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My Creative Voice

e Subjective ethical simulations, in which the player's gameplay choices drive the
narrative.






My Career Plan...7

1. Study Game Design

2. Getanentry level job in the industry
3 2227777

4. Become a Game Designer!



My Actual Path

1. Study Game Design + Programming + Production
2. Getanentry level job in the industry
F—222-[)0 13 game jams in a year

4. Become a tamebesterer-(reative Director!
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Overview

e [dgeand Voice
e [eliberate Practice through Game jams
e How to Deliberately Practice



Edge and Voice



Edge x Voice = Credibility

e Edge: Any skill or knowledge that sets you apart.
e Voice: Your unique aesthetic, style or tendency in game design.
e (redibility: Why should someone entrust you to design a game or join your team?



Credibility Trap
e |fyou lack either, you will likely be stuck in a “Credibility Trap”
o Edge, but no Voice: Hired for a non-lead or non-creative role. Never given a
chance to do creative things.
o Voice, but no Edge: Not hired at all, or never given resources for a full

production.
e You must have proof that you can lead and complete creative projects.



Deliberate Practice through Game Jams



Deliberate Practice

“Uleral is like a superpower in our competitive cconomy.
Read chis book! It will change your life.”
—CAL NEWPORT, author of Digital Minimalisn and Decp Work

PEAK

SECRETS FROM

DLTRALEARNING

THE NEW SCIENCE

Master Hard Skills,
Outsmart the Competition, and

OF EXPERTISE

Accelerate Your Career

Scott H. Young

Foreword by JAMES CLEAR, author of Atomic Habits




Deliberate Practice

Intense focus

Relevant to “real” development
Outside of our comfort zone
Quick and repeatable



What is a game jam?
e Asmall game project with a very restrictive dev time.
o 48-7¢ hours vs Month Long

e Virtual vs In-Person (or mixed)
e Team vs Solo



Challenges of Game Jams

Time constraint

Theme restrictions

Forced to get it done

Forced to communicate

Everyone is directly responsible for the outcome.



Deliberate Practice

e (iame Jams are a great way to do “deliberate practice” for game development.
o Edge - Production Awareness: What phase is the game in, and how do we
ensure we finish the game in time /budget?
o Voice - Design Thinking: What is the intended player experience? How does a
given idea, mechanic or asset enhance it/



Quantity Matters e

e Eminence and Output are correlated (Outliers,
Malcolm Gladwell) Outliers
e More completed projects means more chance
at making something cool!
o Professional projects usually take 2-4
years each!
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Take Creative RISkS
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How to Deliberately Practice



Work in a team
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Pace Yoursel




Pace Yourself

e Day 1: Brainstorm/rough planning
o Day’:

o Tech/Pipeline set up.

o Rough playable
o [ayl:

o Integrate assets/Polish

o Playtest - Bugfixes

o Submit



Commit to Finishin

4 N

GLOBAL GAME JAM®

30 JAN - 5 FEB 2023




Commit to Finishing

e Always have
o Title Screen/End Screen
o (redits
o Music/Sound



Keep Exploring!




Takeaways



Takeaways

e [dage x Voice = Credibility
e (ame Jams are Deliberate Practice
o Teamwork
o (Open Mind
o Realistic Schedule
o (ommit to Finishing
e e patient! [t takes time to find your Creative Voice!
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