headquar-
tered in California. In 1996, the agency
recruited n-Space as its first-ever client,
and the next year helped n-Space put
its first game, “Tigershark,” on store
shelves.

“Their efforts have directly
impacted our worldwide sales and con-
tributed to our impressive longevity in
an industry where independent devel-
opers are a rarity,” Dyke told Game
News in an article celebrating ISM’s
10th anniversary. 

THE COMING
WORLD
Now Dyke and company,
along with a roster of
local and regional politi-
cal and business types,
are preparing for the
future of gaming by
working to make Orlando
as attractive as possible
to the young, hip engi-
neers and artists who
take video games from
concept to reality.

While the California
companies who publish

the material on
which games are
based have caught
on to Orlando’s
benefits — “They
like the fact that
we’re in Florida
because we have a

less-expensive cost of doing business,”
Dyke says — the next step is to further
develop the region’s tech-savvy, 
creative workforce.

Dyke is optimistic that Orlando’s
efforts to create a high-tech creative 

FIEA programming student Jennie Gritton.
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“Geist” and “Rugrats” video games are just
two popular titles by n-Space.
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village adjacent to UCF’s FIEA in down-
town Orlando will be a catalyst to
attracting talent to drive this industry,
although he notes that the gaming
industry has changed since he and his
cohorts left their comfortable — and
well-paying — engineering jobs to start
up n-Space.

“Our business is really tough right
now,” he says. “When we started mak-

ing games, a game took seven people
10 or 11 months and cost just under a
million dollars. Now, we have projects
with 40 people that run for two years,
with a just-getting-in-the-door budget
of $5 million.” 

That makes it harder for young engi-
neers to run their own companies out
of a garage, as the legendary tech 
wizards of the past generation did.

Nevertheless, Dyke says, Orlando
still offers plenty of opportunities for
recent graduates. 

“My advice is to find a good job at

a company that exists,” he says. 
With n-Space, EA, and a host of mil-

itary-simulation concerns hungry for
qualified workers, such advice should
be easy to follow.

“Right now, it ’s become a lot 
easier to find local talent and to find
people interested in living and work-
ing here,” he says. “The business is
maturing.” x

WWhhaatt’’ss  ggrreeeenn,,  aammoorrpphhoouuss,,  aanndd  oouutt  ttoo  ssaavvee  hhiiss  ccoolloorrffuull  ssuubbtteerrrraanneeaann
wwoorrlldd??

WWhhyy  TThhee  BBlloobb,,  ooff  ccoouurrssee,,  tthhee  hheerroo  ooff  aa  vviiddeeoo  ggaammee  ccrreeaatteedd  aatt  tthhee
UUnniivveerrssiittyy  ooff  CCeennttrraall  FFlloorriiddaa’’ss  FFlloorriiddaa  IInntteerraaccttiivvee  EEnntteerrttaaiinnmmeenntt  AAccaaddeemmyy
((FFIIEEAA)),,  aa  ggrraadduuaattee  sscchhooooll  ffoorr  ggaammeerrss  tthhaatt  ooppeenneedd  iinn  AAuugguusstt  22000055  iinn
ddoowwnnttoowwnn  OOrrllaannddoo..

CCrreeaatteedd  oovveerr  ttwwoo  sseemmeesstteerrss  bbyy  aa  tteeaamm  ooff  1122  FFIIEEAA  ssttuu--
ddeennttss,,  ““TThhee  BBlloobb””  iiss  tthhee  llaatteesstt  mmaanniiffeessttaattiioonn  ooff  FFIIEEAA’’ss
ggooaall  ooff  ccrreeaattiinngg  aa  ccllaassss  ooff  ggaammee  pprroodduucceerrss,,  aarrttiissttss  aanndd
pprrooggrraammmmeerrss  rreeaaddyy  ttoo  ttaakkee  OOrrllaannddoo  ttoo  tthhee  nneexxtt  lleevveell  aass
aa  ggaammiinngg  hhuubb..

““TThhee  vviiddeeoo--ggaammee  iinndduussttrryy  wwiillll  hhiirree  aa  ppeerrssoonn  aa  ddaayy  ffoorr
tthhee  nneexxtt  tteenn  yyeeaarrss,,””  ssaayyss  BBeennjjaammiinn  NNooeell,,  eexxeeccuuttiivvee  ddiirreecc--
ttoorr  ooff  FFIIEEAA..  ““HHooww  ddoo  wwee  mmaaiinnttaaiinn  tthhaatt??  OOrrllaannddoo  wwaass  nnoott
kknnoowwnn  aass  aa  hhoottbbeedd  ooff  vviiddeeoo--ggaammee  ttaalleenntt;;  7700  ppeerrcceenntt  [[ooff
ggaammee--mmaakkiinngg  ttaalleenntt]]  wwaass  ccoommiinngg  ffrroomm  oouutt  ooff  ssttaattee..””  

SSoo  NNooeell,,  aa  ffoorrmmeerr  sseenniioorr  mmaannaaggeerr  aatt  vviiddeeoo--ggaammee
ggiiaanntt  EElleeccttrroonniicc  AArrttss  ((EEAA))  iinn  MMaaiittllaanndd,,  jjooiinneedd  wwiitthh  UUCCFF,,
tthhee  cciittyy  ooff  OOrrllaannddoo  aanndd  tthhee  FFlloorriiddaa  GGoovveerrnnoorr’’ss  ooffffiiccee  ttoo
ppllaaccee  aa  nneeww  ggrraadduuaattee  sscchhooooll  ffoorr  ggaammee  ddeevveellooppeerrss  aatt  tthhee
cceenntteerr  ooff  aa  ppllaannnneedd  ddoowwnnttoowwnn  ““ccrreeaattiivvee  vviillllaaggee””  aaiimmeedd
aatt  aattttrraaccttiinngg  tthhee  yyoouunngg,,  hhiipp  ttaalleenntt  tthhaatt  ggaammiinngg  rreelliieess  oonn..

““TThhee  cciittyy  aanndd  tthhee  mmaayyoorr  aarree  vveerryy  ffooccuusseedd  oonn  bbrriinnggiinngg
tthheessee  jjoobbss  hheerree,,  hhaavviinngg  ppeeooppllee  lliivviinngg  hheerree,,  wwoorrkkiinngg  hheerree
aatt  hhiigghh  tteecchh  jjoobbss,,””  NNooeell  ssaayyss..  

TThhee  hhooppee  iiss  tthhaatt  oonnccee  ssttuuddeennttss  ggrraadduuaattee  ffrroomm  FFIIEEAA  ——
oorr  ffrroomm  ootthheerr  llooccaall  eennggiinneeeerriinngg  aanndd  aarrtt  pprrooggrraammss  ——  tthheeyy
wwiillll  bbee  tteemmpptteedd  ttoo  ssttiicckk  aarroouunndd  OOrrllaannddoo  ttoo  eennjjooyy  ddoowwnn--
ttoowwnn’’ss  mmiixxeedd--uussee  hhoouussiinngg,,  nniigghhttlliiffee,,  aanndd  tthhee  hhiigghh--ppaayyiinngg
tteecchh  jjoobbss  tthhaatt  ssuuppppoorrtt  tthheemm..

SSoo  ffaarr,,  iitt  sseeeemmss  ttoo  bbee  wwoorrkkiinngg,,  NNooeell  ssaayyss..  ““WWee  sseett  uupp
aa  ssttuuddiioo  eennvviirroonnmmeenntt,,  aanndd  wwee’’rree  ddooiinngg  tthhiinnggss  tthhee  rriigghhtt
wwaayy..  WWee  bbeett  tthhaatt  iiff  wwee  bbuuiilltt  iitt  aanndd  ffuunnddeedd  iitt  aanndd  bbrroouugghhtt
iinn  tthhee  rriigghhtt  ffaaccuullttyy,,  tthhee  kkiiddss  wwiillll  sshhooww  uupp..  AAnndd  tthheeyy
hhaavvee..””

SSuucccceesssseess  lliikkee  ““TThhee  BBlloobb””  sshhoouulldd  mmaakkee  iitt  eevveenn  eeaassiieerr
ttoo  aattttrraacctt  tthhee  bbeesstt  ssttuuddeennttss,,  NNooeell  ssaayyss..  AAllrreeaaddyy  ““ggoolldd

mmaasstteerreedd””  ——  tthhee  tteerrmm  ffoorr  ppuuttttiinngg  tthhee  ffiinnaall  pprroodduucctt  oonn  mmaasstteerr  ddiisskk  ——  aanndd
wwiitthh  ppaacckkaaggiinngg  ddeessiiggnneedd  aanndd  rreeaaddyy  ttoo  bbee  mmaannuuffaaccttuurreedd,,  tthhee  ggaammee  hhaass
ggaarrnneerreedd  ppoossiittiivvee  aatttteennttiioonn  iinn  ggaammiinngg  ccoommppeettiittiioonnss  aanndd  wwiillll  bbee  eenntteerreedd
iinn  tthhee  GGaammee  DDeevveellooppeerrss  CCoonnffeerreennccee  aatt  tthhee  uuppccoommiinngg  nnaattiioonnaall  SSttuuddeenntt
GGaammiinngg  CCoommppeettiittiioonn..

““TThhee  ssttaarrss  aarree  lliinniinngg  uupp,,””  NNooeell  ssaayyss  ooff  tthhee  ssyynneerrggyy  bbeettwweeeenn  tthhee  sscchhooooll
aanndd  tthhee  ggaammee  mmaannuuffaaccttuurreerrss  iinn  tthhee  aarreeaa..  ““WWee  wwaanntt  ttoo  hhaavvee  tthhee  bbeesstt  ffaacciill--
iittyy  iinn  tthhee  bbeesstt  ppllaaccee  ttoo  lliivvee  aanndd  wwoorrkk..””

AA  SSqquuiisshhyy  HHeerroo  ttoo  tthhee  RReessccuuee
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