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Hi, Phillip.

I've had the chance to look at your article.  Unfortunately, I've received other submissions that are of a slightly higher quality, so I'm afraid I have to decline your application at this time. 

Not that I would ever base a decision solely on this, but there are quite a few typos and grammatical errors throughout, and those are the sorts of things that should be flawless on applications of any kind.  That's kind of a minimum standard, and it gets you off on the wrong foot to have those kinds of errors included. 

There's definitely potential in your writing, though, so I encourage you to keep honing your skills. 

Sorry again.  I do appreciate your interest!

Jack

Rejection is a part of life. Whether it is in when talking to someone of the opposite sex, to lets say a job application. Sometimes we can just shrug it off, and play the old “They don’t know what they are missing card,” but then there are other times. Times when rejection just stays with you, when rejection starts to feel more like failure. The questions start to form in your head, as to what you did wrong, what was the one (or possibly) two things that could have been improved upon to make that “dream” a reality. 


Recently (before I received this email) I grew to be confident in my own writing, maybe you go as far to say a little bit cocky. I would sit down spend an hour at my computer and come up with something in which I thought (and my teachers thought) were A papers. Writing that just seemed to flow naturally from my brain straight to my fingers. No outline, no rough draft, nor did I need even a peer review, and BAM I would get my paper back with just an A on the cover.


Hell I’m writing a book, for Christ’s sake and now I don’t know if the people who have actually said something about, are really just blowing smoke up my ass, or if it’s a sincere thought that my book is actually good. This small piece of criticism is not what I need when in a few months (hopefully) I’ll be shopping around for a publisher. I’m just going to leave this short and sweet, below is my application that I sent in. To inform you all of what I applied for, it was a job reviewing computer games for a website. After rereading my application I put in bold the things I caught and made the font bigger so they would stand out. If anyone finds anything else let me know, seriously


Hero’s Quest was Lori Cole’s first endeavor as an adventure game designer, and what an entrance she made. It didn’t take long for Sierra to immediately update this classic, and after playing the update on a computer that was way to fast then it was intended for, it did not miss a beat. Hero’s Quest was initially released in 1989, but only a year later came its first re-release as the aptly named Quest For Glory. Not two years later did they release the game yet again, but this time updated to VGA style.

      “Quest For Glory 1: So You Want To Be A Hero” tells the age old tale of saving a town in need and becoming the great hero. It seems that Speilberg has had it’s fair share of troubles as of recent, which all started when the evil ogress Baba Yaga moved into the land. She placed a curse on the king, and soon he was missing both his son and daughter. This is where you come in. Can you save the land and achieve your dream of becoming a hero, or will you fall victim to one of the many enemies your sure to encounter?

      The game which was made during Sierra’s prime is still one of the most innovative games to date. From the start of the game the player can choose from one of three character classes that greatly affect the solutions to some of the puzzles. There’s the courageous fighter, the crafty wizard, and the cunning thief. However if you want to multi-class feel free. Want to play as a thief that can use magic, or how about a fighter that can pick locks? Not a problem, the stat based system is completely customizable, and your free to tweak until your heart’s content.

      Since there are three classes to play as this game has quite a bit of replay-ability. A lot of the puzzles can be solved different ways according to each class. Throughout the entire game, you will never find yourself stuck or confused about what to do next. No puzzles that have you shaking your head, and thinking, “how does a toothbrush go together with nachos?” No puzzles that have you combining completely obscure items to do even the simplest tasks.

      Like Most Adventure games dialogue is essential to get a feel for the story, but you won’t find yourself clicking through hours of pointless knowledge, because in keeping tradition with Sierra’s Space Quest Series tons of humor is wound into almost every encounter. Its apparent in the old wizard who tells jokes over a cup of coffee in his tower, or in the hermits way of speech in his waterfall cave. Careful time was spent in making each character unique and special, and you can tell through the witty dialogue that the develops had as much as fun creating the game as you will playing it.

      The simplistic battle system is a nice little action element that is thrown into the game for some players, but is in no need necessary to beat the game. The interface is easy enough to operate, by either clicking on the type of attack you want to do or spell you want to cast. However sometimes you will find yourself scratching your head about the collision detection with your weapon, but you can just brush that off and blame it on your low weapon use skill. Battles can get quite repetitive, especially when your just trying to navigate your way through the dense forest.

      The graphics are exactly what you would expect from a game made in 1992. The backgrounds are beautifully drawn in 2D, in which the character moves around in, and you won’t find yourself pixel hunting at all. The characters are easily recognizable with a nice portrait during dialogue which lets you get an even closer look at them. The animations are not perfect, but when you take into consideration the year this game was made, it is excusable. There are just some parts where character actions are just a little bit clunky.

      The sound is one area that seems to be missing the attention to detail that was spent with the rest of the game. Most of the game is spent without music in the background, as instead you just hear the sounds of the forest. The theme music is short, but also one of the catchiest in all of the adventure games I have played.

      The problems that occurred during the game were small in comparison to the game play, and most of them can be attributed to running the game on a fast computer. There is one screen in which the graphics glitch, but not enough to take the gamer out of the game, and like most of the old games it is essential to download a speed fix patch for the end of the game otherwise it is unbeatable.

      “Quest For Glory: So You Want To Be A Hero,” is a must for not only those adventure gamers still living in the past, but also any new and upcoming adventure gamers, as it is a nice stepping stone, on your way to being a full blown hardcore adventure gamer. With a nice mix of RPG elements and even some action sliced in, this is an adventure game that shouldn’t be passed up given the opportunity to play it. 

The “M” and “A” were capitalized and shouldn’t be, and I left off the “S”



The misuse of “ITS” and “YOUR”, and the word “DEVELOPS” should be “DEVELOPERS” caught by Walden Nelson!

