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Think Different!

Summary Writing Exercise - Directions

1. Read the article on Page 4 of this document — find out how
gaming designers think out-of-the-box.
2. Summarize the article in a new page in the Orientation section of
your OneNote binder.
a. Your summary should be a minimum of 250 words.
b. A minimum does not earn an A.
3. Check your work in the Summary Writing Rubric on Page 3 of this
document to ensure that you understand the requirements for
full credit.



Summary Writing Rubric
4. Excellent summary that includes the following:

Clear main idea in the first sentence

All important details are included

Details are in a logical order

Ideas are connected to make the writing flow
Author restates the main idea again as a conclusion
without writing it the same as in the first sentence
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3. Good summary includes the following:

o Clear main idea in the first sentence

o Important details are included but some might be
missing

o lIdeas are in logical order

o Restated main idea doesn’t differ from the first

sentence

2. Below average summary includes:

o Mainidea is unclear — not specifically stated in the
writing

o Some critical information is missing

o Ideas arein a random order and not logical

o Restated main idea is not in this piece of writing

1. Ineffective summary includes:

o The main idea is not present in the 1* sentence of the
writing

o Contains only some details

o Ideas are not in logical order

o Missing a concluding sentence with the restated main
idea



GAME PLAN

THINK DIFFERENT!

USE YOUR TIME AT SCHOO

IF YOU'RE READING THIS, IT'S LIKELY THAT YOUVE AT
least ennertained the idea of anending a school with
a garne development program, or using your time a1
school to work toward a career in the game industry.
Assumming you do go ta achsal, more questions.
ermerge. For instance, how should you best use
your time ? Dbwviously, you want to make something
will efther land you a job or becorme
cial [ or indie, or freeware] produet
I your passion is 1o work en the next HALD
or CaLL OF DuTY, you hawve a straightforward
yetincredibly difficult path ahead of you. It's
straight forward because it's the most raditional,
and thus the During your
time at school you may want 1o focus on work|
inteasms, specializing in one area, but ﬂurE'l".'IfHI
with knowledpe of other areas [such as learning
language a5 a designer, or some
a5 an anist ).
me taken, it's difficult because this is
the area that everyane will be competing in, from
all levels of experience and all other disciplines. It
can be hard 1o differentiate yourself when everyone
has a couple UE3 mods under their belt, or a decent
partfolic of Maya-based school projects. Make sure
you ga the extra mile, and Inject some passion into
your work. As THE MISAVENTURES 0F P.B. WINTERETTOM
creator Matt Korba says in our panel interview | pg.
54], “Schoal is a preat time to be in a safety net 1
create something. So, that's what you should de. You
v, IF you want to be an artigt,
you should make art. If you want 1o be a designer,
you should design things. Nobody is gaing 1o give
you a job for sorething you haven't already dane,
Sa, you sheuld really use school as a time 1o do
something and show it off®

EXP 0 T
¥ you've ever thought of making somethi

little differen, this is when you sheuld da it. Schoal

is safe place 101ry new things, and that extends to
parne developrment. n school you can develop games
without woerying about your budget [unless wou count
loans ], or wurmaver, of the whirns of a publisher. Mare
impartanithy perhaps, you can develop games withowt
warrying that theyll sell.

What this means is that you can truly develop
wihatever you want. If you're really excited about
traditional FPS or thind-person action games, you
da that, provided you have the skills 1o match. But

it in experimental pames, of reaching
ernational or retaphorical level, of even
creating & new penre, schoal s a grean place 1o do it

I you leak at the Independent Game Festival
you'll see that a large percemage of the games in the

owicase are non-raditional, raking the
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MAKE SOMETHING UNIQUELY YOURS

best of what resources they have, and o
something innovative, Developers appreciate new
ideas, even if they can’ always implement them into
theeir own pammes.

Hew should you do this ? Korba has mare 1 say
on thie ratter: " think you just have to do something
personal,” he says. “Whatever makes you unigue
and your own personal experience, use that. A lot of

student filrms, people refar
and it's becoming the sare way in games. It's like
people are referencing a lot of other garmes. Bur i
you take something that's outside of games in your
life or your experience and put that in, it's always
going 1o be unique because nobody elze has that
experience besides you.”

Sorme might argue that more experimental
games might mol put you in the pood praces of a

e traditional game developer who's just looking to

¥EOne r.|.11il:||_.|up texiures. | submit that these
| pames demonstrate creativity and
forwand thinking that all developers will appreciate,
it ey that, your derna reel o the garmes you
submit to prospective emplogers may stick out mare
i their minds simply by virtue of being differant.

lATE!
s If you just put in your kours and cozet through
your classes you're not going 1o get a very exciting
Job when you emerge. You've pot 1o po above and
beyend, Kellee Santiapo of thatpamecompany
[FLOWER] says that palish is a pood way ta rise
above. "Certainly, if you look at indielade and a1
the Independent Gaming Festival now, every year,
the bar s getting raised on the level of polish in
bath festival garmes and also what's coming out of
schools,” she says. ®| think that's a new standard
that we're Seeing ... a5 a way of standing our, just
having a polished project.

L ft, designer of PORTAL, aprees, saying
for you to get that palish, do not bite off more than
you can chew. it's incredibly empting to ge, 'Oh, I'm
poing 10 make this and this and this and this.! Mo
Ore idea. Focus. The more time and energy you can
put inta that ane thing and polish the hell out af it
will riake for a better experience. You'll get that grab
Ir thee firs five minutes.”

Here's the betieen line: When you're at school you
have a polden opportunity. You're leaming, sure, but
you have the right environment and opportunity 1o
really try 1o differentiste yoursel. To do that, you've pot
10 treat your schoclwark like you're already doirg what
you want 1o do for a Ao ofus are used 1o dolrg
the bare e when it comes 1o scheal, but if you
wani to succeed inthe game industry, you'll have 10
prove yourself 1o the maxirmiim. Gt staried naw!

—Bromdon Sheffield
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