Starting a Game Design Document




Jason Wiser

What is a Design Document?
A roadmap for your project scope! Only useful if read.

DESIGN DOCUMENT PAGES TO INCLUDE (not all details apply to all games)

PAGE 1: Game Name/s (WIP) and Summary of Gameplay 

· Game: 1-3-sentences: genre, audience, setting, 2D or 3D, player #.

· Gameplay: challenge/puzzle structure, objectives, game loop
· Mechanics: Implicit/explicit game rules, physics/ actions/ economy/ etc.
· Story/Setting: Narrative, setting, backstory, gameworld, characters.
PAGE 2: Levels / Game Areas

· Level Ideas: Describe intended level progression
· Add descriptions later for each intended level (and the skill mastery intended to be learned in each).
PAGE 3: Technical

· Challenges to research: Game functions, engine hurdles. 
· Artificial Intelligence: Opponent or enemies, friendlies, and support AI
PAGE 4: Visual /Audio
· Game Art/Audio: Description/images of style, asset list, creation tools.

· User Interface: Visual system, needed key elements.

PAGE 5: Backlog
· Prioritized functionality list: User stories, player verbs 
· Milestones and Production Timeline: Testable prototype stages.

But it is not engraved in stone!

You don’t have to have everything figured out this week! 
This is about drafting your ideas and testing them on paper.

· Benefits of a Design Document: Team Agreement, Clarity, Grounded-ness, Ability to Start Scheduling
· Limitations of traditional design documents:  Make too many assumptions, always out of date, too rigid, don’t allow exploration. 
· INSTEAD: Keep it light, agile, and collaborative. Research / record experiences as you go. Use an easy-to-access and flexible tool to document your ideas like Google Docs.
· Don’t Pad: Be concise, clear, straightforward, and as graphically organized as you can to create something you will go back to again and again, and add to as your development progresses.
