
What Every New Game Designer
Should Know

prepared by GAMERECRUITER.COM

Marc Mencher - Marc@GameRecruiter.com - (866) 358-GAME (4263) Ext. 105 

The days have passed when anyone can expect to find a job by simply sending out the same standard 
resume to a hundred game companies, or posting a resume on a job board. Mass campaigning either through 
email, snail mail, or job board postings produces horrible results. Today's market demands much more from 
job seekers. The candidate who is willing to go out of his or her way to demonstrate skills, get attention, and 
stand out from the crowd, is the candidate who will get the interview and the job.

The best way to present your work is in the form of a designer portfolio. This can come in many different 
forms from a personal web site, CD, or videotape that covers your work. Even an Acrobat Reader file can 
work as a demo.

For detailed information on how to put together a designer portfolio, check out Get in the Game! Careers in 
the Game Industry by Marc Mencher (New Riders Publishing), but, in the meantime, here are three 
important tips:

1) What most game companies expect you to demonstrate, outside of good communication skills, is the 
ability to generate clearly understandable design documents, diagrams, and AI designs.

2) Level Designers and World Builders should be able to not only show levels created in the area they are 
seeking employment in, but also be able to walk someone through each level and explain why they designed 
it the way that they did.

3) Include in your portfolio samples of design documents, grid paper designs, game pitches and game 
systems (as in resource economies, combat models, and so on). 
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