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GAME CONCEPT & GENERAL

GENRE

2D, 3D, VR, AR, OTHER

SINGLE-PLAYER OR MULTIPLAYER

SCOPE OF GAME & LEVELS? WORD PARTIONING NEEDED?
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SOFTWARE NEEDED: GAME ENGINE, 3D, MUSIC, TEXTURING

GAME ENGINE

3D MODEL SOFTWARE

MUSIC SOFTWARE
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EXTRA/OTHER SOFTWARE



VERSION CONTROL

GIT?

NETWORKING

SERVERS
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CONTROLS

CONTROL: INPUT, KEYBOARD, GAMEPAD, CONTROLLER, ...

INPUT / KEYSTROKES

Input Action

Keyboard / Mouse

Extra input?

Movement WASD
Turn/Look Mouse
Jump Space
Sprinting Shift
Interact E
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TIMELINE

GAME CONCEPT

GAME PROTOTYPING

GAME BLOCKOUT

LEVEL DESIGN

ALPHA

BETA

SOFT LAUNCH

RELEASE DATE
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STORY

START/INTRIGUE
MAIN

PART 1

PART 2

PART 3
ENDING/PLOT
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NPC’S / Al
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MAIN VILLAIN

NPCS

BOSS FIGHTS ENVIRONMENT
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USER INTERFACE (Ul)

COLOR SCHEME

HUD INGAME

MAIN MENU

OPTIONS MENU

PAUSE SCREEN

WIN SCREEN
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LOSE SCREEN

INVENTORY

SCOREKEEPING

RANKINGS SCREEN

EXTRA Ul
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GAME RULES: HOW TO WIN / HOW TO LOSE

HOW TO WIN

WHAT HAPPENS WHEN THE PLAYER WINS

HOW TO LOSE
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VEX
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CINEMATICS / CUTSCENES / SPLASH SCREENS
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SAVING / LOADING / CHECKPOINT SYSTEM
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