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(GAME TITLE HERE)
(DELETE GUIDANCE TEXT IN BRACKETS WHEN COMPLETING YOUR GDD)


	
INTENDED PLATFORMS

	
(Platforms you can realistically develop for. We have no PS5 Dev Kits, nor can you develop for the Atari 2600. This will determine what control systems you have to design later in the document.)








	TARGET AGE / DEMOGRAPHIC OF PLAYERS

	
(Demographic is not just an age! It is interests, lifestyles and personality. Who is your ideal customer? Who is this game experience going to appeal to most?)






	INTENDED PEGI / ESRB RATING

	
(Look up ESRB and PEGI sites online – they contain the official listings on their age ratings and what content dictated the awarded rating.)





	CONTRIBUTING TEAM MEMBER:
	(YOUR NAME HERE)
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SECTION 1: TITLE PAGE	   	
Scott Rogers ‘Ten-Pager’ Template		






SECTION 2: GAME OUTLINE



	GAME STORY SUMMARY 

	
(Flesh out the game’s story using the one-sheet’s story outline as a starting point. This should be no more than a few paragraphs – Keep this fairly brief!)






















	GAME FLOW

	
(Briefly describe the flow of the game’s action.) 

(Example: ‘Tomb Raider: Legend’
“A third-person action adventure that finds archaeologist Lara Croft searching the jungles of Bolivia to the mountains of Tibet for the mysterious Ghalali key; an artifact which may be the key to finding Lara’s own long-lost mother.”)
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SECTION 2: GAME OUTLINE 
Scott Rogers ‘Ten-Pager’ Template	   	





SECTION 3: MAIN CHARACTER(S)
& PLAYER CONTROLS





	CHARACTER APPEARANCE

	



(Include concept art and/or reference images sourced from online / books / movies / games / etc. here to help give an idea what your character might look like)

(repeat this for any central characters, NPCs or antagonists core to your game experience)











	CHARACTER DOSSIER / DETAILS (Add/adjust categories as appropriate)

	NAME:
	

	GENDER:
	

	SPECIES:
	

	AGE:
	

	FACTION:
	

	KNOWN ASSOCIATES:
	

	(Extra categories)
	

	(Extra categories)
	



	CHARACTER’S BACKSTORY

	
(What is the character’s backstory? How did they end up here? What is their personality type? How does this information relate to the gameplay? Does the character have any signature moves, abilities, weapons or attacks?)


(Make sure you mention every style of play in the game.)








	CHARACTER CONTROLS / PLAYER CONTROLS

	
(Scott Rogers suggests providing a basic map of the character controls. Use images of the controller/input devices for every platform you are proposing your game for and clearly label where the controls are and what each button is going to do.) 







































	CONTRIBUTING TEAM MEMBER:
	(YOUR NAME HERE)




	[image: ]
		GAME DESIGN DOCUMENTS:
TEN-PAGER TEMPLATE
	3





 

SECTION 3: MAIN CHARACTER(S) & PLAYER CONTROLS 
Scott Rogers ‘Ten-Pager’ Template	   	





SECTION 4: GAMEPLAY


	SEQUENCE OF PLAY

	
(Detail how the sequence of play is presented here.

·  Are there multiple story chapters or is the game divided up into levels or rounds?
·  Are there any big set pieces? These will get a reader interested in the game.)











































	UNIQUE SELLING POINTS (USPs)

	
(Provide detail of your game’s Unique Selling Points [USPs] here. 

Additionally, include any minigames featured within the game, with supporting descriptions and illustrations.)






















	PLATFORM-SPECIFIC FEATURES

	
(List and describe platform-specific features here. 

Example: If the game makes the use of memory cards, motion controllers, touchscreens, etc.)
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SECTION 4: GAMEPLAY 
Scott Rogers ‘Ten-Pager’ Template	   	





SECTION 5: GAME WORLD




	GAME WORLD

	
(Present images and descriptions of the game world here, with short descriptions that outline what the player will find in the environments they are placed in. How do these locations fit into the story?)



















	LOCATION DETAILS

	NAME:
	


	WHAT DOES IT LOOK LIKE?
	(describe features and colours in the environment)



	WHAT MOOD IS BEING INVOKED IN THIS LOCATION?

	(Consider the atmosphere – how do you want the player to feel in this environment?)



	WHAT KIND OF MUSIC WILL BE USED FOR THIS LOCATION?
	




	HOW ARE THE LOCATIONS CONNECTED IN THE GAME WORLD?
	(example: via central hub, linear progression, open world, unlocked by quests, etc.)



(NOTE: Copy-paste the table in this section as necessary for each location you wish to feature.)

	GAME FLOW

	
(Scott Rogers suggests that a simple map or flow chart diagram should be provided to indicate how the player will navigate the game world.)







[image: ]
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SECTION 5: GAME WORLD
Scott Rogers ‘Ten-Pager’ Template	   	





SECTION 6: GAME EXPERIENCE




	GAME EXPERIENCE

	
(What is the overall theme of the game – e.g. humourous, horrific, thrilling, hardcore, sexy?)













	HOW IS THIS FEELING GOING TO BE PRESENTED TO THE PLAYER?

	














	ARE THERE ANY SPECIAL MODES OR INTERFACES FOR GAMEPLAY?

	















	WHAT DOES THE PLAYER FIRST SEE WHEN THEY START THE GAME?

	
(Rough sketches / images can be used here to help convey this.)



















	WHAT EMOTIONS ARE MEANT TO BE INVOKED BY THE GAME?

	
(How do you want your audience to feel when playing certain sections of your game? Consider your genre and theme here.)









	HOW ARE MUSIC AND SOUND GOING TO BE USED?

	
(Think of how audio effects can help invoke a mood. Do you want players to feel a rush of adrenaline, a feeling of dread, to feel heroic, romantic, etc? You could provide example links of audio here to help your team understand your intentions for sound design.) 











	HOW DOES THE PLAYER NAVIGATE THE SHELL MENUS/ SCREENS OF THE GAME?

	
(You could provide a flow chart diagram of the Shell Menues/Screens here. 

Shell menus are any aspects of the game such as title screens, options, character/vehicle selects and any other interactive part of the game that does not directly have an immediate effect on gameplay.)
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SECTION 6: GAME EXPERIENCE
Scott Rogers ‘Ten-Pager’ Template	   	





SECTION 7: GAMEPLAY MECHANICS



	GAMEPLAY MECHANICS

	
(List examples of mechanics, hazards, power-ups and collectibles here. More details can be provided in the tables below.)

MECHANIC: Something the player interacts with to create or aid gameplay e.g. moving platforms, opening doors, slippery ice.

HAZARD: A mechanic that can harm or kill a player but doesn’t possess intelligence e.g. spike pits, swinging blades, jets of fire. Describe SOME – not every one!

POWER-UP: e.g. Ammo, extra lives, invulnerability, etc. Provide examples of power-ups and what they do.





	MECHANIC DETAILS

	NAME:
	


	WHAT DOES IT LOOK LIKE?
	



	EFFECT ON PLAYER:

	



	WHEN WILL IT FEATURE IN THE GAME?
	






	HAZARD DETAILS

	NAME:
	


	WHAT DOES IT LOOK LIKE?
	



	EFFECT ON PLAYER:

	



	WHEN WILL IT FEATURE IN THE GAME?
	





	POWER-UP DETAILS

	NAME:
	


	WHAT DOES IT LOOK LIKE?
	



	EFFECT ON PLAYER:

	



	WHEN WILL IT FEATURE IN THE GAME?
	








	COLLECTIBLE ITEMS

	
(List items that are collected by players that don’t have immediate effects on gameplay e.g. coins, puzzle pieces, trophies etc.)

· What does the player collect and what are the benefits of collecting them? 
·  Can they be used to buy items/new abilities/unlock material in the game?
·  Will they earn the player achievements?









	COLLECTIBLE DETAILS

	NAME:
	


	WHAT DOES IT LOOK LIKE?
	



	BENEFIT FOR PLAYER:

	


	WHEN WILL IT FEATURE IN THE GAME?
	



	CAN IT BE USED AS CURRENCY?
	



	WILL IT EARN PLAYERS AN ACHIEVEMENT?
	





(NOTE: Copy-paste the tables in this section as necessary for each gameplay mechanic you wish to feature.)



	GAME ECONOMY

	
(If the game has an economy system, briefly discuss this - as well as how players collect money and buy things in-game.)


(Finally, if an economy is required in game, describe the shopping environment the player will used in order to spend their currency, and on what items.)
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SECTION 7: GAMEPLAY MECHANICS 
Scott Rogers ‘Ten-Pager’ Template	   	





SECTION 8: ENEMIES




	LIST OF ENEMIES

	
(Provide an overview of in-game enemies here. Further details of each can be provided by using the table below.)



















	ENEMY DETAILS

	NAME:
	


	WHAT DOES IT LOOK LIKE?
	



	ATTACKS:

	


	WHEN WILL IT FEATURE IN THE GAME?
	



	HOW DOES THE PLAYER DEFEAT IT?
	



	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	




	LIST OF BOSS CHARACTERS

	
(provide an overview of more powerful end-of-level/mission/quest enemies here. Further details of each can be provided by using the table below.)

















	BOSS CHARACTER DETAILS

	NAME:
	


	WHAT DOES IT LOOK LIKE?

	

	ATTACKS:

	



	WHEN WILL IT FEATURE IN THE GAME?
	



	HOW DOES THE PLAYER DEFEAT IT?
	



	WHAT DOES THE PLAYER EARN FOR DEFEATING THEM?
	




(NOTE: Copy-paste the tables in this section as necessary for each enemy / boss you wish to feature.)
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SECTION 8: ENEMIES 
Scott Rogers ‘Ten-Pager’ Template	   	





SECTION 9: CUTSCENES



	CUTSCENES

	









(If the game has cutscenes or movies, they should be documented here.)

(Include rough storyboards - to help instruct your art team - for at least one essential cutscene, such as the introduction of the player to their world, a meeting with the antagonist, etc.)












	CUTSCENE DETAILS (use this table for each unique cutscene you include)

	VISUAL STYLE:
	(examples: 2D pre-rendered cutscene, live action, etc.)


	BRIEF DESCRIPTION OF SCENE:

	

	WHEN WILL IT FEATURE IN THE GAME?
	



	PURPOSE:
	(examples: is this scene included to introduce a new character, ability, plot point, etc.)



(NOTE: Copy-paste the tables in this section as necessary for each cutscene you wish to feature.)
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SECTION 9: CUTSCENES 
Scott Rogers ‘Ten-Pager’ Template	   	





SECTION 10: BONUS MATERIALS



	BONUS MATERIALS

	
(Any bonus materials or unlockables that encourage the player to replay the game are mentioned here. Give examples of things players will be able to unlock if your design includes it.) 


(Multiplayer modes, downloadable content, episodic content, etc. would feature on this page.)


















	REPLAY VALUE

	
(What incentives are there for players to replay the game?)
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