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Game Overview
Philosophy or Game Design Goals
Philosophical point or Game Design Goals

This game is trying to do this and that.  Fundamentally I am trying to achieve something that has never been achieved before.  Or.  This game will not try and change the world.  We are ripping off the competition so exactly that I can’t believe it.  The world will be shocked at how we are using an existing engine with new art.

Common Questions

What is the game?

Describe the game is a couple sentences.  This is the answer to the most common question that you will be asked.  What are you working on?

Where does the game take place?


Describe the world that your game takes place in.  Simple as that.  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 solely dedicated to describing the world.  Remember that we want to keep this part of the design light and readable.

What do I control?


Describe what the player will control.  You will be in charge of a band of rabid mutant fiddle players.  If you want you can switch on the AI and turn it into a fish bowl simulation.
What is the main focus?


Now that we know where the game takes place and what the player controls.  What are they supposed to achieve in this world?  Angry fiddle players take over the U.N. building.  Be careful not to add a bunch of salesmanship here.  Your design wants to stay light and informative.

Feature Set

General Features

Huge world

Mutant fiddle players

3D graphics

32-bit color

Gameplay

List stuff here that is key to the gameplay experience

List a lot of stuff here

Hey, if you got nothing here, is this game worth doing?

The Game World

Overview


Provide an overview to the game world.

World Feature #1


This section is not supposed to be called world feature #1 but is supposed to be titled with some major thing about the world.  This is where you break down what is so great about the game world into component pieces and describe each one.

World Feature #2


Same thing here.  Don’t sell too hard.  These features should be awesome and be selling the game on its own.

The Physical World

Overview


Describe an overview of the physical world.  Then start talking about the components of the physical world below in each paragraph.

The following describes the key components of the physical world.

Key Locations


Describe the key locations in the world here.

Travel


Describe how the player moves characters around in the world.

Scale


Describe the scale that you will use to represent the world.  Scale is important!


Objects


Describe the different objects that can be found in the world.

See the “Objects Appendix” for a list of all the objects found in the world.

Weather


Describe what sort of weather will be found in the world, if any.  Otherwise omit this section.  Add sections that apply to your game design.

Day and Night


Does your game have a day and night mode?  If so, describe it here.

Time


Describe the way time will work in your game or whatever will be used.

Game Engine

Overview

Describe the game engine in general.

Game Engine Detail #1


The game engine will keep track of everything in the world like such and such.

Water


There will be water in the world that looks awesome and our game engine will handle it beautifully.

Collision Detection


Our game engine handles collision detection really well.  It uses the such and such technique and will be quite excellent.  Can you see I am having a hard time making up stupid placeholder text here?

Game Characters

Overview


Over of what your characters are.

Creating a Character


How you create or personalize your character.

Enemies and Monsters


Describe enemies or monsters in the world or whomever the player is trying to defeat.  Naturally this depends heavily on your game idea but generally games are about trying to kill something.
Victory Conditions


How does the player win the single-player game?

User Interface

Overview


Provide some sort of an overview to your interface and same as all the previous sections, break down the components of the UI below.

UI is the way players can interact with the game and receive feedback of their interaction.  The following article may assist: http://www.hongkiat.com/blog/video-games-ui-evolution/ and http://gamedevelopment.tutsplus.com/tutorials/game-ui-by-example-a-crash-course-in-the-good-and-the-bad--gamedev-3943
User Interface Detail #1

User Interface Detail #2

Weapons

Overview


Overview of weapons used in game.

Weapons Details #1

Weapons Details #2

 “XYZ Appendix”


Provide the storyboard in your appendix.
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