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Game desigh documentation

» Paper concept / design treatment
* Design documents
* Product specification / game specification
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Concept paper / design treatment
o Concept paper:
e Project proposition
* Game treatment document (GTD):
e High concepts
e Story pieces
e Coregameplay and visual style
e Technical specifications
e Gender study: social difference between the gender (optional)
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A moodboard may be a video (2 minutes max.)
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Design documents

* Game design overview (GDO):
e Overview of game design document
* Game design document (GDD):
e Game "plan"
* Game "bible":
e What is not inside, should not be in the game
e Often a contractual base
e Required by the customer
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" Game design document (GDD)

* Document showing in details:
e Universe
e Rules ——
- heceleratfon / Decce lealion

e Look and feel - Hyper space
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toryboa rds

e [llustrated evolution of main game screens
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Sprite sheet
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One page design (OPD)

A whole game mechanics explained on a single page

What the player sees:

-~ Avoid the Shift!

.

*Dashed lines are not actually visible to
player, only shown to show boundaries
of tiles

/ Puzzle Layer

- 2 adjacent tiles are always
open for player to move
between

Can't God

TilesT ———-

Contact with a puzzle
piece kills player

-Tiles move 1 at a time to
create random new path
and close path behind
player

P PRI SEE e - Speed of tile movement
~ R :
-7 Ss_ " S s - ER S increases over time
< ."- - < "~
-7 T~ = ~ PR
- ~_ - - D ~o
=y P
o R - ~
4 > S
5
= ~
¢ \ - S
- e .
Can Go No Tiles Player Movement Laye
/ -These tiles are safe for player

when they are not covered
by a puzzle piece

"A good sketch is better than a long speech™ — Napoléon
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Example of GDD plan

Changelog

Section | — Game overview

Section Il - Gameplay and game mechanics
Section |11 — Story, framing and characters
Section IV — Levels and progression
Section V - Interface

Section VI — Artificial intelligence

Section VII — Development

Section VIII — Game art

Section IX — Installation, configuration, maintenance
Section X — (Team) management

Appendices
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ood GDD

* Glve game objective

* Document self-sufficient

* |deas/features with priorities

» Behavior pattern (all game details)
» Give realization steps
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GDD: few advice

Several contributors, a single integrator

A good drawing Is often better than an long explanation
References to existing

Complete game presentation

Pretty and attractive presentation

Chronological concepts approach

Advanced description of gameplay/features

Try to be widely understood

Think methodical and useful
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Product specification

* Development team presentation

» Targeted public

* Gameplay

* Development environment

* Detailed planning (milestones, releases)

Muitiple Project Summal y
” Fil

=

Project 1

Game design and free to play __Mickagl MartinNevote == 13/25



http://creativecommons.org/licenses/by-nc-sa/3.0/

Presentation > Mkg > Concept > Gameplay > L&F/LD > Doc./proto. > Ludi. 010

—— W Lo
Game specification

Implementation details:
e Pseudo-code
e Development rules

Mock-ups
Story-line: plot(s)
Storyboards
SCHIpEs (Bamration) oo,

(3) Tool Tip: Displays a tip for the player, varies periodically.

Caracters’bible:

(5) Command Hints: Pop-up menu to give a summary of the available commands.

(6)

. P rof i I eS an d b i O ra h i es (6) Food Counter: Displays the current amount of food that the Tribe has.
g p (7) Population Counter: Displays the current population of the Tribe.

(8) Spirit Counter: Displays the current Spirit Level of the Tribe.

Organization chart
Detalls: artistic, musical, acoustic, videos, etc.
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Mock-up
» User interface prototype

e 1:1 scale model
» Game use presentation

I'IIY?III:G
OO X G L e -L
mYTUbe Hi peldd | Account | History | Help | Log Out
lH_Dm\[Vidws {Chunnels \m\
L [Videss [] [Search ]

Video Title Goes Here

ads go here

® |5=

W More from username

.
[ 10
® ¢ K W Some Video
[ share --Favorite Add to Playlist ? Flag N Views: 1,234
v Some Other Video
Commencts: 1,722 Favorited: 1666 times Honors: 21 Links: § ’ = =
A Views: 1,234
Comments & Responses l?lsim Other Videa
Views: 1.234
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rototype

* Primary objectives (creators):
 ldeas/features quick tests
e Find ideas (iterative conception)

» Secondary objectives (receivers):
e Show, beta tests (and get early feedback)
e Convince, sell

» Often bring ameéliorations (milestones)

» Eliminate false good ideas

A prototype is just a functional sketch with a
delimited perimeter: not a complete game!
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/Prototype

Analog Digital
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Prototype final

http://youtu.be/BMt vsgk4nY

NG Y

Also called first playable prototype or final tranche
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Observation session

Introduce ourselves and give observation objectives
Indicate that we can give up the test all the time
Indicate room equipments

Explain "how to think effectively"

Indicate that no help will be supplied after test start

Describe what Is expected from participants:
e Scenario Sheet
e Quiz

Ask for preliminary questions

Observe (tracking sheet)

Conclude the observation

Exploit results

Game design and free to play Mickagl MartinINevot 19/25
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- Observation session

Stewardess Sportscaster Scientist

» Check users e Puts forward » Check test
conditions Important points regularity

o EXpress users (for observers)

thoughts
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Playtest
» Observation session during prototype or game test
* Type:

e Informal

e Focus group
e Expert checking

e Collect data
* Process data
» Set up feedback

Game design and free to,glax Niﬁliii"l’ M = N ;
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Concept evolution

* Conception (game design) :

G Sommen Concept paper 0 - R

7o S
Memuory How Many Playera?
Madness 0000
LT
e |- eam ._l'._J':.' P e {_‘:UIJ'.II‘:EU‘-‘-‘H
Select & Team T
A n < o %
R 1
il I
il .
B
{:g.'anu-. ,:“,n: resn
7750 8 Leader 140
Q CD X Q (hep2r Team 1 F— = :r . Tamm 1
Pl | e ~i]y" ot
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¥ " L
Team 2 . L L

Tamm 4

| —A_{ | ey
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Time: =) a0 o N
L i - o
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Votez pour ceniveau ! Pt PR Y W W

Commentare (facutof

LR \

102 x

e *** \\
Mock-ups % % _

Ce rivecu est trés agréable, 1y a beaucoup de contenu dlors attention aux piges |
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/Concept Evolution

Conception (game design) :

[Vis& distance]

[Visuel points]

||

{

Wyoming New Mexico Montaha
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e Electronic documents:
e hitlo: i www - bibhost ulbiao be/BSE/ Regles w2 Ja odf

e http://nanoblur.wordpress.com/category/ben—
quinney/
e Classic documents:
e Class:

« John Laird. Game Development Process.

« Ernest W. Adams. The Game Treatment Document.
« Mark Baldwin. Game Design Document Outline.

« Benjamin Jouan. Prototypage de jeux.
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