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Introduction

The introduction should include a brief sentence or two about the game, its genre, player type, technical form, references and
theme. Everyone that reads this should be able to understand what the basic idea of this game is.

A new purpose for the introduction can also be the reason for the concept and history of the game the concept is based upon. Here
is a short list of subjects to address in the introduction:

Ask yourselves: How does it serve the game’s design goal?

e This game is a puzzle game where you play as a ball in a top camera view. You play in two game modes: a maze and a
balancing stage.

Design/Experience Goal

Use specific language with 6 words or
less. This should encapsulate a design
direction informing every design
decision you

Genre
Target Audience

How will you target this audience?
Why will they play your game?

Platform /Control Scheme

Keyboard & mouse [PC/Mac], controller
(console or PC/Mac], touch [mabile),
etc.

Precedents / Inspiration/References fo

H

Games, books, weird social elements,
anything that can be referenced in
making your game

How Many Players?



Game Analysis

Design Guidelines|

This is an important statement about
any creative restrictions that need to
be regarded and includes

brief statements about the general [i.e.
overall) goal of the design.

Mechanics, Dynamics, Aesthetics

Game Description

Describe the genre using words [not
just the category)

Game elements are the basic activities
the player will be doing for fun during
the game.

What world does this game exist in?

Background Description

Brief Background/Story/Synopsis

What happens over the course of the
game?



Detailed Core Mechanic

How is it played? What are the player’s
goals? Challenges? Include diagrams of
gameplay and all gameplay systems.

Why should this game exist?

Why will your audience play it? Would
you download/install/play it? What are
the unique selling points?

Logistics

Development Tools/Technologies

Development Timeline/Outline (if
relevant)

Art Asset List
List of ALL art assets that will go into
the game

Code Script List
This should be informed by the design
elements

Game Atmosphere

In the game atmosphere section, it is best to have a mood board or a clear description of the
game’s style. This is a good place to start interacting with a graphic designer.

Atmosphere Mood Board The atmosphere is a park setting.

Couldbealinktoa



Character/Units Sketch & Description

A Level/Location Sketches and

Audio Description

Game Play

The game play section is utilized to create a descriptive paragraph about how the game is played.

Theidea is that you want the person to imagine they are actually playing the game. Try not to use generic (i.e. broad,
non-descriptive) names when writing about the game play.

Example: Few readers want to hear statements such as: “enemy_1will have more hit points than enemy_2." Instead, it is better to
make statements such as: “the Lazarus Fighter has more armor than the Apollo Fighter.”

This outline will vary according to the type of game.

Game Options & Mode

Background Description

Comprehensive Background/Story



Game Elements/Level

Player Control

Key Features

Key features are a list of game elements that are attractive to the player. It may be a good idea to
research the key points below or consult with a professional marketer.

Number of Level



Typical Gameplay Time Length

REEVEI

Audio and Video Specification

Player Properties

Make a list within the player properties section that defines the properties for each player. Player
properties can be affected by player’s action or interaction with other game elements. Define the
properties and how they affect the player’s current game.

A suggested list of player definitions may include:

e Gameplay
e Player control

Each property should mention the feedback as a result of the property changing!

User Interface (Ul

Player View



Enemies/Elements

Antagonistic Elements

None

Antagonistic Definitions

None.

Antagonistic Properties

None

Antagonistic List

None

Artificial Intelligence (Al)

None

Story & World

The Story

You are a toy ball in a park.



Concept Art

Level Design
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