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I. OVERVIEW:

Give the reader a basic introduction to your game concept and its target audience. Inaddition,
mention the gameplay style (RPG, RTS, FPS, etc), genre, characters, environments, unique
selling points and a briefexplanation of the story while also telling us how it ends (it’s always
important for the reader of a GDD to know where things are headed ahead of time).



Il. PLATFORMS:

Briefly explain which platforms the game will run on and why

ILLUSTRATION or PHOTO OF
GAME CONTROLLER/S

(add call-outs to indicate what each button does)




1. GAMEPLAY MECHANICS:

Briefly describe what the gameplay will look and feel like and list below all of the mechanics

and mechanic motivators.

MECHANICS MOTIVATORS
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IV. GAMEPLAY ARC:

Create an outline that explains to the reader how the gameplay will be change from chapter to
chapter and scene to scene in your game. Ineach scene identify at least one challenge the player
will face, how the player must go about solving it and what gameplay mechanics the user
employs to solve the challenge.

CHAPTER 1

SCENE 1 (MECHANICS LEARNED)
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CHAPTER 2

SCENE 1 (MECHANICS LEARNED)
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SCENE 2 (MECHANICS LEARNED)
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SCENE 3 (MECHANICS LEARNED)
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CHAPTER 3

SCENE 1 (MECHANICS LEARNED)
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SCENE 2 (MECHANICS LEARNED)
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CHAPTER 4

SCENE 1 (MECHANICS LEARNED)
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V. PLACE YOUR DIFFICULTY CHART HERE

(landscape orientation)




VI.ART DIRECTION:

Explain with words and images the overall visual quality you’re shooting for. This is also where
you would mention the relationship, if any, between the visuals and the gameplay, such as
changes in climate, mood, color palette, etc, that would occur in conjunction with key moments
in the storyline.

IMAGE




IMAGE




VIlI. CHARACTERS:

Detailed descriptions of all the main characters in the game (P layer Character, Enemies &
NPC’s). Don’t forget to clearly explain what makes these characters ungue from one another.
Describe their special skills, attributes, how they relate to each other, etc. This is also a good
place for imagery.
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VIII. ENVIRONMENTS:

Describe each of the environments the player will go through when playing your game and a
brief overview of the unique gameplay and story elements that you will introduce to the player in
each of these. You might even mention how many hours of gameplay each environment will
have to o ffer.



IMAGE

IX. GUI FLOW:

In words and images walk the user through the interface experience fromturning the game on, to
playing the game and finally to saving. A basic storyboard is advisable.
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X.AUDIO:

Talk about the direction you’re going with in terms of sound and music and how they relate to
the overall gameplay experience and story arc. If you have a band-name/song-title already in
mind, consider including itona CD. These kinds of details will really help convey your vision
to the reader.

XI.DEVELOPMENT STRATEGY:

Create a rough schedule outlining the entire development cycle for the product from pre-
production and production to post-production and finally to test, localization & shipping. Also
talk about the man-power that will be required to pull off each stage in the process. ldeally you
would also list the names of key people that will be involved with the project, their name, title
and a brief explanation of who they are and what they bring to the table.



XIl. MARKETING STRATEGY:

Explain here what your marketing strategy will be to make people aware of the game and hook
them into buying it. How will you create a positive buzz? Will you tie in the shipping date to a
popular movie that shares a common theme or genre? Your marketing strategy can be just as, if
not more, impo rtant than your prod uction strategy.



XI1. CONCLUSION:

Sum everything up in one or two paragraphs explaining how all the elements in your game
design document are contributing to the goals initially stated in your overview. This is basically
where you get to sum everything up in plain English to the reader in case they didn’t get it the
first time around.

COOL FINAL IMAGE




