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WELCOME
As I write this, the internet’s 
still abuzz with the news that 
Activision Blizzard has laid 
off eight percent of its staff 
– amounting to almost 800 
employees worldwide. On 
Twitter, people who until only 
a couple of days ago were 
still staff at one of the giant’s 
various divisions are sharing 
their stories of shock and 
disappointment – unsurprising, 
given that Activision made 
the announcement during an 
earnings call with investors, and 
staff were reportedly informed 
of their fate only afterwards. 

To add insult to injury, the staff 
cuts are being made despite the 
firm’s ‘record’ profits during the 
latter part of 2018 – according 
to boss Bobby Kotick, Activision 
didn’t realise its ‘full potential’ 
last year and so, as the firm 
focuses its attention on its 
biggest franchises, hundreds of 
staff are being let go. 

The news has rightly sparked 
debate about the way staff in 
gaming’s largest companies 
are treated. While job losses 
in the industry are nothing 
new, the severity of Activision’s 
cuts, and the cold way they 
were reportedly announced 
(staff had little more than 
rumours to go on for several 
weeks, according to Kotaku) 
is troubling to say the least. 
Firms like Activision may have 
to answer to their investors, but 
they should also, surely, have a 
duty of care to the workers that 
make these companies their 
fortunes in the first place.

 
Ryan Lambie 
Editor
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