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Introduction
In the dynamic world of interactive entertainment, few companies boast a narrative as
compelling and transformative as Take-Two Interactive. From its humble beginnings to
its current standing as a titan in the S&P 500, Take-Two's journey is a microcosm of
the video game industry itself—marked by audacious creativity, shrewd business
acumen, and an unwavering commitment to pushing the boundaries of digital
experiences. This book, "A History of Take-Two Interactive: The Story of an S&P 500
Company," endeavors to meticulously chart this remarkable trajectory, offering
readers an unprecedented look into the forces, personalities, and pivotal moments
that have shaped one of the most influential entertainment companies of our time.

This comprehensive history delves deep into Take-Two's evolution, exploring not just
the company's financial successes and market strategies, but also the cultural impact
of its most iconic creations. From the controversial yet undeniably brilliant Grand Theft
Auto series, which redefined open-world gaming and sparked countless debates, to
the immersive narratives of Red Dead Redemption and the competitive intensity of its
sports simulations, Take-Two has consistently delivered experiences that resonate
with millions worldwide. We will examine how the company fostered creative
powerhouses like Rockstar Games and 2K Games, allowing them the autonomy to
innovate and craft some of the most critically acclaimed and commercially successful
franchises in gaming history.

Beyond the games themselves, this book will illuminate the intricate business
decisions, strategic acquisitions, and leadership philosophies that propelled Take-Two
to its elite position. Readers will gain insight into the challenges of navigating public
scrutiny, adapting to technological shifts like the digital revolution and mobile gaming,
and expanding into global markets. We will explore the company's financial
rollercoaster, from its initial public offering to the volatility of market trends, and how
it consistently adapted to an ever-changing competitive landscape. Understanding
Take-Two's journey is to understand the very fabric of modern entertainment, where
innovation and resilience are paramount.

The story of Take-Two Interactive is also a testament to the power of vision and the
enduring appeal of interactive storytelling. It is a narrative of an industry that grew
from niche hobby to global phenomenon, with Take-Two often at the vanguard,
defining new genres and setting new standards for immersion and player
engagement. This book aims to provide a definitive account, offering both ardent fans
and industry scholars a rich tapestry of information, analysis, and previously untold
stories that underscore the company's profound influence on gaming culture and
beyond.
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Ultimately, "A History of Take-Two Interactive" serves as more than just a corporate
biography; it is a vital contribution to the understanding of contemporary media and
entertainment. By dissecting the complexities of Take-Two's past and present, we gain
invaluable insights into the future of interactive entertainment and the enduring
legacy of a company that dared to dream big, take risks, and, in doing so, forever
altered the landscape of play. The journey to becoming an S&P 500 company is a
rigorous one, demanding not just commercial success, but also sustained innovation,
astute leadership, and a profound understanding of one's audience—qualities that
Take-Two Interactive has demonstrated in spades throughout its remarkable history.
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CHAPTER ONE: The Early Days: Founding and First
Steps
The story of Take-Two Interactive begins not in the bustling tech hubs of Silicon Valley,
but in the entrepreneurial spirit of a young man named Ryan Brant. Born in 1971,
Brant was the son of media executive Peter Brant, a prominent figure in publishing
and art. After earning an economics degree from the Wharton School of the University
of Pennsylvania in 1992, Ryan Brant briefly worked as the chief operating officer for
his father's illustrated-book publishing company, Stewart, Tabori & Chang. However,
the world of traditional publishing wasn't where Brant saw his future. He was drawn to
the nascent and rapidly evolving technology sector, particularly the burgeoning video
game industry.

Brant recognized that the technology industry offered a unique opportunity for
younger individuals to raise capital and make their mark. With an initial investment of
$1.5 million, secured from his family and other private investors, the foundation for
Take-Two Interactive was laid. The company was officially incorporated under
Delaware General Corporation Law on September 30, 1993, with the then 21-year-old
Ryan Brant at its helm as CEO. Joining him as president was Mark E. Seremet, a co-
founder who had previously established Paragon Software. Their early operations even
included assistance from former Paragon Software employees, setting up an initial
base in Latrobe, Pennsylvania.

In its infancy, Take-Two Interactive operated as a relatively small publisher and
distributor, focusing on the PC and console gaming markets. Their strategy involved
financing and releasing games developed by other studios, entering into distribution
agreements, and building the essential infrastructure needed to get their games onto
retail shelves. This period was characterized by a steady, albeit modest, growth, with
the company generating approximately $10 million in annual revenue by 1996.

A significant step in Take-Two’s early development came in March 1995 when the
company secured a four-year licensing agreement with Sony. This crucial deal allowed
Take-Two to develop games for the hugely popular Sony PlayStation console,
expanding their reach into the burgeoning console market. This move signaled Brant’s
ambition to move beyond just PC titles and establish a stronger presence across
different gaming platforms.

The following year, in February 1996, Take-Two further solidified its distribution
network by entering into an agreement with Acclaim Distribution Inc. Acclaim, with its
extensive network of 10,000 stores, provided Take-Two with a powerful channel to get
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its games to a wider audience. This partnership kicked off with the distribution of titles
such as Ripper, Hell: A Cyberpunk Thriller, and Star Crusader.

As Take-Two’s revenue approached the $10 million mark in 1996, Ryan Brant
recognized that further expansion would necessitate strategic acquisitions. To finance
this ambitious growth strategy, Brant decided to take the company public. The intent
to go public was announced in April 1997, with the aim of raising $8.2 million.

On April 15, 1997, Take-Two Interactive had its initial public offering (IPO), listing on
the NASDAQ stock exchange under the ticker symbol TTWO. The shares opened at
$5.50, exceeding the expected price of $5, and closed their first day of trading at
$5.75. The IPO generated approximately $6.5 million for the company, further
supplemented by an additional $4 million from venture fund promissory notes. At the
time, Ryan Brant's father, Peter Brant, was the largest shareholder in Take-Two,
holding a 25% stake through Bridgehampton Investors LP.

The newfound capital from the IPO fueled Take-Two’s acquisition strategy. One of the
first significant moves was the purchase of Mission Studios Corporation in September
1996 for nearly $1.75 million in cash and stock. Mission Studios, a flight simulation
game developer known for JetFighter III, saw their primary product subsequently
released by Take-Two just two months later.

The IPO funds also enabled Take-Two to acquire the European operations of GameTek,
along with its internal studio Alternative Reality Technologies. This internal studio
would later be rebranded as Rockstar Toronto. The acquisition also included the rights
to several GameTek titles, including Dark Colony, The Quivering, The Reap, Jeopardy!,
and Wheel of Fortune games. As part of this acquisition, Kelly Sumner, a GameTek
executive director, joined Take-Two.

By July 1995, Take-Two had established its head office in the vibrant Silicon Alley area
of New York City, further solidifying its presence in a burgeoning tech hub. The
company’s Latrobe, Pennsylvania, location also expanded in September 1996, taking
over the second floor of its office building. These early years saw Take-Two publishing
a diverse range of games, including titles like Montezuma's Return!, Rats!, and J-Wing
Co. While not all were massive hits, they represented the initial steps of a company
feeling its way through the competitive and rapidly evolving world of interactive
entertainment. The stage was set for more significant developments, as Take-Two
began to lay the groundwork for what would become a formidable presence in the
gaming industry.
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