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3 Game Design Documents (GDDs)

i’ = What are they?
= Why are they needed?

CREPARST

= Scott Rogers: Game Design Documents

TG,

* The ‘One-Sheet’
* The ‘Ten Pager’

= Considerations for GDDs

= Problems with GDDs
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(Adams & Rollings, 2007 p.36)
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GAME DESIGN
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Game design is the process of:
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Game design is the process of:

= Imagining a game
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(Adams & Rollings, 2007 p.36)
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GAME DESIGN
AND HISTORY

Game design is the process of:

= Imagining a game

= Defining the way it works

INTRODUCTION

(Adams & Rollings, 2007 p.36)
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AND HISTORY

Game design is the process of:
= Imagining a game
= Defining the way it works

= Describing the elements that make up the game

INTRODUCTION

(Adams & Rollings, 2007 p.36)
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Game design is the process of:
= Imagining a game
= Defining the way it works

= Describing the elements that make up the game
= Conceptual

INTRODUCTION

(Adams & Rollings, 2007 p.36)

Bl VB S AN I VSR A AT e € P TR B AT L D A P T AR P A MRS ) NI - 2 U O



I3 TN vt AN

UG AT R TN GRS

S AT

@.| GAME DESIGN
%Y AND HISTORY

Game design is the process of:
= Imagining a game
= Defining the way it works

= Describing the elements that make up the game
= Conceptual
* Functional

INTRODUCTION

(Adams & Rollings, 2007 p.36)
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Game design is the process of:
= Imagining a game
= Defining the way it works

= Describing the elements that make up the game
= Conceptual
* Functional
= Artistic

INTRODUCTION

(Adams & Rollings, 2007 p.36)
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@) GAME DESIGN
&Y AND HISTORY

Game design is the process of:
= Imagining a game
= Defining the way it works

= Describing the elements that make up the game
= Conceptual
* Functional
= Artistic
= Other content

INTRODUCTION

(Adams & Rollings, 2007 p.36)
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.| GAME DESIGN

Game design is the process of:
= Imagining a game
= Defining the way it works

= Describing the elements that make up the game
= Conceptual
* Functional
= Artistic
= Other content

= Transmitting that information to the team that will build the game

(Adams & Rollings, 2007 p.36)
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This can be achieved through the construction and distribution of a 1!
Game Design Document.
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What are Game Design Documents (GDDs)?
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What are Game Design Documents (GDDs)?

Game Design documents are a series of documents produced by game
designers to tell others about their ideas.
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What are Game Design Documents (GDDs)?

Game Design documents are a series of documents produced by game
designers to tell others about their ideas.
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Q) GAME DESIGN ,
W N> HISTORY GDD’S: WHAT ARE THEY?

“Once upon atime, when coding a game involved one programmer (and
maybe an artist) with a take-it-as-you-go budget and a loose deadline,
documentation didn’t need to be taken so seriously. You knew what you
wanted to make and you made it.”

- Tzvi Freeman (1997), Gamasutra: Creating a Great Design Document
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DESIGN HISTORY

Why are designh documents needed?
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Novice programmers and developers, particularly those

OW My charg
QL Is the map,

keen to enter the games industry, often make a critical het's ey 7

mistake — they think of a game idea and start to develop it |EeE-
Immediately.

GAME w ORLD

THE PHys1cAT vt
‘e Vi AR OR'LD
Key Locarions
Drave]
Scale
Objecrs

Clers do Jeop olo

AT NN A RGO Ay ’i.\lmwélnh’l"ﬂ(lﬂlxmm‘?hﬁMWMM.'QWWM-W%';M"L




P AR ATSE SRR 2 B, 050 AT s NI w20 LA P, U T SN W i £ B e e e WD WG AN i 7 A RSl 0RO SN A KTt I TR 3 E T St LA .

N <
R s T e e A e e B T e g B T T e T e S e S L e SV P e =

GAME DESIGN

.\‘.{\[E OF C"&«‘E

DESIGN HISTORY

Why are designh documents needed?

VERSION 2 09
VERSION 2. 10

GANE O‘ER‘IE w

Adams and Rollings (2007) state that in commercial game
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development, this approach can be disastrous.
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Modern game developers insist on having some form of
written documentation while design work progresses.
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Design documents record decisions
made during the design process,
turning a vague idea into an explicit
plan.

It is far easier and cheaper to correct
or refine a design before code,
artwork, or assets are created.

GDD’S: WHY ARE THEY NEEDED?
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AND HISTORY

“A key part of game design is
transmitting

the design
members of the team.”

to other

Adams, E. & Rollings, A. (2007)
Fundamentals of Game Design, p.62
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“Creating documentation will help you as much as your team mates. If
you keep the game “in your head” | guarantee there Is going to be a

moment when you have too much to keep track of and you will get

overwhelmed.”
- Rogers, S. (2010) Level Up!, p.72
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Q) GAME DESIGN :

“Creating documentation will help you as much as your team mates. If
you keep the game “in your head” | guarantee there iIs going to be a
moment when you have too much to keep track of and you will get
overwhelmed.”

e L R D

- Rogers, S. (2010) Level Up!, p.72
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A game design document outlines everything that will be in the game and
IS an important source of information that the entire team will refer to
during the production of the project.
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Rogers (2010) suggests that there are
different stages that can guide a designer
through preproduction and the creation of
a successful game design document:
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Rogers (2010) suggests that there are
different stages that can guide a designer
through preproduction and the creation of
a successful game design document:

= The ‘One-Sheet’
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Q. GAME DESIGN | ,
#/ AND HIQTORY GDD’S: WHY ARE THEY NEEDED? |

Rogers (2010) suggests that there are
different stages that can guide a designer
through preproduction and the creation of
a successful game design document:

= The ‘One-Sheet’

= The Ten Pager
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The One-Sheet is a simple overview of the game and will be read by team
members and possibly a publisher.

It needs to be interesting, informative and no longer than a single page.
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The following info must be included:
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Once you have completed your One-Sheet you should have a general
Idea of the game experience you want to create.

More importantly, you now have a record of essential details that you can
share with your development team to ensure that everyone clearly
understands the basic idea.
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From here, you can use your One-Sheet to develop the next stage of your
document.
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Scott Rogers refers to this as the “Ten Pager’.
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Q) GAME DESIGN
SND HISTORY SCOTT ROGERS: THE TEN PAGER

Following the creation of your One-Sheet is the ‘ten-pager’.

This Is a broad document that lays out the essentials of your game and
IS for readers to quickly understand the basics of your product.

It must be kept interesting and readability is key — include relevant
Images and avoid using ornate fonts.
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Rogers suggests creating a ten-pager in Powerpoint (or similar program)
to help with formatting.

Using this format could also allow the document to be used as part of a
presentation or ‘pitch’ of a game idea.
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1 Title Screen
1 Player Mode -

Character Selection Opening
Screen | Cutscene |
2 Player Mode i ' | '
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i Scott Rogers states that it is important to bear the following in mind that |
| when GDD’s are written:
i

EVERYTHING IS LIQUID

(Rogers, 2010) %
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Scott Rogers states that it is important to bear the following in mind that
when GDD’s are written:

EVERYTHING IS LIQUID

This means that game designs change, flow and evolve.

Eventually many things featured in the document will become obsolete.

(Rogers, 2010)
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Writing can also feel counter-productive when development has to focus
on finishing a game, but a GDD is an essential starting point.

The most important part of a game designer’s job iIs communication.

(Rogers, 2010)
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There is no official form of what a GDD looks like — each designer (and
team) has to find what works best for them.

It takes a lot of time and effort to write documents for game production
and often nobody on a development team will want to read them.

These documents can potentially be long, extensive and intimidating.
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GAME DESIGN
AND HISTORY

Scott Rogers provides

communicate ideas quickly to avoid intimidating game documentation.

Illustrations In

MAXIMO lli: Merged Grim Form

Maximo 3 slarts with Maximo and his band in bad shape. In their quest for

Sophia, the heroes have encountered the Cult of Chut; death-worshipers who

find "a man who walks with Death" an,affront to their beliefs. As a result,
Baron has been killed, Tinker malmed (she now sports Zin parts) and

Maximo and Grim have been merged into one, thanks to a curse. Maximo

and Tinker have been hunting down cuitist sects when they arrive in
Mashhad, seeking revenge and a cure to Maximo’s condition.

Maximo is covered in tattoos, which are actually the external manifestation
of the cultist’s curse that has trapped Grim within him. With the press of a
button, Maximo transforms into Grim, allowing him several abllities.

As a result of the curse on Maximo, turning into Grim drains Maximo’s health. Stay as Grim
for too long and Maximo will lose a life. Only by collecting the souls of the evil cultists can
Maximo sustain himself in Grim form.

As a phantom, Grim can slide up
walls, flow like a shadow along
walls give an little extra distance
o a jump and glide down from
long drops.
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in addition, the player can perform several attacks with his
scythe. Grim attacks do not always kill, rather they are used
to “prep” an enemy for Maximo’s attacks; such as breaking a
cultist’s protection spell or “mortalizing” ghostly foes.

Z Shemies -

The High Priest’s plot is to lure Maximo to t
transfer Grim into their own vessel: Sophia.
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At some point in the game, Maximo will use
Grim's form as a disguise o infiltrate the cult's
tower during the Chut Holy Day. Gameplay will
have the player switching between the two
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While in Grim form, the player cannot talk 2
to innocents (they are too scared) b
However, Grim's attack will free y
Innocents of the cult’s influence. %
Turning them from enemies to normal "
innocents that Maximo must rescue from K,
other enemies. 3
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The more accessible the document, the easier it will be to use. Nobody
will attempt to read huge paragraphs of words.

Maximo 3 slarts with Maximo and his band in bad shape. In their quest for
Sophia, the heroes have encountered the Cult of Chut; death-worshipers who

MAXIMO lli: Merged Grim Form

find "a man who walks with Death" an,affront to their beliefs. As a result,
Baron has been killed, Tinker malmed (she now sports Zin parts) and

Maximo and Grim have been merged into one, thanks to a curse. Maximo

and Tinker have been hunting down cuitist sects when they arrive in
Mashhad, seeking revenge and a cure to Maximo’s condition.

Maximo is covered in tattoos, which are actually the external manifestation
of the cultist’s curse that has trapped Grim within him. With the press of a
button, Maximo transforms into Grim, allowing him several abllities.

As a result of the curse on Maximo, turning into Grim drains Maximo’s health. Stay as Grim
for too long and Maximo will lose a life. Only by collecting the souls of the evil cultists can
Maximo sustain himself in Grim form.

As a phantom, Grim can slide up
walls, flow like a shadow along
walls give an little extra distance
o a jump and glide down from
long drops.

s
T

XY 20 QUG POt T AN St TGO Y WSROI O 0000 Koo B SO A T N A ST CH

in addition, the player can perform several attacks with his
scythe. Grim attacks do not always kill, rather they are used
to “prep” an enemy for Maximo’s attacks; such as breaking a
cultist’s protection spell or “mortalizing” ghostly foes.

Z Shemies -

The High Priest’s plot is to lure Maximo to t
transfer Grim into their own vessel: Sophia.
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At some point in the game, Maximo will use
Grim's form as a disguise o infiltrate the cult's
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tower during the Chut Holy Day. Gameplay will &
have the player switching between the two &
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While in Grim form, the player cannot talk 2

to innocents (they are too scared) b
However, Grim's attack will free y
Innocents of the cult’s influence. %
Turning them from enemies to normal "
innocents that Maximo must rescue from K,

other enemies. 3
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GAME DESIGN

For example:

Scott Rogers states that it is important to bear the following in mind that when GDD’s are written: EVERYTHING
IS LIQUID. This means that game designs change, flow and evolve. Eventually many things featured in the
document will become obsolete. Writing can also feel counter-productive when development has to focus on
finishing a game, but a GDD is an essential starting point. The most important part of a game designer’s job is
communication. There is no official form of what a GDD looks like — each designer has to find what works best for
them. It takes a lot of time and effort to write documents for game production and often nobody on a development
team will want to read them. These documents can potentially be long, extensive and intimidating. Scott Rogers
provides illustrations in his documents to help communicate ideas quickly to avoid intimidating game
documentation. The more accessible the document, the easier it will be to use. Nobody will attempt to read huge
paragraphs of words. A game design document should be just long enough to describe the action in a game.
Using the Scott Rogers method, work your way up from One-Sheet, to Ten Pager, to a full Game Design
Document. No one likes to read long design documents. Find the best way to communicate ideas to the
development team effectively — use visuals. Everything is LIQUID — the game design will change over the course
of production. You may need to rewrite sections of your GDD!
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Q) GAME DESIGN :

For example:

Scott Rogers states that it is important to bear the following in mind that when GDD’s are written: EVERYTHING
IS LIQUID. This means that game designs change, flow and evolve. Eventually many things featured in the
document will become obsolete. Writing can also feel counter-productive when development has to focus on
finishing a game, but a GDD is an essential starting point. The most important part of a game designer’s job is
communication. There is no official form of what a GDD looks like — each designer has to find what works best for
them. It takes a lot of time and effort to write documents for game production and often nobody on a development
team will want to read them. These documents can potentially be long, extensive and intimidating. Scott Rogers
provides illustrations in his documents to help communicate ideas quickly to avoid intimidating game
documentation. The more accessible the document, the easier it will be to use. Nobody will attempt to read huge
paragraphs of words. A game design document should be just long enough to describe the action in a game.
Using the Scott Rogers method, work your way up from One-Sheet, to Ten Pager, to a full Game Design
Document. No one likes to read long design documents. Find the best way to communicate ideas to the
development team effectively — use visuals. Everything is LIQUID — the game design will change over the course
of production. You may need to rewrite sections of your GDD!

This is the same information that is contained in today’s slides. It is
Important not just what information you give but how you present it!
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Summary of GDD production "
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= A game design document should be just long enough to describe the
action in a game.
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Summary of GDD production

= A game design document should be just long enough to describe the
action in a game.

= Using Scott Rogers method, work your way up from One-Sheet, to Ten
Pager, to a full Game Design Document.
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Summary of GDD production

FHNCGI O NIt R

= A game design document should be just long enough to describe the
action in a game.

= Using Scott Rogers method, work your way up from One-Sheet, to Ten
Pager, to a full Game Design Document.
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. = No one likes to read long design documents. Find the best way to

* communicate ideas to the development team effectively — use visuals!
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Q) GAME DESIGN
Y AND HISTORY SUMMARY

= A game design document should be just long enough to describe the
action in a game.

»= Using Scott Rogers method, work your way up from One-Sheet, to Ten
Pager, to a full Game Design Document.

= No one likes to read long design documents. Find the best way to
communicate ideas to the development team effectively — use visuals!

= Everything is LIQUID — the game design will change over the course of
production. You may need to rewrite sections of your GDD!
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Q) GAME DESIGN

Using each of the three TV intro sequences and the One-Sheet template
provided:

Get Iinto groups and brainstorm ideas for 10 minutes, starting with a
broad range of rough ideas and narrowing them down into a single game
Idea that can be quickly represented with a One-Sheet document.

Each One-Sheet will be discussed with the rest of the tutorial group.
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3. GAME DESIGN

. GDD One-Sheet Exercise: Test Run

&., AND HISTORY _ THE ONE-SHEET EXERCISE ,
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@ ?\CQAEI%ET%&Y“ THE ONE-SHEET EXERCISE ’

. GDD One-Sheet Exercise: Intro 1
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. GDD One-Sheet Exercise: Intro 2
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! GDD One-Sheet Exercise: Intro 3 \

A AT AP  AD T o T e R A AT SN PR AR GO BN




D R G B LI S il R, O RIS AT RIS = ¥ TS

o

T4

4
3 3
- "
i v -
- + O “)' 2 P
v i,;,.'.\i-:."lf-' ""‘.';; y P
" B
el &~ =
' <! e o
-Y ] .
F % i 2T
.



L DL WHYWIE AT TS IR IR RS A KTt IV PP 3 5 TSy S0t AL

B O AT RN I w20 St Mo S TSRO

AN AT SRR o

K
N 7 0 3 F T DY SO LN PO L YA NS A TGO e IR G000 XKoo X RS S A B T e

q ﬁ:;“ﬁ&ﬁ%&'? BIBLIOGRAPHY

Books

Rogers, S. (2010) Level Up!. John Wiley & Sons Ltd., USA

Adams, E. & Rollings, A. (2007). Fundamentals of Game Design. New
Riders Publishing, USA.

R e A e R 2 B 1 B e R A g e o B I T e e I B T e A e O s LR el TR SN R o

&»Fymw VBT E NN Bt N &,

FHNCGI O NIt R

AL N R RGO WAy RN A SR R A A P o B o MO LR R



T AR 4 A RIS PR T WA 345 1 T M B3 S NN AR AL o AR

AT IR 3 R S SNSRI AR G B L L il T S

G ST
B
PR AP

é”l.R%IWERﬂT'T OF WALE“':'o
TRINITY ST DAVID

o m%%“:—l(':&mw(*
%ﬂ ISR IR I SRR AT SRR LTS NIRRT

4

-

R BT AL At

M

A S Ay o R S G 1 N W 5 PR P A T T R o N T 5 i G 45 DR RN M N AT 2 oD A £ B W I e 1 I A R W§
“‘.‘mﬁi

{
|
;
{
|
:
%
3
:
|

(QM(W'A\?"’%EE!\h"wf‘l‘m*“ﬂhl'?mmi“«‘M-<W‘b@k'&m'ﬁ“?"‘-"'-“" A PO T LD SR 0 20 M LAY AT e NS DI T Y S N T SIS =8 S T I35 35 Wi & AN WA D LK ) P2 13 e i T v st e TR R R TN R IS DR M ey A



