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· Founded:
1993

· Owndership:
Private (Ming-Sheng Lee)

· Location:
Toronto, Canada

· Employees:
5

THE Magitech team

Magitech Corporation was founded in 1993, in Toronto, Canada, by the company director, Ming-Sheng Lee.   For several years, Magitech worked on several small projects, including a joint venture with a U.S. company, and a personal accounting application.  In 1998 / 99, Magitech began acquiring the resources required to develop a full PC game project.  It was during this time that the company moved to its present location and assembled the team and equipment necessary to produce a complete game.

The goal of Magitech Corporation is simple: to make good games.  The goal of our employees is equally simple: to earn a living making good games.

For Magitech, a good game is one which is innovative and original, has meaning and substance, and encourages a player to think and feel something.
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Innovative and original games are those which involve new modes of gameplay, new settings, and new ideas.  Substance, thought, and feeling can be achieved by creating a game setting which is dramatic, character driven, and true to life.  Characters should have virtues and vices in equal measure.  Stories should have joys that mirror tragedies.  Battle and combat should be realistic, and should offer something for players who prefer to use their wits at least as much as their chainguns.

Company Director & Project Leader

Ming-Sheng Lee

Ming is the proverbial mastermind behind the operation.  With two Bachelor’s degrees (one in Computer Science and one in International Trade), he makes a pretty good mastermind, and it helps that the project is his idea.  Ming was born in Taipei in 1964, which is also where he studied business many years later.  He got into war games around the age of 15, and it was around that time that he thought it might be interesting to make games that re-create the feeling of commanding an army.

Ming moved to New York at the age of 24, and while working on his degree in Computer Science, co-created games with his friends & classmates.  In 1993, he moved to Toronto and started Magitech Corporation to begin work on fully developed war-games.  
Programming
Ryan MacLean

Ryan joined up with Ming and Stanley in 1999, when efforts began on the Takeda project.  He’s been working on his Hon. B.Sc. in Computer Science and Mathematics at the University of Toronto at the same time, and is currently working on his final year.  Ryan was born in Toronto in 1979, and has lived both in Canada and Germany.  He is also a student of Karate and has a healthy interest in foreign cultures, and of course, computer gaming.  Ryan has also been helping out as a steering committee member in the recently inaugurated Toronto chapter of the IGDA.

Minh-Tai (Tai) Trinh
Tai is the newest member of the Magitech team, and is a graduate of the University of Toronto.  He received his Hon. B.Sc. in Computer Science in 2002.  Tai enjoyed playing video games as a kid, and jumped at the opportunity when Magitech advertised a need for a new code-jockey.  Tai works closely with Ryan in carrying out the programming on the Strength & Honour project.  

Art

Teng-Pong (Stanley) Iu

Stanley is a graduate of the Seneca Digital Center, where he specialized in 3D animation.  He also studied Interior Design at Ryerson Polytechnic University.  He began working for Magitech in 1999 designing the interfaces, unit animation, and graphics for Takeda.  Stanley was born in Macau in 1974, and has lived in Canada since 1992.  As the company’s only full time artist, he is always kept very busy, but he still finds time to enjoy anime, RPG’s, and WarCraft.  Eventually Stanley wants to create his own RPG’s and continue working on character design and modelling.

Music & Sound
Monique Baril

Monique is working on her double major in music and computer science at York University.  She was born in Toronto (in 1979) and is currently working on contract for Magitech as the audio designer, composing scores and recording music and sound effects for games.  In addition to her work on Strength & Honour, Monique did the music and sound effects for Takeda.

Design & Writing

Andy Canivet

Andy is also a student, at the University of Toronto, where he (occasionally) pursues a degree in Psychology and Anthropology and works for a student newspaper.  He likes to combine his interests in literature, history, foreign cultures, language, and philosophy with his passion for world-building.  He ultimately plans to write fiction and/or design RPG and adventure games.  Andy writes or copy-edits most of Magitech’s documentation and game text, and assists in research and game design.  He has worked on both Takeda and Strength & Honour.  

Administrative, Graphical & Writing Support

Mary Longson

Mary also studied at U of T, where she obtained her degree in Criminology.  She began working for Magitech in late 2001, doing administrative work and graphical support for Strength & Honour.  Mary left Magitech for a short time, to pursue a co-op placement with the Toronto Police Department. With the placement over, she has recently returned to continue work on the Strength & Honour project.
Graphical Support

Parawut (Patrick) Pakanan

Patrick has been working at Magitech in a volunteer capacity since early 2003.  He’s extremely enthusiastic about making games and has provided invaluable support in producing graphical objects and web materials for the Strength & Honour project.

Rebecca Saari

Rebecca attended U of T’s engineering program, and was employed at Magitech in a graphical support role until late summer of 2003.  Rebecca was responsible for helping to produce battle mode sprites as well as most of the character portraits in Strength & Honour.  She left the company to pursue a job doing atmospheric research with the university.
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