Game Design
Tabletop Rules Sheets and Digital Game Design Documents
Game Design Documents are a critical tool to make your ideas concrete and help your team get on the same page. They should be concise and ready to change based on team discussions and user testing.
    Page 1: Instruction Sheets for Tabletop games, weeks 1-3
    Page 2: Design Docs for your Final Unity Game, weeks 7-9 (revised thereafter) 

If you have any questions, please email your instructor: JasonWiserArt@gmail.com
[A] TABLETOP GAME RULES SHEET (weeks 1-3)
SUMMARY: Starting the first week your teams will be making games! 
Each game is expected to be submitted with concisely typed Rules. 

For the first 3 weeks of tabletop games your docs will be Rules Sheets: 
clear and concise description of the premise, goals, and steps for how to set up and play the game. Try to keep the typed part under 1 page. Post to the Forum BEFORE class. Your TABLETOP RULES SHEETS should include:
1. Game Name, full creator names, and Homework#. 
2. A one-sentence high-level summary of your game: The number of players and the main type of play, if you know it. Optionally, consult this list: 
http://madwomb.com/tutorials/gamedesign/TabletopGameMechanics.doc
EXAMPLE: “Monsters in the Elevator is a family card game for 2-12 players featuring quirky cooperation, sneaky math, and lots of cute monsters.”
3. One-to-two sentences with your Story / Theme. Typically this is a chance to elaborate a bit on the main play concept and win / lose states (the goals). 
EXAMPLE: “Your Elevator is full of Monsters trying to go to work.  If the Elevator gets too heavy it breaks and everyone loses. If the Elevator reaches the 20th Floor without breaking everyone wins!”
4. How to Set-Up your game: where pieces and players go, their numbers and names. 
5. The Steps for Playing your game. This is usually the longest part, and should be numbered or bullet pointed, with grammatically correct and concise sentences to explain each step or rule. Explain a turn or round, what players can do (the verbs!) and how players can interact, and the Win / Lose Conditions. Avoid repetition. At bottom, include a section to answer questions you think will come up, especially for significant edge cases. Use gender-neutral language in referring to players.
PLEASE EDIT: Try to revise all of this text down to a single page! Read out-loud, show it to someone who has not played it for feedback. Keep it short and clear.
REQUIRED PHOTOGRAPHS: In a second page include photographs to show the initial game Set-Up, and on the third page show a potential win state or an image of the game well in-progress. FINALLY: Include a paragraph on the 2nd page relating to the reading.
Remember: This full document is expected to be posted to the forum for in-class playtesting. Please try to complete it and post it a day before class!
[B] DIGITAL GAME DESIGN DOCUMENT (weeks 7-9)
SUMMARY: Once you form your team around a pitch concept, your team needs to revise that idea into a playable, make-able game design! 
Start with a shared Google Doc and brainstorm ideas to push the boundaries of the original concept (those who pitched: let the process warp your idea to the point of unrecognized-ability! It will only help the game improve, and it is important that everyone have a chance to contribute to the concept). Work together to choose a core set of mechanics that you think will be fun, interesting, and unique.
Next, create at least one “Paper Prototype” of a core mechanic in the game, to test the fun before committing to full digital game production. Try designing a level and moving cut-paper pieces, or explore a key trading or conflict resolution mechanic as cards, or something else. EXAMPLE: A team planned to make a rocket-pack game about big jumps in a city, and tested “real physics” by making towers of cups and trying to bounce a rubber ball to land on those towers. They learned that real physics-bouncing is a pain to aim, and decided to try a different system. That is a productive prototype playtest! 
If you want to simulate AI, then playest by having a designer be the AI, and observe how the player reacts to what you do in the game. 
DESIGN DOCUMENT PAGES (start rough, then add more over time. Not all parts apply to all games. Keep it short, so your teammates will read it and refer back to it)
PAGE 1: Gameplay Mechanics
· Summary: overview of entire game: Name, 1-3-sentence Concept Pitch, Genre, Audience, Game Flow summary, and basic Look and Feel.
· Gameplay: challenge/puzzle structure, objectives, play flow
· Mechanics: Implicit/explicit game rules, physics/ actions/ economy/ etc.
PAGE2: Story / Immersive Design
· Story/Setting: Narrative, setting, backstory, gameworld, characters.
· Game Art/Audio: Description of style, asset list, tools for development.
· User Interface: Visual info system. What key things must be exposed to the player?
PAGE 3: Level Ideas
· Levels: Describe intended level progression, can later include descriptions of each intended level (and skill mastery intended to be learned in each).
PAGE 4: Tech
· Artificial Intelligence: Opponent or enemies, friendlies, and support AI
· Technical: Target platform, game functions/engine/network hurdles to research.
PAGE 5-6: Schedule
· Backlog: A list of intended features, prioritized by importance to user experience. 
· Milestones, Production Timeline: Rough outline of testable prototype stages and completed product. A 6-week plan for making a playful experience in Unity! At least one fully playable, core level should be working and fun by week 12, and the rest of the game built out and populated by presentation on week 15.
