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This Talk 

ÅA broad, slightly historical overview 

ÅSome of the things weôve learned 

ÅMinimizing barriers 

ÅGoing forward and what weôre excited about 

ÅYour input 



Valve Splash Screen Video 



MUSIC AS CRAFT 



How We Work at Valve 

ÅFree to experiment and execute  

ÅArtists are fully integrated and involved 

ÅGoals and constraints 
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Original TF2 Trailer First Team Fortress 2 Trailer 
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Going Forward 

ÅExpanding tools and software available through 

Steam 



MUSIC AS DESIGN 



Trailers 
ÅReinforcing art and game design: 

ÅTeam Fortress 2 
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ÅReinforcing art and game design:  
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Dota 2 Trailer 



Life of its Own 

ÅñPortalò: Jonathan Coulton and ñStill Aliveò 

 




