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Mark Buchignani is a forty-year veteran of the video game industry, the last twenty-five of which he has held various positions primarily responsible for recruiting and hiring at every level.  In this book, he provides an encapsulation of advice he has offered to students seeking their first job in the industry.  Though he has extensive experience, not all advice is appropriate for all people or positions.  He makes no warranty, expressed or implied, regarding the job search guidance herein.
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Introducing the Introducer before the Introduction

 

I’ve been doing “this” for quite a while, but Mark’s been doing it even longer.  He’s worked in the game industry, advising, recruiting, and all kinds of stuff I don’t do as an academic.  A teacher can only go so far, even if they actively develop their stuff – we’re just not in the business of running a business.  And so, many of us, especially those offering game degrees, lean on industry contacts, partly for networking, but also for knowledge.  Do we really know what we’re preparing students to do?  Mark’s one of the vital industry veterans who’s been there to help.

 

I’ve gotten to know him through meetings, talks, emails, and even more meetings – and lots and lots of feedback.  If you choose to read this document, I expect you want to know more about breaking into the game industry.  It’s not easy, and despite whatever you hear, I don’t think it will be easy.  Perhaps your favorite search engine found some articles.  Something on the Internet must be true, right?  I’ve spent almost fifteen years inventing and reinventing my path in advising and teaching students about games based on not knowing the answers.  Mark’s one of the people I turn to for those answers.  He’s an industry professional I’ve come to trust because he’s a straight shooter who focuses on student success.

 

As someone invested in making games in a technical capacity combined with recruiting, Mark’s one of the rare recruiters I’ve met who zeros in on a student’s immediate potential.  He’s spent years learning about academic game programs and successfully recruited many into the industry.  I’ve even tried recruiting him to academia, but we have this stuff called “snow” here in Rochester.  Mark loves where he is; if I had more time out west, I’d be asking him to show me various bike routes and trails.

 

Read everything you see here.  Get a few other opinions, as your situation will differ.  The game industry loves those who distinguish themselves by making remarkable things.  What you may not realize is that Mark will respond to a question.  You may dislike the answer, but at least you will have learned something that can propel you to follow your dreams.

 

David I. Schwartz, PhD, Rochester Institute of Technology

www.rit.edu/directory/disvks-david-schwartz

 


Introduction

Forty years is a long time to do anything – a long time to be immersed in an evolving and growing business, like video game creation.  And the technology itself is light years from where it used to be when I started.  Memory, for example, is millions of times larger than it was.  In the early 80’s, cartridges were the media of choice – 4K cartridges, which occasionally had multiple titles in them.  Now consoles have gigs of memory.  That was tough to imagine back then.  Speed and resolution have also leapt ahead.  Those old products – and they’re still fun to play – seem like crude, blocky prototypes today.  We had a blast making them, but the profession and the tech have both come a zillion miles since then.

