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Name Date Grade Class

“Wrong” entries are worth more than “Right” entries. I mean that literally.

Real and specific beats long. Stuck? Your AI Failure Log, bug log, and cut list are full of “went wrong.”

What went wrong · what happened What I’d do differently

What went right · what happened What I’d do differently – “nothing” is a real answer, if it is true

Grades 10–12 · one “went wrong” I could have seen coming The sign I missed

KEY WORD

Look-back – Looking back at a finished game and writing down what went right, what went wrong, and what you would

do differently. Real studios do it in public. The word the game industry uses is postmortem.

KEEP THIS · GRADED  F4, a Foundation spec. Nobody grades whether your game was good. We grade whether you can tell the

truth about how it got made. Grades 3–5: three and three, out loud – your teacher writes. Grades 6–12: five and five.

File it in your class folder. Scope small, finish strong.


