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Project Title
This is a basic template for organizing a game idea into a proposal that can be submitted for evaluation. If you can put your idea into the following categories and explain it well in those terms, odds are our idea could make a pretty good game. If not, thinking about the idea in terms of the categories listed below may help you to refine your idea into something even stronger. 
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2Summary


3Game Goals


3Key Features
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4Game Structure
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Summary

This area should contain a brief description (a few paragraphs) of the game. Describe the genre, characters, and basic gameplay. Briefly describe storyline. This may be the only part of the proposal someone reads, so make it good – focus on the elements of the game you think are the most compelling. After reading this section, one should have enough information to describe your proposal to someone else.

Game Goals

This section lists and describes the goals of the project. Establish what is most important for this project to accomplish. In general, a project should have between three and five goals – less, and your game probably isn’t large enough; more and the project will probably lose focus.

List the goals in order of priority – most important goal first. These goals are the guideposts for the project, so consider them carefully. Every feature you include and decision you make in the design and the project should be measured against how they advance your game’s goals. 

Key Features

In this section, describe the key features of the game. Think of what the player will do in the game that will make him want to play it. What are the features with which you intend to construct your gameplay? Consider how these features will advance your established goals.

Figure on between two to four key features. If you have much more than four, each feature is probably isn’t so vital, or else it may constitute a risk that prevents your demo from being completed on time. These are the features you want to showcase, and are the least likely features to get cut.

Target Audience 

In this section, establish your target audience. Describe the demographic you are aiming at and why they in particular would want to purchase the game. List other similar games that have he same demographic appeal. Knowing the age range and fan base you are aiming for will help you refine your goals and key features.

Game Structure
Describe how gameplay proceeds. Is progress through the game dependent on reaching the end of a level, gaining a specific item, or acquiring a powerup? Are boss battles involved? How does the player acquire goals? Do the types of things the player does change as the game progresses? The storyline should be mentioned here, but the section should really focus on the structure of the gameplay.

Main Characters

List and describe player controlled characters here. Describe their look, their abilities, and their relationships. Focus especially on the things the characters can do to create gameplay. How do they move, what attacks do they possess, and what special abilities they can call on. Include a brief back-story for the player characters. The types of villains the player encounters could also be listed here, with special attention to the main antagonist or other key enemies.

Art Direction

A description of the arty style and approach you plan to use in the game. Describe what the game will look like, and what art or programming techniques you can use to generate a distinctive visual style. It is generally a god idea to mention other games, movies, or other at that the game might look like. 

Production Plan

In this section, describe how the game will be produced. Come up with a very rough production schedule by figuring out how many weeks the project should take and how many people need to be assigned to it at various stages. Describe how the game will leverage existing technology and core competencies of your team. This section serves to convince the reader that not only is the game a good project, but that your team can deliver the goods. You can use the production guidelines from Appendix I (below) to help you build your production schedule.
Appendix I: Production Estimates

Below are some guidelines that will help you estimate the time needed to complete various production tasks. 
	Task:

Level environment, 50m x 50m

- Modeled, textured
Level Object
 - Modeled, textured

Dynamic Object
 - Model, texture, animation.

Game Feature, Simple 

- Core Mechanic (programming)
- Model & Texture

- Rig & Animation

Game Feature, Complex

- Core Mechanic (programming)
- Model & Texture

- Rig & Animation

Character
- Model & Texture

- Rig
- Animation
- Programming Each Move (e.g.)

- Idle

- Jump
- Move

- Attack

- Get Hit

- Defeated

- Win

	Estimation (days):

20
1.5

3

4
1.5

2

10
2

2

2

2
7
2
2
2

4
2

2

2
	Task:

AI, Simple

- Model & Texture

- Rig

- Animation

- Programming Each Move (e.g.)

- Idle

- Notice

- Move

- Attack

- Get Hit

- Defeated

- Win

AI, Complex

- Model & Texture

- Rig

- Animation

- Behavior (e.g. Boss Battle)

UI and HUD

- HUD Element (e.g. Health Meter)
- Unique UI Screen

Visual FX 
- Particle FX

- Shader FX

- Physics FX

	Estimation (days):

2

2

7

2

1

2

4

2

2

2

2

2

10

20

3

5

1

2

2




Example: Arena battle on a Volcanic Planet

This battle requires a main character and two kinds of enemies, peon robots and 3 buff robots. The combat arena is an island in the middle of a river of lava. Combat will be basic hand-to-hand strikes using laser-swords. The arena includes hazards (carnivorous plants) and teleportation platforms that teleport you to another linked location in the arena.

	Game Element

Level Environment: An island in a river of lava set on a volcanic planet 

Level Objects: Destructible boulders, Health tokens, Power up tokens

Dynamic Objects: Alien plant that gently sways

Game Feature, Simple: Alien carnivorous plant that attacks anything nearby

Game feature, Complex: Teleportation platforms that teleport the player and AI

Character: Main Character including all core moves

AI, Simple: Peon Robot and Buff Robot including all core moves

AI, Complex: none

UI and HUD: Start Screen, Controls Screen, Health Meter, Win or Lose Screen

Visual FX: 


Particle: Sparks from swords, Dust from ground, Robot explosion


Shader: River of Lava


Physics: Shrapnel from destructible rocks, flying Robot parts

Total estimated time needed to build this level

Total estimated time need in weeks for a 4 man team (assuming even work distribution)


	Estimated time

20

4.5

3

4

10

27

56

0

18

3

2

4

151.5 man days

7.6 weeks
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