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/*** Here comes the index. The index shouldn’t have a header and it should use the header 1 and header 2 to limit the size. ***/ 
History
/*** Keep track of what is changed with each version of the design document. Each version should have subtitle to describe it. Try to limit the amount of items, by generalizing or by referring to the sections changed. Start with the lowest version and add after that the newer version so version 1, version 2, etc. ***/
Version 0.1 – Initial Concept
· Copied the headers from previous game design (Emok)
· Added comments
Game overview
This part is high level overview of the game, it should be written once at the beginning of the design document
What is the game?
/*** Describe the game in a few words (max 250 words aka 10 lines), point out one or two of the most important gameplay features ***/
Why create the game?
/*** Describe why we should create the game, what are the unique points and what makes it different than any other game. Reason for this part is to verify that this game can be a (commercial) success, does not rip off another game and helps us convince potential investors or new project members ***/
Where does the game take place?
/*** Describe time and place in which we will place the player. Ideas: global political climate, current economy, pollution. Think of the game as a movie and the impression of the game world after a few seconds ***/
What does the player control?
/*** Describe what the player controls, a game is all about interactivity, the player there for controls something direct (Lara Croft in Tomb Raider) and things indirect (switches in Tomb Raider), some games are focused on direct interactivity (Shooter) while others are focused on indirect (Strategy like Command and Conquer ***/
What is the main focus?
/*** Describe what the game should be all about, the so called core gameplay. Do not talk about the selling points, but describe what the player should mainly do and how we intended to do it. If it was a race game you would describe something like getting as fast as possible from point A to point B. If there is ever any discussion about the gameplay like the game features weapons and someone wants to empathizes the weapons, he can be directed to this section and remind of the core gameplay. ***/
Difficulty of the game
/*** Describe how difficult it is to play the game and how the difficulty curve progresses (or not progresses) as the game continues ***/
Feature list
/*** Describe in a bullet list what the features of the game are, if possible write it in marketing terms. Use it as checklist to see if every aspect is covered in the design document and as a way to convince potential investors. And of course it is helpful to the marketing team. ***/
The game world
This section describes the environment.
The world
/*** Describe the world. Is it our planet earth or a giant galaxy? Think of the nature, certain important locations. ***/
Setting
/*** Describe the current level of technology (Do we have Warp 10?), social (how do we greet one another?) economics (what is the currency or do we even have it?). Included can also be clothing and such. If the game design brings the player to different settings (like Russia, Netherlands and a farm in the middle of nowhere) you will need to describe all settings and how the relations are between them. ***/
Game locations
/*** Describe the locations which the player will visit. If you have a lot of locations only describe the major key locations and put the rest in a appendix. If you have a lot of details put those also in the appendix and describe only why they are important. Think of the place the player works, lived or has some attachment have or the location where a great battle will or has happened ***/ 
Environmental objects
/*** Describe the kind of objects the player can expect and whether they are functional. Think of static objects like trees but also interactive objects like doors and chairs. Don’t list them (long lists with exact definition should be put in a appendix) but describe some of the features ***/
Time
/*** Describe what time is in the game. Does the game have a concept of natural time (so not a race timer) and if so how does it progress (by level or accelerated real-time or true real-time (even if the game isn’t being played, at the next start up it will simulated the missed time). No matter what you choice you will also need to describe how you will visualize this (different lighting, sky, clouds, animals that act different depending on the current time of the day and so on) ***/
Light
/*** Describe how light is being used in the game. Light is an important part of the game and professional photographers know that good light is incredible hard to get. “You can only see depth in games because of the light”, however light can also be used for other things like radioactive waste and more. Or in some games the player can see in the dark but only what is in 33 feet (10 meter) of him. Describe how you want this simulated (without any coding or artistic details). ***/
The characters
/*** In a game with a story you always have characters, describe the most important here and the most important changes they will go through in the game. Each character will be written in header of level 3 ***/
Playable characters
/*** Describe the characters that the user will play. Most games have only one. ***/
Non-Playable characters (NPC)
/*** Describe the most important NPC’s. Think of Vladimir Propp’s seven characters: 
	The villain 
	 struggles against the hero.

	The donor 
	 prepares the hero or gives the hero some magical object.

	The (magical) helper 
	 helps the hero in the quest.

	The princess and her father 
	 gives the task to the hero, identifies the false hero, marries the hero, often sought for during the narrative. Propp noted that functionally, the princess and the father can not be clearly distinguished.

	The dispatcher 
	 character who makes the lack known and sends the hero off.

	The hero or victim/seeker hero 
	 reacts to the donor, weds the princess.

	[False hero] 
	 takes credit for the hero’s actions or tries to marry the princess.


Don’t go in too much detail, the story should be part of the story document and not of the game design document. ***/
User interface
/*** Describe the different kinds of interfaces the player can encounter. Describe the when they will appear, what their function is and anything else you might find important. 
As of user interfaces think of the main menu, things on screen during battle, during cutscenes (can they be skipped), save menu, buy and sell screen, pause menu, game over, etc. 
Further you should also think between how you will do transitions. Like the load screen but also how you will go from first person to third person. ***/
Graphical design
/*** The art director will be mostly in charge of this section, however it will be initial written by the designer. In general the art director should apply the change but not add or remove as rule. ***/
Style
/*** Describe how things should appear on screen. If it were a chess game would we show symbols, or 3D models and what would the board look like. If you have a lot of special effects think how much and how, this all will be tweaked later, but you need a starting point ***/
Camera
/*** Describe how the 3D or 2D camera will work and in which circumstances ***/
Models
/*** Describe the different kind of things you are going to show and how they should look like. For example you can use 3D models for only static environment objects and have 2D (bitmaps) as characters. ***/
Light
/*** Describe how you want solve the light equation and what kind of special things you will use to improve it like Precomputed Radiance Transfer, refracted lights and reflection of light, but also Crepuscular rays (god-rays). ***/
Shadow
/*** Describe what kind of shadows you want to see and how, will clouds cast shadow on the terrain and how will they do that underwater ***/
Animation
/*** Describe what kind of animation you will have in the game and how they work. Will you simulate water, and what about inverse kinematics. Describe each one and explain how it will be applied in the game, so not how they work on a technical level, but how you will find it back in the game. ***/
Measurement
/*** What is the scale of the game? How big will a level be? How long does it take to go around the track or earth? ***/
Audio design
/*** Describe how you want sound in the game. This is the most difficult part but remember to describe intention and applied usage. The Red Book (a document that defines the specs and exact usage of sounds) will contain which sounds you will have. Every game has music, choosing to skip this part is a bad idea. If you are working make sure that this is one of things you will discuss because it often come backs to bite you if you don’t. Good use of audio increases the immersion significant, bad use or no use destroys the immersion. ***/
Music
/*** Describe the kind of music you want in the game and how it should be applied. If you would have music festival how would you go from one artist to the next? And what kind of music do you want in what situation? ***/
Environmental effects
/*** Describe how the environment can affect the sounds. Like how will the an explosion sound when you are standing inside a cave, or how does it sound when you are inside but the explosion is outside ***/
Sound effects
/*** Describe the types of sound effects and when they should be used. Details should be put in the red book. For example two types of explosions, one comes from weapons, others from buildings that are blown up. Or describe how rain will be used. Or how footsteps are used. Or how sound like tweeting birds in a forest will react on an explosion ***/
Vocals (spoken text)
/*** Describe the use of vocals and when you want to hear vocals (and subtitling). ***/
Game logics
/*** This part is really depended on the kind of game you are creating. Some games have character creation or online gameplay or use a certain type of controller (Guitar Hero©, anyone?). Add and remove parts that you want. ***/
Dialogs
/*** Describe what kind of dialogs will you have and how will they function. A good start is starting with the user interfaces and categorize them. Think in terms of windows, sliders, checkboxes, textfields, etc. Also think about how you want story be shown through this. Especially if you are working on a console style RPG ***/
Items
/*** Describe what useable items are, how they can be used and how inventory management works. Can characters hide huge things in their pockets (like 100 rocket launchers in the pocket of your pants?) ***/
Combat
/*** Describe how you fight. How do you fight, when have you won and when have you lost? This part will most likely be the biggest part of the entire document if your game has applied violence.
Try to cover every single aspect no matter how trivial. ***/
Interaction
/*** Describe the various forms of interaction (outside of combat). How do you interact with characters, chests, switches, doors and so on. ***/
Story (Main quest)
/*** Describe in high level overview the story of the game. This part might rival that of combat. Put the actual story in a separate document. If you are starting on it use Vladimir Propps story elements (see: http://en.wikipedia.org/wiki/Vladimir_Propp#Functions ). 
Use for each chapter a new heading ***/
Side quests
/*** Describe the kind of side quest the player might get and how you control giving these to the player. Make a list of those in a appendix***/
Related documents
/*** Put here a list of important documents (story, red book, art bible, etc) and how people can find them. If you can also put who is responsible for them or have a separate document that holds this information. Doing so will prevent you from having multiple versions of the same document or having a conflict on how and what should be in it. ***/ 
Appendix A: Example 1
/*** At the end the design document you will have a lot of appendixes. They will be boring, time consuming and nobody will read them but are actually the most important in the document once you have read it. These appendixes will at the end of project often be wrong (unless you have a knack for designing ), but they are useful when you are starting. Think of a list of images, statistics, weapon specs and so on. ***/
Appendix B: Example item list
/*** this is just another example to proof my point, there should be some more info, but as you can see it is just a small file. If an appendix becomes too big, for example if a single appendix goes over the 15 pages or some details require more than a page or the page might be too small, you might think of removing the content of the appendix and put it another file, however this is not recommend since it is easier for the reader to keep it all in one file. ***/
/*** When you have a lot of items, start with a list.
	Name
	Cost

	Potion
	100

	Poison
	200


/*** And if the list can’t contain all the details you can put it here. ***/
	Name
	Potion

	Effect
	Restores a maximum of 100 health points, but will never go over it.

	Rules
	Can only have 10 of them at the same time
Can only be used when the player has at least one health point lost



	Name
	Poison

	Effect
	Decreases 100 health points, the health points will never go below 1 health point.

	Rules
	Can be thrown on enemies
Can only have 10 of them in your inventory at the same time
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