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FOUNDED
September 1996

OWNERSHIP
Wholly owned by Valve, L.L.C.

HEADQUARTERS
Kirkland, WA

BACKGROUND
Valve is an entertainment software company based in Kirkland, Washington, founded in 1996 by a group of
veteran Microsoft executives and engineers. Today, Valve is comprised of over 40 of the industry’s leading
artists, programmers, and writers. In the company’s four-year history, it has risen from unlikely new entry
to industry leader—producing a string of best-selling, critically acclaimed PC entertainment products.

PRODUCTS
Half-Life, released in November 1998, has won more than 50 Game of the Year honors worldwide and
been called “a smash hit” by the Wall Street Journal. Half-Life was named “Best PC Game Ever” in the
November 1999 issue of PC Gamer, the world’s best-selling PC games magazine. In addition, Half-Life
has become one of the best-selling PC action games of all time.
Team Fortress Classic is a multiplayer add-on for Half-Life that challenges players to engage in teambased strategic battles. Since its release in April of 1999, Team Fortress Classic has become one of the
most popular games on the Internet, with thousands of players and dozens of Web sites dedicated to the
game and its community.
Counter-Strike is a multiplayer action game built on the Half-Life engine. Counter-Strike mixes elements
of strategic gaming into its unique blend of team-based action play. Today, more gamers are playing
Counter-Strike than the sum total of all other action games combined—making it the most popular online
action game of all time.

PARTNERSHIPS
Valve has strategic partnerships with the following companies:
Acer
AMD
ATI
AT&T
Cisco Systems
Creative Artists Agency
Dell Computer Corporation
Digital Bus
EnVizion Technologies

GameSpy
Gateway Computers
Gearbox
Hi-Net
Intel
InterNAP
Korea.com
Microsoft
Nexon

Nvidia
Plantronics
Sierra On-Line
Sony
Speakeasy
Streaminghand
Telia Internet A/S
Telstra
Telus
Yummy
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SENIOR STAFF
Gabe Newell – Managing Director
Gabe is the founder and managing director of Valve, L.L.C. Before starting Valve, Gabe held a number of positions in the
Systems, Applications, and Advanced Technology divisions at Microsoft, where he worked for 13 years. His responsibilities
included running program management for the first two releases of Windows, starting the company’s multimedia division,
and leading the company’s efforts on the Information Highway PC.

Scott Lynch – C.O.O.
Prior to joining Valve, Scott was a Senior Vice President at Sierra On-Line where he created and managed the Sierra Studios
business unit publishing a number of products, including Half-Life. During his 5-year tenure at Sierra, Scott held a number of
different positions in business development, acquisitions, finance, investor relations, and product development. Before joining
Sierra, Scott worked in the public accounting industry at Coopers and Lybrand where he worked in both the audit and tax
departments managing a range of clients from small start-ups to Fortune 500 companies. Scott is a graduate of the University
of Washington Business School, with a concentration in accounting, and a certified public accountant in the state of
Washington.

Yahn Bernier – Senior Software Engineer
Yahn received his undergraduate degree in Chemistry from Harvard University. He then went on to study law at the
University of Florida School of Law. After law school, Yahn moved to Atlanta and spent five years practicing patent law
there. Yahn’s law practice was focused in the areas of computer software, chemistry, biochemistry, and mechanical engineering. In his spare time, he authored the popular “Quake” level editor BSP, and because of this work, he was contacted
and recruited by Valve, L.L.C. in late 1997. Currently, Yahn is developing the network aspects of Valve’s future titles,
including Team Fortress 2.

Kelly Bailey – Senior Designer
Formerly a product unit manager at Microsoft, Kelly has a programming background that includes consumer multimedia,
database engines, and networking. In addition to serving as senior designer, Kelly did all of the music and sound effects
for Half-Life and wrote sound code to create character speech and DSP reverb effects for the Half-Life engine.

Ken Birdwell – Senior Software Engineer
Ken has contributed to a wide range of projects in the last 15 years. These include in-circuit emulators (CodeTap), 3D
surface reconstruction (Surfgen), 3D prosthetics design tools (Shapemaker), and satellite networking (Microsoft’s
Broadcast PC). He also wrote one of the first graphical shells for multiplayer online games for Compuserve’s Sniper.
Oddly enough, Ken has a BFA from Evergreen State University, where he studied painting, photography, and animation.
As one of Valve’s senior software engineers, Ken designed and implemented the skeletal animation system and many
other engine components for Half-Life.

Pat Goodwin – Vice President of Finance
Pat graduated Magna Cum Laude with a B.A. in Economics from the University of Washington and holds an M.B.A.
with emphasis in Finance and Accounting from U.C.L.A. After serving tenure as a Senior Accountant and Consultant for
Price, Waterhouse, Coopers in Los Angeles, Pat moved to Seattle where he served as C.F.O. for success start-ups Briazz,
Inc. and Door-to-Door Storage before joining Valve.

Doug Lombardi – Director of Marketing
Doug arrived at Valve after his tenure at Sierra On-Line, where he held the position of senior marketing manager in
charge of the launching of several products, including Half-Life, in addition to overseeing press relations and online
communications for the Sierra Studios business unit. Prior to his move to Seattle, Doug launched boot magazine for
Imagine Publishing and Gamecenter.com for CNET in San Francisco. He migrated to entertainment software from the
music industry in 1994.
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Jay Stelly – Senior Software Engineer
Jay joined Valve from Tetragon where he was lead engineer and 3D engine developer of Virgin’s Nanotek
Warrior. Before that, he developed titles for Sony Playstation & 3DO. Jay informally began his career in
digital entertainment at age 9, when he wrote his first computer game. His first published work came at age
15, when a game he wrote was published on a magazine cover CD. Jay currently serves as the senior software
engineer at Valve, and is a lead on the production of Valve’s next generation engine technology.

Mike Dunkle – Product Manager
Mike previously held the position of Director of Sales and Marketing - Games Unit, at Applied Microsystems
Corporation. Mike established contracts with Microsoft and Red Jade to design and produce development
systems for these companies’ gaming platforms. Prior to this, Mike held positions as Director of Strategic
Alliances and Director of Product Marketing in the High Speed Network Unit at AMC. Before he arrived at
AMC, Mike held management positions in sales and marketing with Applied Precision Incorporated, where he
established worldwide distribution channels and drove all aspects of product development.

Rick Ellis – Senior Engineering Lead
Rick previously held the position of Chief Technologist - Games Unit, at Applied Microsystems Corporation.
During his tenure at AMC, he established the games unit by securing a deal with Nintendo and Microsoft to
design and produce the development systems for Nintendo’s GameCube and Microsoft’s Xbox gaming consoles.
Rick is author of ten patents (some pending) in real-time emulation, high-speed networking, and wireless
communication. Rick graduated with a BA in Economics and a minor in CSCI from the University of
Washington in 1987.

PORTFOLIO
Collectively, the Valve team has contributed to the creation of the following titles:

Aces of the Pacific
Bat’s Entertainment
Castle Infinity
Civilization
Countdown
Doom Special Playstation Edition
Doom 64
Double Dragon V
Dr. Floyd’s Desktop Toys
Duke Nukem 3D
Duke Nukem Plutonium Pack
Eastwood
F-15 Strike Eagle
F-15 II
Final Doom
Fling!
Fun ‘N’ Games

Gunship 2000
Internet Gaming Zone
Materia Prima Texture Library
Mech Commander
Mech Warrior 3
Microsoft Access
Microsoft Bob
Microsoft Excel
Microsoft Windows
Microsoft Windows NT
Microsoft Word
MSN
Muppets Inside
Nanotek Warrior
Nintendo Power Magazine
OS/2
Pirate’s Gold

Quake Command
Rex Nebular
Rise of the Triad
Shadow Warrior
Sidewalk.com
Sniper
Star League Baseball
Star League Basketball
Stellar Fire
Sting: All This Time
S.W.A.T. 3D
Take-A-Break Pinball
Wild 9’s
WorldCraft
Zork Nemesis

Founded in 1996, Valve develops entertainment software. Half-Life is Valve’s debut title. Since its release in
November 1998, Half-Life has won over 50 Game of the Year Awards from publications that include PC
Gamer, Computer Gaming World, and CNET’s Gamecenter. More information about Valve is available
through the company’s Web site at www.valvesoftware.com.
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Half-Life
Half-Life was named 1998’s Game of the Year by over 50 international media outlets, including:

MAGAZINES
Gaming Magazines

Mainstream Newspapers & Magazines

PC Gamer (March 99)
PC Games (Feb 99)
PC Accelerator (March 99)
Computer Gaming World (April 99)
Ultimate PC – UK (Holiday 98)
CGW - UK (April)
PowerPlay - Germany (Holiday 98)

The Telegraph - UK
Gry Komputerowe magazine – Poland
-First Person Shooter Game of the Year

Television
NBC Giga - Germany

ONLINE
Videogame Press

Enthusiast Online

CNET GameCenter:
- Half-Life: Action Game of the Year
- Valve: Developer of the Year
GameSpot:
- Action Game of the Year
Antagonist Games Network
Gamesmania -Germany

Blue’s News
Gamers World
GamePower
Game Over Online:
- Game of the Year
- Action Game of the Year
Download.net
Gamers Depot
Gamezilla:
- Game of the Year
- Best Action Game
*HL won both Editor’s Choice and Reader’s
Choice in each category
Digital Entertainment On-Line
-Game of the Year
-Best Action Game
Loony Games’
sCary’s website
Game Asylum:
Half-Life: Action Game of the Year
Valve: Developer of the Year
Voodoo Extreme
-Action/Arcade Game of the Year
-Game of the Year

Mainstream
Teen People Online
Houston Chronicle

INDUSTRY AWARDS
At the 1999 Game Developer’s Conference, Half-Life won five Spotlight Awards, including:
Best PC Game, Best Action Game, Best Use of Graphics, Best use of Audio, and Best Artificial
Intelligence.
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“The closest thing to starring in an
— The Chicago Tribune
action movie”

“Half-Life ranks without question as a
landmark game.”
— Computer Gaming World
“Half-Life is the best action game ever
made. Period.”
— Daily Radar
“What Valve has done is nothing less than
raise the standard for what gamers should
expect from an action game.”
— CDMAG.com
“11 out of 10.”
— PC Accelerator
“A smash hit.”
— The Wall Street Journal
“You can kiss any free time you have in
your life goodbye when in possession of this
finely crafted piece of work.”
(review score: 96%)
—PC Home (UK)
“In years to come, Half-Life will remain a
benchmark for aspiring developers to
match. “Uniquely compelling and unbelievably immersive.” “Any review, no matter
how gushing, would do it scant justice.”
(review score: 96%)
—PC Gamer (UK)
“The thinking man’s Quake II ... There’s
just so much here to rave about ... We

[

]

doubt that anything will come along to
match Half-Life in the foreseeable future.”
(review score: 95%)
— PC Format (UK)
“An absolutely essential purchase...HalfLife is bloody fantastic...Valve’s masterpiece can happily lay claim to being the
game of 1998.”
—PC Gaming World
“Half life isn’t just worthy of praise for
being different, it also happens to be
bloody marvelous ... Intelligent, frightening, jaw-dropping, and bloodthirsty. This
isn’t just a game, it’s an experience.
Believe the hype. Your faith will be more
than rewarded.”
—PC Review
‘Wreathed in atmosphere, drenched with
imagination, mined with surprise, Half-Life
will devastate all who touch it.”
—Edge
“A pant-wetting, ground-breaking, genrebusting, ball-breaking game that doesn’t
do things by half.”
—Ultimate PC
“It is genuinely shout-out-loud terrifying.
Half-Life is a virtual world of horror and
pain, and it toys with your mind. Pull yourself together – it’s only a game.”
—PC Zone

“Best PC Game Ever”
— PC Gamer Magazine

]
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Half-Life
Half-Life was named 1998’s Game of the Year by over 50 international media
outlets, including:
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RED HERRING MAY 2002
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EXTREME TECH MARCH 2002
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PC GAMER JANUARY 2000

PRESSKIT

WALL STREET JOURNAL MARCH 1999
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COMPUTER GAMING WORLD JULY 2001

PRESSKIT

THE NEW YORK TIMES JANUARY 2001
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THE ECONOMIST JUNE 2001

