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Warm Up:
Design Pac Man
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What is a Game Design Document?
■

■

■

➤

➤

➤

➤

➤
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Goals

your goal as a creator / designer?

player’s goal when playing the game?
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What are the player’s Goals?

■ Concrete

■ Achievable

■ Rewarding

Jesse Schell, Book of Lenses
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What are the designer’s Goals?
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Does a game have to 
be fun?
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Mechanics, Dynamics, Aesthetics
■ Mechanics: 
■ Dynamics
■ Aesthetics: 
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Narrative
■

■ as a player

■

➤

➤

➤

➤
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Narrative

Jesse Schell, Book of Lenses
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Describing Major Gameplay Systems
■

➤

■

➤

➤

➤

➤

➤
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Describing Major Gameplay Systems

Jesse Schell, Book of Lenses
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Art Style
■

■

➤

■

■

■
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Technical & Organizational Considerations

■
➤

■
➤

■
■

➤

■
➤

➤

■
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Scope
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Resources / References
■

➤

➤

➤ free

■

■

http://library.cmu.edu
https://www.gamasutra.com/view/feature/131632/creating_a_great_design_document.php
https://www.gamasutra.com/blogs/LeandroGonzalez/20160726/277928/How_to_Write_a_Game_Design_Document.php
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Case Studies

https://drive.google.com/drive/folders/1vMupAUzrmYHuMAdiB0XKRa1yAtpCw5mc?usp=sharing
https://drive.google.com/drive/folders/1vMupAUzrmYHuMAdiB0XKRa1yAtpCw5mc?usp=sharing

