

<Your Team Name Here>

<Your Title Here>
<Your Subtitle Here>


<Today’s Date Here>
<Team Name Here>

<Maybe a suitable picture here. You should insert pictures anywhere you feel they would do some good in the document.>

Executive Summary

<Write this page LAST, after you have written the rest of the document. On this page you must introduce the high concept and top 6-10 features of the game to a busy (and somewhat clueless) executive. In particular these qualities need to be items that make the game stand out from the crowd of other games – the details that will earn it attention and make people want to pick it up off the store shelf. They can be creative, technical, user interface, or anything else about the game. These are often called USPs or Unique Selling Points. Obtain these details by searching through the rest of the document after you have written it.>

· <First USP> 
· <Second USP>
.

· <etc.>
<This information will be duplicated in more detail inside the document. >
Game Overview

High Concept

<A one-sentence statement of the concept goes here. This should be as punchy and instantly comprehensible as possible, e.g. “Diablo meets The X-files in 3D.” You may refer to TV shows, movies, books, or anything else that gets the idea across.>  
<Describe the situation, player’s role, and objective in the game in a very short paragraph.>
Genre

<State briefly the genre of this game for those who don’t already know, and what qualities will make it stand out from others of its genre.>
Hooks

· <List qualities of this game that are likely to make the player pick it up in the shop, and then, once he is playing, keep him playing. What makes the game compelling?>
Gameplay Highlights

· <List particularly interesting features of the player’s experience – user interface, actions, mechanisms. etc.>
Content Highlights

· <List any particularly interesting or distinctive information about the content of your game. Consider still graphics, animations, backgrounds, non-interactive video (movies), music, audio effects, voiceover (dialog or narrative).>

Technology Highlights

· <List any new (or old but unusual or distinctive) display, AI, or other software technology that you anticipate the game using.>
Hardware

<Specify a target platform for the game.>
· <If any special controllers are required/supported, or minimum specs required, list them here.>
Game World

Backstory
<The backstory goes here. Take us up until the moment the player takes control of the game.>
Objective

<Tell us what the player is trying to achieve in the game… or thinks he is trying to achieve. His goals may change in the middle of the game… but he has to start out with some motivation.>
<If the player does NOT know the true objective of the game at the beginning, state that here, and indicate what the REAL objective is also.>
Characters

<Your Avatar’s Name Here>
<Put your avatar’s description as of the beginning of the game here: name, age, sex, voice, size, clothing and other distinguishing characteristics, occupation, temperament, attitudes. This would be a good place for a portrait.>
<Put your avatar’s background here, including relationships with other characters, key events in her past life, and how she got to this point.>
<Another Key Character’s Name Here>
<More of the same. Be sure to include the character’s role in the story and attitude towards/relationship with the avatar.>
<Etc. for each additional key character>
Setting

<Describe the setting in general terms – where and when and how it looks. Also indicate the art style. If there are many different locations, name several of them. This would be a good place for pictures.>
Story Progression

<Put your plot outline here, including key turning points and the ending. If the story is divided into chapters, indicate how they are different.>
Character Development

<If the avatar or other characters undergo any significant changes (physical, intellectual, emotional, or in their circumstances, e.g. from rich to poor), indicate them here.>
Gameplay Details
Challenges

<Describe the sorts of challenges the player will be faced with in the game here.>
Primary Gameplay Mode
<What is the essential nature of the primary gameplay mode? How is the player viewing the world, and what is he spending most of his time doing there? Include perspective and camera behavior.>
User Interface
<Discuss the input mechanisms in the primary gameplay mode. Indicate if this is a point-and-click game or a direct-control game.>

<Discuss visual feedback mechanisms (gauges, indicators, etc.) and auditory feedback mechanisms (warning sounds, etc.) of the primary gameplay mode here.>
Summary

<End with a paragraph of enthusiastic but essentially meaningless praise of the creative innovation and huge commercial potential of this product.>
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