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GAME DESIGN DOCUMENT FOR:

NAME OF YOUR GAME

(Boil your game down to an appealing one-liner here)
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1 – DESIGN HISTORY

Add a brief description of the history of the design of this document, emphasizing critical changes and possible variations in your design constraints together with how such things affected the choices and organizations in the different versions (which need to be summarized below).

* * *

VERSION 1.0

For example: In the first version we’ve tried to structure in a formal and clear fashion the ideas that came out of the first brainstorming session. Also present in the document are some initial ideas about the user interface. 

VERSION 1.1

For example: No major changes were made to this version. The majority of the new material for this version was written in week 2.

a) The section on the story of the game was updated and completed.

b) Incorporated feedback from the team regarding the first ideas on the interface.

c) Keep listing your changes like this.

d) ...

VERSION 2.0

For example: A big revision and expansion of the contents of the game called for a new version. Version 2.0 includes basic gameplay elements and...

2 – GAME OVERVIEW *

2.1 – APPROACH:

What is the game trying to achieve? What is the team objective with regards to the game? What is the design philosophy you intend to utilize? Why create this game?

2.2 – GENERAL INFORMATION:

2.2.1 - GENRE: What genre/genres does this game fit in? What innovations or what innovative combinations are you pursuing in terms of genres? Is it a single player game, a multiplayer one, both?

2.2.2 - GAME WORLD: Describe the world that your game takes place in.  Help frame it in the reader’s mind by spending a few sentences on it here.  You can go into lengthy detail later in a section specifically dedicated to describing the world (chapter 3).  Remember that this part of the design is meant to be light and easily accessible.

2.2.3 - GAME CHARACTERS: What does the player(s) control? Are they abstract ideas (as in rotation of geometric pieces on screen) or tend to imitate or refer to a concrete reality? How many elements or characters can the player(s) control? 

2.2.4 - GAME VISUALISATION: What are the visualization possibilities for your game? (Forced in third person, switching from third person to first person, top down with zooming possibilities, etc.) Justify your choices basing on your choice of genre and game philosophy.

2.2.5 - GAME OBJECTIVE: What is the main focus of the game? What is the core achievement that the player is supposed to pursue?

2.2.6 - GAMEPLAY: What kind of experience is the player supposed to go through, playing the game? What are the fundamental game dynamics? How and where do you expect that meaning and fun would emerge from your creation? (Try to list not only information but also suggestions and ideas that you’re planning to develop during the process). It might be relevant to cross reference to the story appendix [chapter 12] to clarify and support passages of this section.

2.2.7 - TECHNOLOGY: If one of the reasons for creating this game is a specific and possibly new use of technology, or if your game's existence is substantially justified by specific technology (a new platform, 3D engine, a special input device, etc.) then mention it here.

3 – THE GAME WORLD  

3.1 – OVERVIEW 

Explain in detail what the world you envisage for your game will look like, what will be its characteristic and unique traits. What kind of vegetation, architecture, fauna, flora will the world feature? What kind of spatial patterns will be common in your world?
Can you subdivide your world into big levels? Thematic sections? Large areas? Even a distinction between indoor spaces and outdoor spaces might be relevant to the way you design and construct your world.

If you can make such a subdivision or consider it relevant in this overview, spend a few sentences summarizing the key features and the role in the game of every section as indicated below. Maybe it is also a good idea to briefly summarize the dangers or the conflicts that each area will contain for the players.


AREA 01: Describe and contextualize Area 01.


AREA 02: ...

3.2 – WORLD DETAILS

3.2.1 - SPATIAL REPRESENTATION: Describe the scale and the geometrical projection you’re generally going to use to represent your game world on the screen. In case more information needs to be communicated to the player beyond what is immediately projected on screen, how is such information provided (radar, sonar, a change in color in a part of the interface, etc.)? 

3.2.2 - GAME TIME: How does time work in your game world? Does it mostly flow constantly? How fast is it in comparison to real time? Is it event- or turn-related instead? Is there a possibility to alter or invert the course of time (excluding the ‘obvious’ occurrence of a pause)?
3.2.3 - KEY LOCATIONS: Include this paragraph if there are fundamental locations that you retain worth of mention that were not previously listed in the various areas of the game world overview section [3.1]. Don’t forget to highlight why they hold a specific relevance in your game.

3.2.4 - TRAVELING: How does the player(s) explore the world? How does she move elements, units or her character around? Can she experience portions of the world without necessarily moving with a character? Does the game allow shortcuts among key locations? Does the game include the use of a map? Can it be used for transportation?  

3.2.5 - ATMOSPHERIC EVENTS: Is the game world subject to weather changes? Does it feature day and night cycles? 

3.2.6 - OBJECTS: Briefly describe common objects the player can come across in the world you’ve crafted. This is supposed to be an indicative outlook on a more detailed section of the design, namely the objects appendix [14].

3.2.7 - ACCESSIBILITY: What parts of the world are accessible at game start, and how does accessibility change over the course of the game? Is it related to the completion of quests or the obtaining of specific elements (keys, maps, directions from a beggar)? Is it instead just related to the flowing of time? Does your world feature a “fog of war” or similar information screening d  

IMPORTANT: [Attach a graphical layout of your world, some concept artworks, possibly a simple design for the organization of a level – usually presented and designed in a modular fashion, especially in the first development attempts]

4. PLAYER/GAME INTERACTION (control system) *

In this section you need to consider the means by which the player will interact with the game.

Consider what gameplay activities will be available and how the player will control these activities. Use diagrams to illustrate layout of control system and justify the choice of controls on a basis of user familiarity, ergonomics, etc.

4.1 PRE-GAME INTERACTION

This section will include information on how the player navigates through the game’s front end; full detail of the menu structure will need to be given in Chapter 12 and this section should be cross referenced.

4.2 IN-GAME INTERACTION

This section should detail all of the in-game activities available to the player and explain how these activities are triggered, their function and any additional information that is relevant to their implementation. For example:


4.2.1 – ACTIVITY 1 (ES. JUMP):

For example: The player will be able to make the character jump by pressing the space bar. The length of the jump is variable depending upon the relative velocity of the character. Pressing the jump button at the apex of a jump will result in a ‘double jump’ whose behavior will match that of a normal jump aside from considering the apex of the previous jump as the initiation point. It will not be possible to jump from within a double jump.

4.2.2 – ACTIVITY 2 (ES. RUN)

See 4.2.1 for layout

5 – THE AVATARS (PC)

(Avatar is the name that Hindu culture gives to the bodily manifestation on Earth of a being from a higher plain of existence. It is used in game culture due to the analogy between human user and digital simulacra).

List the characters that the player controls in the different sections of your game as exemplified below. If in your game the player controls abstract concepts or has no identifiable character(s) you can skip this part.

For example:

A - YOFO: A surly android with a French accent covered in rust and stickers from different space station. The player will only need to use character A in Area 1.1 inside the air duct (for further details see paragraph 5.1).

B - STEFANO: The reptilian bishop of this branch of the galaxy. It is covered in scales and has a funny hat. Etc.


5.1 – CHARACTER A (YOFO)

Describe in detail the appearance(s), the personality(ies), the way he/she/it communicates, his behavioral traits and the background history of the first character.

Does he have a weapon or set of such? (Just mention it briefly and cross-reference to the detailed description of weapons in the weapon chapter [8]). 

Don’t forget to mention the eventual changes this character will go through as the game develops. 

Add relevant concept artworks and character design elements.

List the specific controls for this character and the particular information the player can read on the character’s body itself (energy, possibility to be spotted, quantity of ammo, quantity of fuel etc.). 

The player might need extra interface information needed to control this specific character. If the latter were the case, explain it here with clarity and cross-reference with the user interface chapter [11].

5.2 – CHARACTER B (STEFANO)


See paragraph 5.1...

6 – NON-PLAYER CHARACTERS (NPC)

List the NPCs the player encounters in the different sections of your game. Narratological figures like helpers, advisors and mentors should be listed here together with all the secondary characters that are not enemies (merchants, passersby, village chiefs, army generals etc. are common videogame NPCs).

Use the same template as in chapter 4 to organize a complete list of the NPCs organized, if possible, according to their progressive appearance in your game.
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7 – THE CONFLICTS (enemies and obstacles)

List the enemies and obstacles the player encounters in trying to reach her objectives.

A - OBSTACLES: List the physical obstacles the player will need to overcome, dividing them in the different areas of the game. Individual obstacles and reaction to their behavior will be listed in detail in paragraph 7.1.

IMPORTANT: Note that some objects or some entire sections of the game might cease being dangerous or inaccessible to the player after some time or event or the collection of the appropriate countermeasures. Specify if an element of the game is going to be constantly threatening or if its qualities change during the game.

B – GENERIC ENEMIES: List the generic enemies that the player will need to defeat specifying different areas of the game in which the player will encounter them. Individual enemies and reactions to their behavior will be listed in detail in paragraph 7.2. 

C – “BOSS” ENEMIES: List the “bosses” that the player will need to defeat specifying different areas of the game in which the player will encounter them. Individual “bosses”, their attack and defense patterns and the reactions to their behavior will be listed in detail in paragraph 7.3. 

7.1 – THE OBSTACLES  

Give a detailed description of the appearance of every single obstacle and the reaction the element of the game controlled by the player will undergo in case of collision. Organize the list of obstacles, if possible, according to their progressive appearance in your game.
When possible, pair your detailed description with some reference images or concept artworks. 

ES. AREA 1 – Lava: Lava will flow through Area 1 in several different canals of various width. It will simmer slowly and emit vapors. Contact with lava is immediately deadly for character B, which will drown in it with a specific animation in which his flesh will be consumed by lava while he tries to pathetically swim in it. Upon death in the lava, character B will be reset on the ledge just in front of the canal in which it died and the number of lives decreased by one will be blinking in the interface as in all the other cases of death.

ES. AREA1 – Fire tongues: Fire tongues will rhythmically burst out of little, recognizable craters on the ground. Etc. etc. [...] The character will blink intermittently for 4 seconds after the “burning animation” wore off. In those 4 seconds, the characters will be invulnerable to damage. Etc.

7.2 – THE GENERIC ENEMIES

Give a detailed description of the appearance of every single generic enemy and the reaction the element of the game controlled by the player will undergo in case of both physical collision or when hit by its weapon. Organize the list of generic enemies, if possible, according to their progressive appearance in your game.

Consider the behavior of enemies – for example; will the utilize pattern-based behavior (either recursive or adaptive) or will they be based upon a form of AI or scripting that is capable of responding to changes in player behavior and/or environment?

When possible, pair your detailed description with some reference images or concept artworks.

IMPORTANT: briefly mention the weapons generic enemies use and cross reference to their detailed description in the weapons chapter [8].

7.3 – THE “BOSS” ENEMIES

Give a detailed description of the appearance of every single “boss” and the reaction the element of the game controlled by the player will undergo in case of both physical collision or when hit by its weapon. Organize the list of the “bosses”, if possible, according to their progressive appearance in your game.
When possible, pair your detailed description with some reference images or concept artworks.

IMPORTANT: briefly mention the weapons generic enemies use and cross reference to their detailed description in the weapons chapter [8].

8 – THE WEAPONS

In case they are featured in your game, write a brief introduction to weapons. Are they going to behave realistically? What was the main source of inspiration? Do the playing characters (PC) weapons play a central role in the gameplay or are they a corollary to some other and more remarkable gameplay feature? Are they integrated with the rest of the game both visually and gameplay-wise? How?

8.1 – PC WEAPONS 

Give a detailed description of the characteristics of every single weapon that the player’s characters can use. 

Organize the list of the PC weapons, if possible, according to their progressive appearance in your game. Illustrate their appearances and unique features (behavior of bullets, damage, how many bullets can it contain, how many bullets does a regular ammo pack recharge, how many does a super ammo pack recharge, can you perform rocket-jumps with it, does it use the character life energy as well, does it consume fuel, in which way does it influence the enemies energy, morale, behavior etc.) Pair your description with concept artwork and don’t forget to specify which character(s) can utilize the specific weapon.

8.2 – NPC WEAPONS 

Organize this paragraph like 8.1, only referring to NPC weapons. In case NPC weapons were, as it’s usually the case, the same as the PC weapons, merge the two paragraphs. 

8.3 – GENERIC ENEMIES WEAPONS 

Organize this paragraph like 8.1, only referring to generic enemies weapons.

8.4 – “BOSS” ENEMIES WEAPONS 

Organize this paragraph like 8.1, only referring to “boss” enemies weapons.

9 – SINGLE PLAYER MODE

If your game has a single player mode, use this paragraph to explain the game dynamics, the rules, the exceptions, the premises, victory conditions, losing conditions, quantities, modifiers, etc.

Everything concerning your single player mode should be included in this paragraph.

The requirements for this section of design are the usual. It logically needs to be: 

· Complete (all single player elements need to be covered) &

· Well structured (elements are organized and connected in a logical and meaningful fashion)

in order to obtain an orderly and self-standing document, which is the objective of this template and, in general, of a formally well crafted game-design document.

Don’t forget to mention what is needed in terms of menus for this mode. Connect and cross-reference this last part with the specific chapter on the structure of game menus [12].

Use of flowcharts to demonstrate player choice and progression through the single mode/modes is advisable.

10 – MULTIPLAYER MODE

If your game has a multiplayer mode, use this paragraph to explain the game dynamics, the rules, the exceptions, the premises, victory conditions, losing conditions, quantities, modifiers, etc.

Everything concerning your multiplayer mode should be included in this paragraph.

The requirements for this section of design are the usual. It logically needs to be: 

· Complete (all single player elements need to be covered) &

· Well structured (elements are organized and connected in a logical and meaningful fashion)

in order to obtain an orderly and self-standing document, which is the objective of this template and, in general, of a formally well crafted game-design document..

Don’t forget to mention what is needed in terms of menus for this mode. Connect and cross-reference this last part with the specific chapter on the structure of game menus [12].

In case your game features an on-line multiplayer mode as well, include its characteristics in a sub-paragraph of this chapter. It might be relevant to draw a comparison between a local multiplayer game and an online one in terms of gameplay.

Use of flowcharts to demonstrate player choice and progression through multiplayer mode/modes is advisable.

11 – THE USER INTERFACE 

What choices did you make in terms of user interface? Did you go for immediacy or hypermediacy with regards to visual information? In what way does the interface integrate with the design vision and visual style of the game? This initial paragraph needs to inform the reader and your fellow developers about the general choices and overall appearance (or disappearance) of the user interface.

Also briefly list in this first paragraph the features of the interface that will be then elaborated in the sub-paragraphs of this chapter (for example: character energy, armor state, current task, type of weapons available, relative number of bullets, compass, radar, overall time, position in the race, time left for the completion of the current task, stamina etc.)

Don’t forget to distinguish which information will be always available, which are animated, which are character-dependant, which can be called in and out screen (and how).

11.1 – USER INTERFACE FEATURE 1 

Describe position and behavior of the first element of your user interface. 

(If it were possible, start from the most relevant for your game. This depends of course on your game genre and could be energy, time, armor, textual choice, etc.)

What information or group of information is provided with this element? How does it respond to game dynamics? (What does it do if you’re hit, if you turn around, if you pick up an object, if you lose all your energy, if you get overtaken? Etc.)

Provide visual reference to what you’re explaining, exemplifying the on-screen appearance and behavior of the elements you need.

In case of character-specific interface elements, don’t forget to cross-reference with the specific sub-paragraph of the avatar’s chapter [5].

11.2 – USER INTERFACE FEATURE 2

Organize this paragraph in the same fashion as 11.1.

12 – THE MENUS STRUCTURE

This paragraph is essentially organized as a reference for the coders to organize the menu and manage the game options and modes.

However, it might be interesting and indicative to start this chapter with a brief outlook on the graphic style and the general design approach towards integration and accessibility.

It is recommended to provide a simple, colored flow chart of how you intend to organize the whole structure of the menu. Colors can be used to provide extra information within the same flow chart, but remember to include a legend.

Don’t forget to include details about how to access the pause screen and the in-game menus (which traditionally tend to be combined elements). How do they work visually? What possibilities do they offer?

13 – NARRATION APPENDIX

Your game might feature some form of narration or development from the premises to the finale. The way the player experiences the aforementioned progression is the topic of this chapter that I suggest to organize in three parts, as follows:

13.1 THE STORY 

Give a comprehensive overlook of the plot. The whole plot you craft might extend before and after the actual game-time. In that case, specify in brackets where the game actually starts within the storyline and where it ends.

13.2 CUT-SCENES 

Some of the narrative parts might be experienced passively. The player gets informed, in this case, about the premises and plot developments in the form of cut-scenes, still images or even plain text (occasionally animated, as the famed Star Wars introductions).

In this second part of the chapter, you should focus on the design of the single cut scenes, including storyboards and dialogues. Don’t forget that you might need cut-scenes also in case of death, or more than one in case of specific deaths in different areas (remember Another World?). 
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Don’t neglect your finale!


12.3 IN-GAME NARRATION

Include all the in-game caption, automatic dialogues, potential dialogue options in this third section of the twelfth chapter. This part needs to be necessarily organized in a clear and logical manner, which could be inspired by movie scripts and should have a structure that reflects as closely as possible the timely development of the game.

For example:

AREA 1.1 – CHARACTER RESPONSE OVER EXAMINING OBJECTS

VASE: (the first time)

What an economic vase!

VASE: (the following times)

It’s still a cheap, uninspiring vase!

MISS BIKKER: (the first time) # Sarcastic

It's just as my mother uses to say: "behind any great man there's a woman with a nervous breakdown”.

Etc...

14 – OBJECTS APPENDIX

Give a detailed description of the appearance, behavior and gameplay details of every single object in the game.

Highlight the different reactions of the game elements (including characters) to the different possible interactions or uses of the object you are describing. 

Organize the list of objects, if possible, according to their progressive appearance in your game.

Don’t forget to cross-reference the specific objects description to the sections of this document when that particular object is mentioned.

15 – EXTRA INFORMATION

Some elements, details and novelties in your game might slip through the structural net I set up for you thus far.

This chapter will collect all the information that you retain necessary to mention in your design document but that couldn’t find a proper collocation in any of the previously listed categories.

You’re free to organize this space in the manner you consider the most efficient for your game, just keep in mind that the rules of thumb of good documentation still stand.

Try to be, hence, complete and accessible as much as the subject matter allows you to. 

(Images in the document are from the 2007 PC game Tony Tough 2, ANACONDA, courtesy of Valerio Massari)
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