CS 5602 – Game Design and Development
Fall 2024 – Game Concept Document

Team ID: 123
Team member names: Full names
Game title: Super Game
Game genre: Platformer, adventure
Concept statement: “Jetpack through the prehistoric world in this Stone-Fiction adventure platformer. Enjoy challenging boss fights, flying over pitfalls, smashing through walls, knocking out enemies, and manipulating objects as you halt the alien threat once and for all.” (Jet Kave Adventure)
“Command a steam-driven pirate crew in a series of epic tactical shootouts. This is turn-based strategy with a twist: you manually aim the guns of your robots, allowing for insane skill shots and bullet-bouncing action.” (SteamWorld Heist)
“Hustle by day and risk it all at night in this white-knuckle street racer, where the lines of the law fade as the sun starts to sets.” (NFS Heat)
“Defy the god of the dead as you hack and slash out of the underworld in this rogue-like dungeon crawler.” (Hades)
“This is a rogue-lite battle royale where you loot for skill points and gain powerful abilities. Explore a GTA-style city, fight cops, and win supplies to level up. Craft combos, adapt your build, and become godlike before the final showdown.” (Gene Shift Auto)
Target audience: Platformer fans aged 8-10 who love Mario but want Sonic-speed.
Intended ESRB rating: E. https://www.esrb.org/ratings-guide/
Intended game platforms: Nintendo Switch, Android, iOS
Competitive products:
1. Game name
2. Game name
3. Game name
Unique selling points:
These questions can guide your USPs, but don’t need to be answered one by one:
1. How is this game different from competing products?
2. What new concepts does it introduce?
3. What special moves or combos does the player have?
4. Does the game use a special art style?
Player’s role and goals: The player is a middle-aged plumber whose land’s princess has been taken hostage by an evil dragon. The player must defeat a variety of dragon’s minions in various challenging situations to rescue the princess; along the way, the player must collect coins to earn extra lives and also be on the lookout for power-ups and special areas.
Player’s emotions: The game is intended to evoke playful outrage at the dragon and its suite of underlings. While individual challenges may make the player anxious and stressed, the overall game is intended to be relaxing.
Game world and levels: The world is a series of interconnected planets with their own inhabitants. Interstellar space is filled with friendly and hostile spaceships. Levels will be played as either space fights with hostile spaceships, or as events on individual planets.
Gameplay challenges and actions: The primary gameplay challenges are time-based traversals of enemy-infested swamps, which the player will fulfill through swimming, and zapping with a special ray-gun.
Enemies: The game features a wide array of enemies, including angry mushrooms, killer plants, clueless turtles, as well as bosses such as shy guy and the uber-evil dragon.
Interaction model: The game will be played on a smartphone with touch controls. The player interacts with the game world as an avatar who will move or perform actions such as jumping when the appropriate icon on the screen is pressed. 
Sketch of primary gameplay: Scan a hand-drawn sketch or insert a digitally-created one; provide captions to make its elements understandable.
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