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Section 1: Title page
Team ID: 123
Team member names
Game title
Game tag line
Logo


Section 2: Game Overview
Game concept statement
Game genre
Target audience
Intended ESRB rating
Game modes: single player, cooperative multiplayer, adversarial multiplayer, descriptions of any additional content available in multiplayer mode
Expected game session duration
Intended emotions
Visual style
Music and sound


Section 3: Story
Game plot
Player role and goal
Flow description: is the story linear or does it have branching


Section 4: Camera
Camera projection: perspective or orthographic
Camera perspective: first person, third person, sideview, top down, isometric
Minimap or other secondary cameras
Camera effects: descriptions of screen shake, player following, parallax movement, or others


Section 5: Game world
Description: setting, culture, history, politics
Illustrations and maps: terrain, political
Mood and feel 
Environmental design: clothes, architecture, landscape
Time distortions: speed relative to real world, military units and resource generation
Scale distortions: such as in isometric camera systems


Section 6: Characters
Backstory: past experiences, goals, aspirations, motivations, personality development, role in game and link with story
Relation to other characters: interpersonal circumplex, dynamic view – describe events that cause shifts in relationships over time
Sketch of appearance: also describe any allowed personalization
Character attributes: quantified metrics (height, width, walk/run speed, jump distance) and stats (attack type, attack range, damage amount, health points, aggression level)
Moves: walk, run, jump, melee and other attacks, dodges and rolls – including any cooldown timers or stamina costs, dashes, blocking and armor systems – including consumable status, etc. Quantify in a matrix
Details of special moves, abilities, weapons, attacks
In case of weapons, fire rate, details of aiming system, ammo inventory and interaction with world objects, ammo reloading mechanisms
Attack matrix: quantified
Damage effects applicable
Animations required: idle, walk, run, jump, all attacks, etc.
For enemies
How is it defeated
How does the player defend against it
What does the player earn for defeating it, and how does this move the story forward
Behavior and movement patterns
Attack patterns and phases for bosses


Section 7: Gameplay
Gameplay modes: minigames, meta layers, additional modes such as entering a swimming zone in a platformer
Details of any missions, quests, scenarios that the game contains
Game loop layer diagram
Challenge hierarchy diagram
Save system: auto checkpoint or manual save, number of save slots, JSON or other mechanism
Cheat codes: for use by the development team and those for the player, including how they are triggered, and what their purpose is


Section 8: Progression
Game-level beat chart: table describing level-to-level changes in story, mechanics, abilities, enemies, hazards, power-ups, collectibles, music, etc. to provide variety and gradual introduction to more complicated systems, in relation to gameplay perceived difficulty
Provide properly quantified progression curves where appropriate
Describe any emergence systems in place
Achievement system: list of available achievements, their impact on gameplay, and how they are unlocked
Power-ups, pickups, collectibles and impact on gameplay


Section 9: Mechanics and game economy
Description of game rules, permitted player actions for all gameplay modes, game’s responses to player interactions with rules, and interactions amongst rules or systems
Onion diagram of core mechanics, secondary mechanics, progression mechanics
Noun-verb diagram for gameplay entities (nouns) and related actions (verbs)
Descriptions of rules operating on non-gameplay entities and actions
(Ensure, in relation to gameplay, that actions have been described to complete atomic and higher level challenges, as well as all actions unrelated to gameplay, such as social interaction, save system, settings, NPC interactions etc.)
Physics system: engine internal or details of custom implementation
Game economy
Rules and algorithms detailing resource generation, consumption, inventory, trading, conversion
Soft and hard currencies in the game, and exchange rates between them
Economy flow diagram


Section 10: Levels
For each level:
Description: physical characteristics, furnishings, backgrounds
Theme and experience goal: core idea, activity, emotion 
Initial state of the level: state of changeable features (such as a drawbridge), number of enemies and their locations, amount and location of resources player controls
Scope of level: list of unique items required and their complexity, including 3D models and textures, sound and music
Scale of level: physical dimensions of the level, in relation to player character
Mood and atmosphere: lighting, color scheme, weather and atmospheric effects, VFX and particle effects
Background music, ambient audio such as chirping birds and metal banging and clanging, sound effects
Termination condition: win or lose criteria
Description of link between challenges and story
Cutscenes and narratives: location in level, how are they triggered, are they animated in-game or externally rendered, are they skippable
Special programming needs: list of unusual events/ challenges/ enemies/ AI specific to this level
Level pacing beat chart: types of enemies, hazards, powerups, collectibles in level regions
Annotated level design sketch from a top-down and/or sideview perspective showing 
Player flow and critical path
Locations of 
Player start and level end
Enemies and NPCs initial positions, and spawn areas
Hazards
Boss areas
Collectibles
Power-ups
Treasure, health packs, ammo packs
Destructible level areas
Cutscenes and narratives
Save points/ checkpoints
Secret shortcuts and hidden areas
Detailed description of combat encounters, with illustrations of arenas
	Composition of enemies, trigger points or counters, architectural elements of arena, cover points 


Section 11: Controls
Control description and default mapping illustration
Control mapping customization system description
Any special effects such as controller rumbling


Section 12: Technical
Target platforms
Development technologies: engine, networking, version control system
Enemy and NPC AI systems: movement, decision-making, tactical and strategic coordinated behavior, dialogue trees
Supporting systems: procedural content generation
Special requirements such as motion controllers or VR headsets


Section 13: User interface
Description and illustration of user interface and heads-up display (HUD)
Menu flowchart, including return from nested menu back to parent menu


Section 14: Monetization
Description of in-game shop/content purchase system: menu-based or shopkeeper character
List of items that can be bought, their prices and currencies, and how they relate to the intended game experience
