Internal Design Specification

· Game Mechanics 

· Core gameplay – type of game, key concepts

· Game Flow

· Core is trunk, flow is branches

· Challenges and entertainment

· "shoot", "command", "select" and "move" rather than "click", "press" and "drag".
· Characters/Units

· Names, personalities

· Stats in “high, medium, low” format

· High-level, broad stats

· Gameplay elements

· Everything a player can interact with

· Swords, switches, treasure chests

· Divide into categories (weapons, armor, traps)

· Game physics and statistics

· Movement, collisions, combat

· Don’t get technical

· AI

· Level of AI

· Movement, reactions, triggers, target selection

· How is AI scripted?

· Multiplayer

· User Interface 

· Changes all the time, so almost pointless to document

· Flowchart, showing how to move from screen to screen

· Functional requirements – every button/menu on each screen

· Mockup to help guide artists

· Buttons, icons, pointers, menus

· Art and Video 

· Goals. Style and mood.

· 2D art and animation

· GUI

· Marketing and packaging art

· Terrain

· Game play elements

· Special Effects

· 3D art and animation

· Cinematics

· Video

· Sound and Music 

· Goals. Style, format.

· Sound effects

· GUI

· Special effects

· Units/Characters

· Game play elements, (alerts)

· Terrain/Environment. Birds, crickets (System Shock)

· Motion. (Footsteps, doors opening)

· Music

· Events

· System screens (options, save/load)

· Level theme

· Situations (combat, danger nearby, safe)

· Cinematic soundtracks

· Story (if applicable) 

· Backstory and world

· Character descriptions

· Game text, dialog requirements

· Sample scripts

· Level Requirements 

· Level diagram

· Branching mission tree

· Asset revelation schedule

· When do you see things

· Placement in time/space (don’t clump, good variety)

· Level “seeds”

· You’ll need tools, experience and trial and error, so you can’t write them in detail

· Give overviews of levels for the level designers to work with.

· Later: Level design diagrams

Outline Guidelines

· Title 

· Introduction 

· Summarize it in one exciting sentence

· Include the title, genre, direction, setting, edge, platform
· "Man or Machine is a first-person shooter for the PC that uses the proven Unreal engine to thrust players into the role of an android space marine caught up in the epic saga of the interstellar techno-wars of the thirty-seventh century."
· Background (optional) 

· Separate from introduction so it can be skipped

· Mostly for sequels or licensed products

· What is known about the project from past products

· Are you licensing a game-engine?

· Genre 

· Flavor (futuristic, wild west)

· Target Platform(s) 

· Target Audience
· Key features 

· Bullet points on back of box

· What makes it so special

· Too few makes you look weak, too many makes the project seem impossible.

· Don’t write things like “Great Graphics”

· Description (4-5 pages)
· Describe the game as if the reader is playing the game (“You sink into the swamp…”)

· Don’t talk about GUI, but talk about what’s happening right above it

· Content and entertainment value obvious and convincing

· "You lift the sword out of the orc’s back right as the trolls appear," instead of "You press the P key to Pickup the sword and add it to your inventory."
· Scope 

· How large, graphics, gameplay, hours

· How much will it cost?

· Competitive Analysis
· Compare to other things like it

· Compare to bestsellers

· Development Plan
· Technical design plan

· Team members: programmers, management/administrative, financing

· Team biographies

· Budget and Schedule
· Cost to do game

· How long will it take?

· Sample Interactive Sequence
· What does the player do?

· Game demo (Macromedia, Quake level)

· Video tape (Details, music, sound, graphics)

· Concept Art (optional)

