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ABOUT THIS GDD 

I wrote this Base GDD to help me to be tidy in my next projects, and because I know how difficult it is to write a 

GDD, I decided to share it with you. I hope that it helps!  

This Base GDD is based on my experience as a Game Designer and is the way that I do things. Write a GDD is not 

an exact science. You will never found the perfect template because a GDD is a living form that changes between 

designers, companies, games, and time. This is only a guide, nothing more, nothing less. Maybe you will read it and 

found it useful, or perhaps you will read it and think that it’s incomplete. That’s fine and normal. All GDDs are 

incomplete for other designers! Take this just as a flexible guide. 

But, what is it a GDD? Well, GDD means Game Design Document, and it’s where you, as a game designer, will write 

ALL about your game.  

A GDD is a guide for you and your team. All games start with one, where the designer divides his/her idea into 

smaller portions to make it more sharable with a team. Each part is then again divided and explained in detail. 

Finally, a good designer will add mockups, concepts, references, and examples that will make the document visual 

and fast to read. Once it is done, you will be ready to share your idea with anybody and answer all the questions 

that your team, audience, producer, etc. will make to you.  

And what happens if one that questions don't have an answer in the GDD? Well, that will happen. A LOT! But it’s 

your job as a designer to take note of the question and answer it as better as you could. Then you will need to adapt 

your GDD over and over again to your team and game necessities.  

Sometimes, the GDD that you wrote at the beginning, with all your love, passion, and illusion, will be nothing to be 

with the final result. Because, we, as designers, can see a mechanic in our heads, working in perfect harmony with 

the rest of the gameplay and the aesthetics, until your programmer, your producer, your artist, and many, many 

times, even yourself, realize that that mechanic or aesthetic, or story is not working. And then, like when you fix a 

car and change the piece that it’s broken, you fix the GDD. You adapt it, preserving the essence and the experience 

the most you could, you change that “piece” that it’s not working and replace it with another that could work.  

So, imagine the GDD like a pile of clay. Pick a color for your clay (your essence) and then think in what do you want 

to build with it (the experience), then build it and rebuilt it until it’s close to what do you want.   

Maybe you are thinking, “this is a lot of work, why is so important to write a GDD, anyways? Maybe I can just tell 

my team the idea and work on it. It’s a small game. A GDD must be important for a big game, with a long story, 

complicated mechanics, and a big team.” WRONG! If you don’t write a tidy and concise GDD, even for the smallest, 

simplest, and fastest game ever, you run the risk of never finish your game or have a messy result at the end. A 

GDD is a guide and insurance. For example, if you want that a ball in your game will be red, and you don’t write it 

anywhere, maybe your artist will put it yellow or pink, and give it to the animator that will provide the animation 

to the programmer that will put it in the game. And when you realize that your ball isn’t red, you will need to tell 

all your team that they need redo all their work because the ball isn’t red, and that color is important because it 

represents the passion. And then you probably will need to argue with all of them for a single detail that could 

have been done right from the beginning if you had written the GDD. The lack of a good GDD can mean lose lots of 

hours in stupid details and discussions because we are humans, and we can forget about something that was said 

in a reunion or just let our creativity flow like a river after heavy rain… So, write it and thank me later.  

Write good GDDs isn’t easy and requires practice and patience. An excellent way to practice is to choose a game 

that you like, play it completely, write a lot of notes and take a lot of screenshots, and then try to do its GDD. That 

exercise will help you to see how different must be a GDD from another and to learn, with time, which information 

is essential and which one is expendable.
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HOW TO MAKE A TIDY GDD 

The most important thing when you write a GDD is to be concise and tidy. Extremely tidy.  

If you are concise and only write the essential information, your team will thank you for don’t overload 

them with a lot of “unnecessary” information. What your team wants to read is: “Use this color” not 

“Use this color because it represents this and this and it’s related to that and that. And in my 

childhood…”  

However, at the same time, it’s your GDD, and I am sure that you want to explain your ideas, thoughts, 

and feelings, putting all your soul in the game. And believe me, that it’s also really important, and your 

team will thank you a lot for your enthusiasm and passion. So, how can you do both things? Using titles, 

colors, and styles to set a difference between sections and importance. Something like this: 

TITLES  

Word has different types of titles, and their base settings are made to make them pretty and readable.  

This last one is my favorite, I use it in all my GDDs.  

World also gives you the option to choose your own color palette and to modify your styles (your titles, 

subtitles, emphasis, etc.) But don’t use very complicated styles, with bright colors like this: 

THIS IS SOMETHIG A LITTLE BIT EXCESIVE FOR A GDD 

Remember to use colors that are similar to the ones of your game. If your game has bright colors, like 

neon pink and blue, you can use an equivalent tone. 

INSTEAD TO DO THIS 

YOU CAN DO SOMETHIG LIKE THIS 

It’s indeed your GDD, and there is nothing written about tastes. But remember that you are writing 

something that all your team needs to read and check more than once. Also, it is a document that you 

will spend a lot of hours looking at it. Making it too striking could make your eyes feel tired. 
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NORMAL TEXT 

Use always a readable font (never something like this or like this) that is supported by all the media. If you 

download a font that you like for your GDD, but your team doesn’t have it, your document can be 

unreadable or be corrupted. 

With your normal font and style, you should write the essential information. Here is where you must 

make your best effort to be concise. To be even more concise, you can highlight the vital parts.   

NOTES 

YOU CAN USE THE SUBTITLES TO ADD A NOTE ABOUT YOUR SECTION. 

And you can use colors and styles to write examples, REFERENCES, PERSONAL NOTES, to revise notes, OR 

EXPLANATIONS. You have many styles that you can use to set a difference between sentences 

without making your document difficult to read.  

Again, avoid the use of bright colors, please. You can have a colorful GDD without burning your eyes. 

Doing this, you will talk about your thoughts and, at the same time, has a tidy and concise GDD. Your 

team will read only the parts that are essential for their role on the project and will ignore the ones 

that they don’t need. 

ANCHORS AND HYPERLINKS 

Other tools that you can use are the Anchors when you are working with a web, or the Hyperlinks when 

you are working with Word.  

ANCHORS 

To use an anchor, you need to enter an HTML code. Each website editor works differently. Also, how to 

use them and the code that you will need, will depend on if you want to link something to the same 

page, to another page on your web or a page on another website. Some editors will give to you the tools 

to do it easily, and in others, you will be on your own.  

The basic code to anchor a word to another word or section inside the same page is this: 

You need to add this HTML code to the anchor word: <a id=“nameoftheanchor”></a>  

And this one to the word that you want to link to the anchor: <a href="#samenameoftheanchor">Put 

here the text that you want to be visible. E.G. Read more here.</a> 

HYPERLINKS 

Word allows you to do the same, but more easily. Just do right click over the word that you want to 

link to another and select Hyperlink. And there you will have all the options.  

Also, you can create Bookmarks to set an even more specific destination. I let you the tutorial: 

https://support.office.com/en-us/article/add-hyperlinks-to-a-location-within-the-same-document-

1f24fc4f-7ccd-4c5f-87e1-9ddefb672e0e 

 

 

https://support.office.com/en-us/article/add-hyperlinks-to-a-location-within-the-same-document-1f24fc4f-7ccd-4c5f-87e1-9ddefb672e0e
https://support.office.com/en-us/article/add-hyperlinks-to-a-location-within-the-same-document-1f24fc4f-7ccd-4c5f-87e1-9ddefb672e0e
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THE ANNEXES SECTION 

As you can see in the Index, I added a section at the end of the document called Annexes. This section 

is meant to you put all the complementary information that you need.  

In some sections of this GDD, you will see that I encourage you to add reference photos, concepts, 

and mockups to exemplify the best that you could your ideas. However, too many of these elements 

can make you GDD feel messy and heavy. For that reason, it is better that you chose just a couple of 

images for the GDD, and the rest put them on the Annexes section. 

Also, you can use that section to create lists of all the animations, sounds, assets, art, color palettes, 

etc. that your game will need. These lists will be useful for your team to have information 

quickly.  That way, instead of need to read all the GDD, they can go to the Annexes and check the list 

that they need. (I will talk about this subject later on the section Ending · How Coordinate your Team?) 

In the Annexes section, you must put as well the scripts and maps. Because, even when they are 

important information, they must not consume vital space from your GDD.   

 

So, summarizing:  

 In your GDD you should write only the essential information. If you think that one thought 

or explanation is needed, even if it is not crucial, you can use colors or styles to highlight 

that information as different from the rest.  

 Divide your document into small and manageable sections and use titles to set a 

difference between them.  

 Finally, all the extra information that you want to add put it on an annexed at the end of 

the document, or even in separate documents, avoiding creating a heavy and hard to read 

document.  
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OVERVIEW 

The Overview is where you summarize the GDD in a way that anyone that reads it knows what it's 

your game about.  

Its basic mechanics and story and what do you want that the players feel it when they play it.  

Also, it is an easy way to present your game to your team, allow them to imagine it, and make questions 

that will help you later to build a better GDD. 

PROJECT DESCRIPTION  

The basic mechanics summarized. 

CORE CONCEPT 

The story summarized. 

REFERENCES  

The references are important to have a fast idea of what is in your head. You can do something 

like this: 

 Aesthetic – Borderlands  

 Combat – Dark Souls 

 Art – Traditional Chinese paintings 

Don’t put more explanations here. You will have a section to do it, or you can put the reference in their 

particular spot later. (For example, if you are talking about the combat, explaining a specific mechanic 

that it’s inspired on Dark Souls, then you can open brackets and put the reference there) 

WHAT IS INTERESTING?  

What makes the game interesting for the players or if it forms part of a saga what make it unique 

from the other titles from the franchise.  

WHAT IS THE ESSENCE? 

The soul of the game. 

Resume your game with a catch phrase. Think in yourself in an elevator with a CEO that you want to 

sell your game, what do will you say? 

WHAT IS THE EXPERIENCE?  

The experience is what you want that the players feel when they play your game.  

The experience can be anything, like "playing under the rain" or "1920" or "dust", and need to be 

reflected in the mechanics and be reinforced with the aesthetics and the story.  

Here you must explain, with few words, how that experience affects the game and to the players. 

ENGINE & PLATFORM 

Here you must decide which platform or platforms you will design for. This is important because, 

even when in modern times, you can apply almost any mechanic to any platform, the way that the 

game will be developed and designed will change a lot. It’s not the same to develop a game meant 
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for a mobile or a tablet where the controls are tactile and the screen smaller, than for a PC, where 

players can choose between a controller and the keyboard/mouse combo. The platform will change 

things like the way that the players work with the camera or the size of the HUD. Here you only 

need to talk about the platform or platforms that you choose, why you chose it, and how it will 

affect your game. Remember to be concise.  

Also, you need to choose an engine. Engines will affect to development process a lot. Some engines 

are meant to do 2D games, platforms or 3D games, and others that can be used for everything. You, as 

a designer, need to be familiarized with the engine that your team will use, how complicated use 

it, and what your team can do with it. Have this into account will help your team a lot to work more 

efficiently and with fewer problems. Here you must write the engine that you choose (Unity, Unreal, 

GameMaker, etc.), why, and which version your team will use.  

TARGET AUDIENCES 

For which type of players are you designing this game? Will it be a game for children (+3 or +7)? 

For teens (+13 or +15)? Or will it be a mature game (+18 or +21)? It’s your game meant to be a home 

recreation, or you are designing a game for an arcade bar? Is it your game a solo, coop, or multiplayer 

experience? The answer to these questions will change a lot the way that you present your game 

and your design choices. You can tell any story, even the darker ones, for any target audience, only 

changing how you present it to them. The colors, the aesthetic, the general theme, the mechanics... all 

will be related to your target audience.  

GAME LENGTH 

The game length affects in different ways: 

 THE LENGTH OF THE STORY. 

You need to take into account how long it will be your story missions and your cinematics.  

 THE LENGTH OF THE COMPLETE GAME.  

That is, how much time the player will need to have the game completed 100%? Here you need to 

take into account all the side missions, the raids, the secrets, if the players need to farm, etc.  

 THE LIFESPAN OF YOUR GAME. 

Games have “life”, that means for how long the players will be interested in the game. You can avoid 

the disinterest in the title adding DLCs, Seasons, Expansions, Remastered Versions, Small Games based 

on the title, etc. This will not only give you more time to develop the next game also will increment your 

incomes.  

There are games that we can considerer “eternal” or “endless”, games like WOW (World of Warcraft), 

LOL (League of Legends) or Rainbow Six Siege. These games are usually online, have a long story and 

lots of side missions or they are “repetitive”, that is, the players play matches in closed maps with 

determinate characters. Even that way, these games still have a lifespan, because players can get bored 

or other new games can come out. To increment the lifespan, developers add to these games 

Expansions and Seasons that make the games bigger (like in WOW) or fresher (like in Rainbow Six 

Siege), adding new races, characters, weapons or maps.  
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STORY 

I prefer to put the Story section at the beginning of the GDD because for me and in the games that I design, the 

story is the base. Over that base I build the rest of the GDD. I design mechanics that fit in the world that I created 

and that highlights its characters and features. The same happen with the Characters section. You can find this 

section in other GDDs at the end of the document or even in an appendix. However, for me, the characters are 

essential in a good game and for that reason I prefer to put them here, at the beginning. If your game focuses more 

on the Gameplay, you should put that section first. 

In this section, you should put everything about the story. Try to be concise.  

The dialogues and the narrative should go in the Annexes Section. 

TIMELINE OR BEFORE THE GAME STORY 

THIS SECTION IS OPTIONAL.  

If the narrative has some prequel or some timeline, you should put in here to set a narrative 

line that has sense. 

IN-GAME STORY 

In this section, you should talk about the story inside the game.  

Even if the story is small or the game hasn't a solid narrative, cinematics or dialogues, you should put 

here what the game it’s about. 

Your game must have some background to explain why your players are doing what they are doing. 

Even if it is a stupid or simple explanation, this will give weight to your game, making it more 

memorable and encouraging your players to empathize with it and with the characters. 

ENDINGS 

If your game has different endings, you should design a scheme where your team can see clearly 

the different decisions with their paths that 

leading to different conclusions. How more 

choices and routes you want in your game more 

concise the scheme must be. Here two examples 

from my games:  

This scheme is from GMW Stories: Morrigan’s Story. The 

game has 3 endings and only a few decisions.  

And this scheme is from My Story that has also three 

endings but a lot of different paths and decisions. Some 

neutral (in purple), some good (in pink) and some bad (in 

yellow).   
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THE CHARACTERS OF THE GAME 

Introduce all your characters, their story, and who they are inside the game. Focus on the narrative 

part, not in the aesthetic or technical aspects of the characters.  

You can order them for importance in the game or alphabetical order. (Remember to add your players' 

character, the one with they will play) 

NOTE:  I wrote this section thinking in a big game (like the rest of the GDD). Maybe your game only has the main 

character and the rest are generic enemies (that you need to describe in the section Factions anyways) and maybe 

that character hasn't a lot of background. However, if you try to fill this section (even if your game only has one 

character), it will help you to improve your creativity and will make your character stronger. Trust me ;) 

 

CHARACTER 1’S NAME  

 

 

Here you can put a reference photo or a concept. Use one that is general, like him/her face. 

 SIDE: Ally · Enemy · Neutral 

 PERSONALITY: Good · Bad · Silly · Naive · Etc. This is important if your game will have 

performers that will give life to the character and also for the artist to draw them properly. 

 PERSONAL LIFE:  Religion · Sexual orientation · Political orientation · Horoscope · Age · 

Nationality · Status (dead, missing, alive, etc.) · Family · Etc. This will help you and your artists 

to build a credible character, with a strong personality.  

 BACKGROUD: Who he/she was before the game. This will give more realism and life to your 

characters and will explain why they do what they do. 

 IN-GAME STORY: Who he/she is inside the game. Put here his/her complete story, from the 

beginning of the game until the end. If he/she dies, explain why and how. And how his/her 

actions will affect the player.  

FACTIONS 

THIS SECTION IS OPTIONAL.  

If your game has factions (groups of allies or enemies), you should put here their background 

and who they are inside the game. Like with the characters, you must introduce them to your team. 

But, again, only focus here in the narrative part. 

FACTION 1’S NAME  

 

 

Here you can put a reference photo or a concept, like the logo that represents them. 

 SIDE: Allies · Enemies · Neutrals 

 BACKGROUD: Who they were before the game. How this group was formed and why. 
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 IN-GAME STORY: Who they are is inside the game. Explain why they are allies/enemies and 

how this will affect the players.  

 AESTHETICS: Which type of clothes, weapons, complements (like masks or makeup), etc., they 

wear that makes them differentiable from other factions or characters. Sometimes it can be 

just a color that marks that faction. For example, in Bioshock Infinite, the factions were marked with 

blue, for the Founders, and red, for the Vox Populi. These colors were present not only in the clothing from 

the characters but also were used in all the assets, like flags or weapons, that each faction used. 

STORY PRESENTATION 

How will you deliver the story to the players?  

You need to design how you will present the story to the players (with cinematics or dialog scenes, 

for example) and how you will make that they dive on it (with the soundtrack, the environment, the 

aesthetics or make them talk with NPCs, just to put some examples).  

There are many ways to present the story to your players, chose the ones that fit better with your 

gameplay is crucial. For example, long-lasting cinematics in a fast game can make it feels tedious and 

slow. 

STORY TOOLSET 

Which tools will do you use to make the story attractive to the players without breaking the 

rhythm of the gameplay?  

This section, at least in my case, is more focused on the players that don’t pay attention to the story 

than in the ones that like to enjoy it. So maybe it will be easier for you to think in this section as 

“how I can make my story not boring for the players?” Some examples are: 

 SKIP VS. NO SKIP: Will you allow the players to skip the cinematics or the dialog scenes? 

What happens if they do it? What happens if they don’t do it? What happens meanwhile in 

the background?  

 REWARDS: One way to encourage your players to don’t skip the story is by giving them 

some rewards, like achievements or XP. 

 RADIOS, NOTES, VIDEO TAPES, ETC.: These kinds of things will help your story to don’t 

feel heavy or too long because the players can pick them and check them later if they want.  
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MAIN / STORY MISSIONS 

These are the main missions. They will guide the player through the story.  

Each task will unlock a part of the story (with a cinematic or a dialog scene, for example). These 

missions can be the only ones in the game or have others that complement them. 

You must describe each mission very well. Talking about what the players will need to do and why, 

the rewards, the enemies, the difficulty, etc.  

These missions can be literal, like in Far Cry, where what do you need to do, like destroy a drug lab, has a sense 

inside the story. They are missions ordered by someone that you should help in order to defeat the bad guy. Or in lineal 

games, like Plague Tale, your tasks are related directly with the story of the main characters. Your missions, like find 

your brother, are realistic and will guide the players through the story like in a novel. Or they can be metaphoric. 

Like in Unravel, where your mission is to find the lost yarn pieces that symbolize the love links that connect a family 

and friends. Also, each mission has a meaning, like the loss of somebody that we love or the struggle to live. In both 

cases, you must relate the task with the story (Why the players need to do that? Which benefits will 

report to the character/s? Etc.), always having in mind the experience and the essence of your game.  

I will put a practical example for a metaphorical mission taken from My Story, one of my games: 

The essence of the game was, “If you let the nightmares gain force, they will become real, and they will consume you,” 

and the experience was “Literature”. For the experience, I design a graphic novel, so I divided the missions into Doors 

where the players need to make a decision to continue writing their story. Knowing this: 

DOOR 1 · THE GARDEN 

The garden represents Jackie’s family and childhood. For this 

reason, it is a beautiful place at first sight. When Jackie was little, 

everything was fine for her. However, when she started to grow 

and to had more knowledge about the world that was 

surrounding her, she realized that not everything was as 

beautiful as she thought.  

Players have to options: 

1. CROSS THE DOOR WITHOUT INVESTIGATING THE FLOWERS. 

This decision will represent what everyone was doing 

with Jackie’s life: just feel good with the beautiful surface. This option will lead the players to the bad+ 

ending, “You Don’t Care”. 

2. SMELL THE FLOWERS. Investigate the flowers will reveal the ugly truth that Jackie was living, helping her to 

release from that lousy memory. This option will be neutral to balance the game.  

Also, you need to remember to put a name to your missions. Doing it will help you, your team, and 

your players to remember the missions more easily and not get lost when you have to talk about them. 

And if you numerate them, it will be easier to know how many missions are in your game and the order 

in which the player needs to discover them. 

This section can be ordered in two different ways, depending on how you want your gameplay: 

 BY MAP, ACTS OR LEVELS. 

This will be useful when your game has different maps, worlds or sections (like in Ghost Recon: Wildlands), 

if your game is like a novel (like in A Plague Tale: Innocence), or if you want to divide your game by difficulty 

levels (like in Borderlands). 
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 Example: 

ACT 1 

MISSION 1 – NAME 

MISSION 2 – NAME 

MISSION 3 – NAME 

ACT 2 

… 

OR: 

LEVEL EASY 

MISSION 1 – NAME 

MISSION 2 – NAME 

LEVEL MEDIUM 

… 

 JUST THE MISSIONS. 

If your game is short or lineal, you can always order the missions by they own. Like: 

MISSION 1 –  NAME 

The information below is the same for any of the formats 

 REWARDS: XP · Items unlocked · Etc. 

 DURATION: Long · Medium · Fast 

 DIFFICULTY: Tutorial · Easy· Medium · Hard · Nightmare  

 PLACE: Where the players need to go. 

 MISSION DESCRIPTION: What the players need to do. Some missions can be divided in 

several parts, like in different parts of the map or different waves, if that it’s the case, explain 

it.  

 STORY: Remember to add the corresponded part of the story and how it relates to the mission. 

It needs to be cohesive with the rest of the game. If the mission unlocks a cinematic or a dialog 

scene, describe it briefly what happens on it. Remember that the cinematics and other types 

of story scenes (scripted and with the storyboards) that you want to design must go in an 

annexed. 

MISSION 2 –  NAME 

… 
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OTHER MISSIONS · SECONDARY MISSIONS · SECRET MISSIONS · ETC. 

THIS SECTION IS OPTIONAL 

These will be the complementary missions that your game can or cannot have. You must add some 

extra tasks if your game is long or have a big map. But also you can add some, like the secret missions, 

to allow the player to unlock more story, get more XP, or to increase the challenge of your levels, for 

example. 

These tasks will change a lot (like the main/story missions) depending on your gameplay and what do 

you want from them. These missions usually came with extra rewards, like XP.  

These are some examples: 

 JUST FOR FUN MISSIONS: Tasks designed to make the players enjoy the game and have a 

good time.  

 UPGRADE MISSIONS: Tasks designed to allow the players to get better resources, items, 

weapons, etc. 

 DISCOVER MISSIONS: Tasks designed to encourage the players to discover the map. 

 SECRET MISSIONS: Hidden tasks that will exploit players’ curiosity. These missions usually 

are unique inside the game. With different mechanics, parallel stories, and bringing a new 

experience to the game, being missions more intense, exciting, or terrifying. An example of these 

kind of missions is the Fallout Franchise. 

 RANDOM MISSIONS: Tasks thought for big maps with a lot of “empty” areas, like forests, 

mountains, deserts, etc. These missions will appear randomly. Could be allies attacked by 

enemies, NPCs challenging the players to do something or asking for help, special areas that 

the players can explore, etc. A great example of these kind of mission is the Far Cry Franchise.  
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*1. Snap is when the character sticks to a surface, like a wall, like a magnet to a fridge. 

GAMEPLAY · WHAT CAN THE PLAYERS DO? 

You need to establish a set of rules for your game. What can your players do? How do they move? 

Can they jump? There will be some type of combat? Can they craft or build? Etc.  

But, also, you need to decide what they CAN'T do. Because it is easy to design what they can do, all 

that cool mechanics that make your game funny and entertaining, but it is also easy to overlook the 

restrictions. Things like, how fast they can move? How high can they jump? What happens if they shot 

an NPC? Or if they jump from a cliff? Can they kill themselves? Can they move freely? When you start 

to do this section, and more during the development process, you will discover that lots of these 

questions have a negative answer, like "no, they can't jump" and so you will need to explain why 

and how you will solve the problems that this could provoke. The restrictions are equally as 

necessary as the features. They make your game fluid. And as with a lot of other sections, they will 

appear by themselves during the different processes of your project, so don't get frustrated if you don't 

see them at the beginning. 

For example, in The Division 2, players can’t jump freely. They don’t have a specific key, like SPACE, for example, to 

jump. However, the game allows them to jump over obstacles using the key CTRL or use those obstacles as a cover 

using the key SPACE. The level design is prepared to make this mechanic playable with ladders and lots of obstacles 

that players can avoid, use as cover or climb, making that the players never miss that jump key. Besides, the player 

movements, how they run and jump over the barriers, are developed to give sense to that restriction. Also, none of the 

enemies or allies jump, not even the animals do, making that restriction something habitual inside that world. The 

reason why this key doesn’t exist is that it is easier to develop the Snap*1 mechanic without it. Move from cover to 

cover using the snap feature is more manageable without a jump key that only could transform that covers into real 

obstacles that could make the player get stuck. Sometimes restrict some of the players’ movements can give more 

freedom and fluidity to your game. 

I will put some examples of what sections it should be here. However, this will depend a lot of the 

type of game that you are designing. For a big open-world game, like Far Cry, you will need all the 

sections that I will put and some more. However, for a narrative game, like Until Dawn or Detroit 

Become Human, that are still big games, you will need the same amount of sections but completely 

different ones. And if your game is a platforms game, for example, then probably you will not need so 

many sections, but the ones that you need will be more specific.  

Besides, the importance and extension of the different sections of the GDD will depend entirely 

on your type of gameplay. In my three examples, Far Cry will be more focused on the Gameplay 

section, in what the players can do. Until Dawn will have a really long Story section, with all their 

decisions and consequences. And a platforms game, like Rayman, will be more focused on the Level 

Design section.  

Remember that the order that you put the sections is relate with the importance of the mechanic inside 

the gameplay. Like this: 

1. MOVEMENT 

2. HEALTH · STAMINA · DAMAGE · DEATH 

3. CORE MECHANICS 

4. SECONDARY MECHANICS 

5. OTHER ACTIVITIES AND EXTRA MECHANICS 



Gameplay · What Can The Players Do? 

15 

MOVEMENT 

When you talk about movement, imagine yourself explaining to a child how to walk.  

Ask yourself questions like: How will the characters move? Do they walk? Do they run? How will the 

players make them move? How does the movement feel? Are they heavy? Or fast? Or slimy?  

Then, think about the base restrictions that your map and gameplay impose. How fast can they 

actually move? Knowing that, is it worth allowing them to run or walk? Can they jump? And if the 

answer is yes, how high can they jump? Have your game some unique mechanics, like to slide? How 

fast can they slide? What happens when they stop? Can they stop by themselves? 

Of course, if you write something like “to walk with stealth, the players need to hold the CTRL key”, 

there is the chance that the key will change during the development process. But it’s necessary to write 

it to allow your team to imagine with precision what it’s in your head. To set which features need to be 

revised or which ones are temporal, you can always use different colors and styles. Also, feel free to 

add personal notes and comments, as well as references. 

WALK · SPRINT · STEALTH 

Example: 

I put in this color the features that must be revised during the development and QA process. 

To Walk, players will use the WASD-KEYS. Their normal speed will be, running. 

To Sprint, players need to press the CTRL-KEY while they are walking, the character will start to Sprint automatically 

without the players having to hold down the CTRL-KEY. To stop sprinting, they just need to stop pressing the walking 

key. It’s necessary to add an animation when players stop sprinting.  

They can use an Extra Sprint pressing twice the CTRL-KEY. Then they will make a fast sprint that they can’t stop. They 

will stop sprinting after they run 20m. Then they will walk slowly for 1 second and then as usual. They cannot Sprint 

again in 2 seconds, although this could be improved if players upgrade their stamina level or use some power-ups. The 

Extra Sprint only can be used once a minute. 

Sprint and the Extra Sprint will make the players make more noise with their steps, and this could alert and attract 

nearby enemies. Besides, this noise will be incremented in places with echo, like interiors or corridors.  

To walk with Stealth, players need to hold the LEFT SHIFT-KEY. Then they will walk semi-crouched without making 

any noise. If they are nearby to a wall, they will do Snap, and then they will move attached to it, being able to look 

from a corner without being seen. Players can use the Stealth feature to pass behind an enemy without being 

discovered. 

As you can see, you can mark the important parts of the paragraphs to make it faster to read and use a 

different color to point the parts that need to be revised. That way, you are telling your team which 

parts of your design are more and less flexible.   

Other sections could be: 

 JUMP · JUMP OVER OBSTACLES · USE A HOOK. 

 CLIMB & DESCEND. 

 FALLING & GET UP. 

 SLIDE · ROLL. 

 SWIM & DIVING. 
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 DRAG · MOVE OBJETS. 

 

HEALTH · STAMINA · DAMAGE ·  DEATH 

These features are an essential part of any game that you design. They will be represented in 

different ways, but, like with the movement, they will be present in any game.  

You need to design how they will be represented in your game and how much importance do you 

want to give to them. 

HEALTH 

Health or life are how much damage the players can take before die or lose the game.  

You need to design the stats that players will have and how to recover the heath. 

Answer these basic questions: 

 HOW MUCH BASE HEALTH PLAYERS DO WILL HAVE? CAN THEY IMPROVE IT? 

 HOW THEY WILL RECOVER THE HEALTH? 

DAMAGE · RESISTANCE TO DAMAGE 

Damage is one of those things that almost all the games have in a way or another. From damage 

received from enemies with guns, passing by animal attacks, until you just fail the click and receive 

some punishment, like a buzzer. Damage is part of the videogames. It allows the players to know 

when they are close to fail the game and to be more careful the next time. It’s essential that you 

paid attention to this feature, and that is why you will find it in different sections of the GDD.  

Here you need to focus on if the players can do damage and how they will do it. (This section need 

to be relate with the Combat section if you have it). 

Answer these basic questions: 

 CAN PLAYERS DO DAMAGE ON THEIR OWN, OR DO THEY NEED WEAPONS? 

 HOW MUCH BASE DAMAGE CAN THEY DO? CAN THEY IMPROVE IT?  

 HOW IS DAMAGE RELATED TO MY GAMEPLAY?  

RESISTANCE TO DAMAGE 

Players can have resistance to damage, which means that a hit only will do a part of the damage 

instead of doing the whole damage to the player. For example, if a knife does 100 DP (Damage Points), but 

players have damage resistance, then a hit with the knife only will do 50 DP instead of 100 DP. 

Answer this basic questions: 

 WILL THE PLAYERS HAVE BASE RESISTANCE OR DO THEY NEED SOME ARMOR? 

 HOW HIGH WILL THE BASE RESISTANCE BE? CAN THEY IMPROVE IT? 

 CAN THEY LOSE IT? CAN THEY RECOVER IT? 
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STAMINA · ENERGY 

THIS SECTION IS OPTIONAL 

The stamina refers to how long the players can do an activity. For example, for how long they can 

run or how much energy they can spend per day.  

You need to design the stats of your players, the importance that this feature will have inside the 

game, how they recharge their stamina, or what happens if they run out of it. 

DEATH · GAME OVER 

Ironically, Death is usually more important than Life in videogames. How you represent Death or the 

Game Over screen, will said a lot about your game and you as a designer. 

When you design the Death section of your game, you need to take into account the story, the 

experience, the essence, and the aesthetic of your game.  

It’s one of the most challenging sections that you need to design. The more weight the story has in 

your game, the more difficult it will be. If you design a mediocre Death for your characters, the 

players will feel that you don’t really care about them, and that will provoke that they don’t care 

either. But if you chose a hardcore death, too graphic or sad, depending on the rhythm, experience, 

essence, and aesthetic of your game, you can make the players feel uncomfortable. Break the 

atmosphere of the game, for one side or another, can make the players don’t want to play your 

game again.  

One of the most important tasks in your job as a game designer is to keep your game balance in any 

possible way. Remember that.   

In this section, you need to answer these basic questions: 

 WHAT HAPPENS WHEN YOUR PLAYERS DIE? Which animations, cinematics, music, etc. you 

want to use.  

 HOW MUCH IMPORTANCE DO YOU WANT TO GIVE TO DEATH? Do you want to have a 

dramatic death? Or do you want a subtle death? 

 WHICH PUNISHMENTS DO YOU WANT TO APPLY WHEN THE PLAYERS DIE? Will they lose 

XP? They will lose their items, like in Don’t Starve? Can they take them back? Where will they 

spawn? 

 CAN YOUR PLAYERS ACTUALLY DIE OR YOU WANT JUST A GAME OVER SCREEN? 

 

COMBAT · CORE MECHANICS 

Combat it’s one that mechanics that almost all games have in a way or another. There are different 

mechanics can represent combat feature, and that mechanics change a lot depending on the rest of the 

gameplay. For example, it’s not the same shoot in a WWI base game, like Battlefield I than in a “modern” 

time game, like COD: Modern Warfare than in a futuristic game like Borderlands, or in other shooting 

games like arcade games like Bubble Bust or Space Invaders.  Not only will the weapons change a lot, 

but also the experience and the sensation to use them, the sounds, the animations, the aesthetics, the 

restrictions… Play them all, and you will realize how different the shooting mechanic between them is. 

The same will happen with all the Combat mechanics. 
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Combat, like Damage, are that kind of features that everyone take them for granted. They are 

there, even when nobody can perceive them. Your job as game designer is make that possible.  

To do that, the combat features will be separated into different sections. Here you will only focus on 

what the players can do during the combat. How they will move to attack, take cover, or avoid 

enemy’s attacks, which type of weapons (melee, firearms, long range, snipers, magic, bombs, etc.) they 

will use, and how the combat will affect the gameplay. You need to decide if the combat will be 

part of the main core mechanics or if it will complement them, which type or types of combat you 

want to use and which rewards, punishments, and restrictions you want to apply to it.  

Don’t describe here all the weapons, the enemies, or the AI. Remember that your GDD must be tidy 

and concise.  

As with other sections, this one will be related with other. Be sure that everything that you add here 

correlates with the other sections, like Weapons or Character Design & AI. 

These are some examples of the sections that you can include: 

 TYPES OF COMBAT · HOW DEFEAT ENEMIES? (Only the mechanics, not the weapons. You can put 

examples of weapons that your game will have, but don’t describe them in any way) 

 Stealth  

 Melee 

 Firearms · Laser guns · Long, Middle & Close Range  

 Fire · Grenades · Bombs  

 Vehicles  

 Traps  

 REWARDS & CHALLENGES 

If your game has other core mechanics, you need to do the same that with this example. Explain 

them perfectly, with all the details. Put reference images, talk about other games that have similar 

mechanics, and add mockups and concepts. Remember to be tidy. Sections are useful to maintain your 

document ordered, but also you need to be concise, so find a balance. 

CRAFTING · SECONDARY MECHANICS 

I chose craft as an example because it’s one of the most common mechanics in videogames, but what I 

will explain here is it will be useful to any other mechanic, like build or drive.  

When you need to talk about mechanics, you need to explain very well to your team how this 

mechanic works: Can the players craft anywhere? Do they need a particular place, like a craft table? 

Where can they see the items? What happens when they don’t have space to save the newly crafted 

item? Which items can they craft? And why? How will they use them? 

Those kinds of questions are essential to write a concise GDD. Try to think as many as you can, but 

don’t get obsessed with it, because you will never be able to think in all of them from the beginning. 

Most of those questions will come from your team during the developing process. Your job as a 

game designer is to have the basics designed and be able to adapt the GDD when it’s necessary.  

These are the main questions that you need to answer about any mechanic: 
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 HOW THIS MECHANIC WORKS? Talk about the keys and the commands to do the action. How 

it's related to the gameplay and with the level of difficulty that you want. Explain what other 

mechanics and features this mechanic will need to be playable and useful, like an icon in the 

map or in the HUD or a particular space into the menu. You need to visualize your mechanic 

inside the game and see if it will need extra sound design, animations, assets, rooms, etc. Use 

references images to explain your concept to your team and try to do mockups (like 

storyboards or other visual aids) to explain you even better. 

 FOR WHAT IS IT USEFUL THIS MECHANIC?  

 WHICH REWARDS AND RESTRICTIONS WILL IT HAS?  

OTHER ACTIVITIES · EXTRA MECHANICS  

There are many things that the players can do inside your game. The bigger would be your map, the 

most activities you need to add to make it realistic and fun. Think in games like Rage, Borderlands, 

or Far Cry. In the number of extra activities that you can do inside to their maps. Things like order a 

beverage in a bar, play darts or the slot machines, duels, races, hunting, collect resources, etc. Those 

kinds of activities make your game feels alive. 

These activities aren’t missions, and they must be marked differently in the map or even not 

marked at all, so players need to explore to find them.  

Describe them very well. Where can the players find them? Which are their rewards, characteristics, 

and punishments? Like, for example, what happens if they lose a bet while they are playing cards or if 

they lose a duel? Can they play again? Can they recover their money or their honor?  

Even if your game is small also can have extra activities or mechanics. Like, for example, find 

secrets or collectibles. 
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GAME MODES 

THIS SECTION IS HIGHLY OPTIONAL 

Most of the games only have one game mode, and the Gameplay section it’s where you talk about it. 

This section is necessary only if you want to separate your game into different modes, like Story 

Mode and Exploration Mode. When this happens, these new modes could change the main mechanics, 

experience, or aesthetics. Sometimes, when you want to add a new game mode, you need to design 

almost an entirely new game, with its gameplay, features, and missions. For that reason, this section 

goes outside the Gameplay section. 

An excellent example of this is Battlefield I. The main gameplay is multiplayer, with different maps and game modes, 

like Conquest, Operations, or Domination. Conquest it’s the main game mode. In addition to all of them, Battlefield I 

also has the Story Mode that is a single-player gameplay. The experience between these game modes change a lot 

but preserves the essence of the game. Also, the aesthetics change, being more impressive and realistic inside the 

Story Mode. And this mode even adds some new mechanics, like fly with a pigeon. The soundtrack also has more 

importance inside the Story Mode, and each character has a name and a story, when in the multiplayer modes, it’s a 

general character without a name, just a rank and a class. 

In this section, you need to talk about why it’s necessary to add game modes, which are the 

differences between them and what makes them unique from the rest. If these modes have new 

missions or mechanics inside, you should talk about them as well. Remember that you can create all 

the sections that you need, but try to be concise. 

STORY MODE & EXPLORATION MODE 

These modes are useful in games with big maps and long stories.  

Usually, you design some story missions and some events that will happen during the story mode, 

like a house that explodes, or a dam that breaks. These events will have an effect on the environment 

that will be continued during the exploration mode. This mode will be unlocked after the players 

finish the story missions. Usually, you need to design some new features for this new mode, as new 

missions or activities around the map.  

That way, you will give to your players some kind of reward for finish the story, and also you will 

provide more durability to your game, making the map more interesting and the game less boring 

at the same time. 

STORY MODE IN MULTIPLAYER GAMES 

Another way to use the Story Mode is in Multiplayer games (like in Battlefield I). In these games, the 

story usually isn’t the most important feature and that it’s why many of these games don’t even have 

a proper storyline (like PUBG, for example). But if you want to give more depth to your game and your 

characters, you can always add a Story Mode where players can play in solo or coop. You can design 

separate stories from the different characters or add a series of missions in the multiplayer maps, 

for example. It depends on what you want to focus on.  

Also, you can use this mode as a Tutorial or Training Mode, allowing the players to know the 

weapons, vehicles, mechanics, and maps before to enter in the multiplayer. I will talk more about this 

below. 
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TRAINING · TUTORIAL MODES 

The Training or Tutorial Mode it’s usually used in multiplayer games where you enter in action from 

minute one.  

These modes will help your players to understand your game mechanics, get familiarized with the 

environments, the maps, vehicles, and weapons. Also, it’s an excellent way to introduce to your 

players the new maps or features that you possibly will add to your game with time. 

There are several ways to present this mode. These three are the most common ones: 

 AS A STORY MODE 

Like I said in the previous section, you can use the Story Mode as Training Mode, allowing the players 

to play it when they want and enjoy a good story with better graphics than in your multiplayer 

mode. In Battlefield I, for example, the Story Mode is divided into chapters that tell you the story of different 

characters, like Lawrence of Arabia. Also, each episode shows a different feature of the game, as the use of tanks and 

the pigeon, the train, or the planes.  

 AS A SEPARATED MAP 

In this case, you should prepare a separate map that players can use as a training camp (like in PUBG). 

This map needs to have all the environments, biomes, and features that your actual game will have. 

That way, players can expend all the time that they need to know the mechanics and getting 

familiarized with them. You can allow the players to play alone, coop, or you can include a 

multiplayer training map. In these maps, players are safe from other players. You can allow them to 

kill and die, but without harmful repercussions, like the loose of points. 

 AS AN OBLIGATORY REPLAYABLE MISSION 

Many games (like COD: Modern Warfare, Battle Royal), force the players to pass a tutorial mission alone. 

With this mission, you will introduce to your player the basics of your game, like how to use the 

weapons, jump or take cover. After the mission, you should give some XP or other rewards to the 

players and allow them to replay it, maybe adding a new bonus each time that they play it. 

COOPERATIVE MODE 

The cooperative modes are difficult to design because you need to develop missions that the players 

can do in coop or in solo and being funny either way. 

You can add this mode by default to your game, allowing the players to do all the missions in coop, 

or you can allow them to unlock it later after they finish the story missions. Also, you can design 

new missions only for coop or even new maps for this mode.  

When you design a coop mode, you need to think in: 

 HOW WILL YOUR PLAYERS SPLIT THE REWARDS? Will you give double of everything? Will 

you let everyone have their reward? Or will you force them to fight for the rewards, making a 

competitive coop game? 

 HOW WILL YOU SPLIT THE DAMAGE THAT THEY WILL RECEIVE OR GIVE? Will you make 

the enemies stronger in the coop mode?  

 WHAT HAPPENS IF ONE OF THE PLAYERS DIES OR FALLS? Can his/her teammates revive 

him/her? 
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 WHICH TYPE OF COOP DO YOU WANT? Something highly coop, like in The Division 2? 

Something funnier, like in Rayman Origins? Or maybe something more competitive like in 

Battleblock Theater? 

 AND IF IT’S A COMPETITIVE COOP, HOW WILL YOU ENCOURAGE THE PLAYERS TO BE 

COMPETITIVE WITHOUT BEING TOXIC? 

 WILL YOU ALLOW YOUR PLAYERS TO TALK OR EXPRESS THEMSELVES IN SOME WAY? 

Maybe with emotes, dances, or just with the mic? 

LOCAL MODE 

The local mode is useful for small games, arcade-style. This mode will allow you to add a 

cooperative mode to your game without thinking of having a server for it. When the players play in 

local, they can use the same screen or use a local net.  

If you want that your players play in local (using the same screen), you need to think about how 

you will split the screen. Can both characters be on the same screen without any problem, or should 

you divide the screen in some way? Or how you will use the XP system. Because the rewards and the 

progress will be saved into the host's account, so maybe you should design a system where the rewards 

are temporal and only affect the gameplay, like a power-up or a combo. Or perhaps a system where the 

rewards unlock cosmetics that both players can use. 

PVP & PVE MODES 

These two modes will add more depth to your gameplay.  The PVP and the PVE modes can coexist in 

the same map/area, (like in The Division 2), allowing the players to experiment both threats and get the 

double of rewards. Or you can design specific areas or assign individual servers for each mode. 

PVP · PLAYER VS. PLAYER 

In this mode, you allow the players to jump from to main solo/coop gameplay to fight with other 

players and get XP, other rewards, and a new experience.  

This mode is complicated to design because it needs to be really well balanced with the rest of the 

game. For example, what happens if a player kills another player? Which are the repercussions? What 

will they win and lose? Will you create a separate map for the players that want to use the PVP mode? 

Which other features will you add, block, and/or maintain? 

A good example is The Division 2, where the main gameplay is PVE, with a lot of missions and events around 

Washington, but you can access to the PVP sections in the map, called the Dark Zones. There you can collaborate with 

other Agents or killing them, transforming yourself into a Rogue. This maintains the storyline about who are the 

Division Agents and what their philosophy is and allows the players to fight each other anyways. Players will not lose 

their equipment, but they will lose what they loot into the Dark Zone. 

This mode is a feature that the players usually love or hate, and it will depend on how well you design 

it.  

PVE · PLAYER VS. ENVIRONMENT  

This mode is perfect for games PVP where players need to farm to get the equipment that they will 

use later in the PVP mode. An example is Infestation, where you need to load your equipment from your inventory 

before entering the game, or you can join with nothing and loot whatever you find in the game. Either way, if you are 

killed, you will lose all your equipment, and the other players can loot it what means that you will lose it forever.  
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The PVE maps are areas where the players can loot safely, without other players that could kill 

them. Also, you can decide if your players can get killed by the environment, or it will be a completely 

safe area.  

You can present this mode in different ways. Some examples are: 

 THE SAME MAP OF PVP WITH RESTRICTIONS 

 A SEPARATED MAP/SERVER TO PLAY SOLO OR COOP 

 SAFE AREAS INSIDE THE PVP MAP 

 USE THE STORY MODE 

OTHER MODES 

There are many different modes that you can add to your game.  As many as you can design. The 

extra modes will help to add more difficulty to your game, more depth to your story, new maps, 

new features, explore other mechanics, etc. The ones that I already put are the most common and 

now I will show you some examples of other modes that you can add: 

NIGHTMARE · REALISTIC MODES 

These modes increment the difficulty of your game to the maximum removing the player aids or 

the HUD, incrementing the enemies’ accuracy, restricting the size of players’ inventory or the amount 

of ammunition that they can carry, etc. 

TIER MODE  

The Tier Mode increment enemies’ level while the players increment their Tier, allowing the players 

to increment the difficulty level of the game progressively, having new challenges and unlock better 

items.  

RANK MODE 

This mode is for multiplayer games.  

This mode is usually used in games where players enter in Leagues, Rank Events, or Seasons. When 

the event finished, the players will receive a reward regarding their rank. Also, in some MOBAs 

(Multiplayer Online Battle Arena), this rank will be preserved in time, allowing the players to always 

play with other players of the same level. 

SURVIVAL · HORDE MODE 

In these modes, players need to survive in solo or coop to massive amounts of enemies that will 

come in hordes, bigger and challenging each time. These hordes will continue until the players die, 

and they will receive rewards regarding the number of hordes or time that they survive.  

To keep these modes balanced, you need to choose your map very well. You can pick a map from your 

main game or design a specific one for the mode. This map or maps need to be big enough to support 

all the enemies and their mechanics and, at the same time, small enough to make it challenging, 

preventing that the players can camp or run away. The level design is also complicated for these modes 

because you need to provide your players with supplies (ammo, mana, health, weapons, power-ups, 

etc.) put in a strategic place that allow them to pick them up but at the same time that it means a 

risk for them or that they can’t pick them anytime that they want. Besides, you need to provide cover 
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to the players, but allow the enemies to reach them eventually or force the players to get out of the 

cover to resupply, so of, again, they can’t camp. There are other aspects that you need to take into 

account, like which mechanics you will keep, which ones you will remove or restrict, or which new 

ones do you want to add. Or do you want to add specific characters, or will you use the ones of your 

game? Will this mode be solo or coop? And if it’s coop, what happens if one the members of the 

team die? Can the rest revive their teammate? How? Which are the penalties to die? 

 



Difficulty · Player Aids 

25 

DIFFICULTY 

In this section, you need to talk about how difficult your game will be, if the players can regulate 

the challenge (like easy, medium, hard, nightmare, etc.) and how you will help the players to pass 

your game successfully. 

PLAYER AIDS  

I put this section inside the Difficulty section because the more difficult your game is, the more aids 

it will need. Also, you can increase the difficulty of your game removing the aids (like in Dark Souls that 

force the players to use their intelligence to pass the level). Or you can put only a few visual aids in some 

specific places (like a little sparkle where players can climb) to help the players but keep the difficulty 

level. Besides, you need to decide if these aids will disappear if the players increment the difficulty 

of the game or which new ones you will add if the players reduce the difficulty.  

You need to describe which type of aids you think that your players will need and why. Talk in 

general at the beginning. You can always add specific sections later. To create a base GDD is better to 

focus first in the visual aids, like colors, effects, lights, etc. that you can use for almost any aid that the 

players will need because it is challenging to design from the beginning all the aids that the 

players will need to pass the game successfully. 

For example, you could use the color yellow as a marker for the areas that the players can interact with. This 

general aid will be useful for edges that the players can jump or climb, for items that they can interact with or to 

mark some particular areas, like a crafting table. Then, (during the developing process you will see it with more 

clarity) you can use that “yellow aid” in different ways, like paint on the ground, a rope, flowers, lights… It doesn’t 

care, because your players will relate the color yellow with something interactive.  

Other more specific aids, like make the enemies fail more shots if the players’ life is low or make them 

slower, will appear by themselves during the developing process and the QA process. Once that 

your project is built and you can play it for the first time, you will see all those small things that you 

can’t from the begging. For that reason, this section is one of many that will grow and change with 

the developing process. 

TUTORIAL 

The tutorial can be a group of missions or just a section in the menu where you explain the gameplay 

with all the main functions.  

If your game is complicated or lengthy with new mechanics in the way, the tutorial could also be a 

panel on the screen that will appear with each new feature. If you decide to do something like this, 

I encourage you to design as well the menu section, so the players can always check it. 

DAMAGES · PUNISHMENTS  

As I said before, Damage is one of those features almost all games have. Some are represented like 

“real” Damage, like when an enemy shots our players, but on other occasions, the Damage will be 

represented as a punishment to fail or miss click. For example, at some point & click games when the 

players do lots of clicks in the same scene, the cursor gets freeze or the screen breaks. In other games, 

the punishment can be a buzzer, the loss of some XP, or run slower for some time.  

But Damage is something that the players can inflict too. From a bubble that explodes, passing by 

any type of melee attack, to damages with guns, planes, or tanks. And in all of them, players will need 

to know when they have hit the target and how more many hits the target will need to defeat it.  
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Remember this: Damage allows the players to know when they are close to fail or win the game 

and to be more careful or aggressive the next time. 

As a general tip, first, you need to design the sources of damage/punishment and then chose how 

gore, realistic, funny, cartoonish, etc. your game will be. This is essential to create a game thought 

for your players, not only for yourself. If you design a game for kids, with cartoon characters, it will 

be inappropriate that you represent the damage with lots of blood and screams. There are many ways 

to represent damage. Here I will try to explain some of them.  

DAMAGE RECEIVED · PUNISHMENTS 

First, you need to design from where this damage or punishment will come. Will it be a bullet? A bomb? 

Fire? Something electrical? Maybe your game is futuristic or fantastic, and the damage comes from 

magic or mutant slime. Or maybe you just want to warn your players that they did something wrong.  

Once that you have decided all the damage sources, you need to organized them and talk about 

the aids that you think that are the best to show it.  

Some examples: 

 DAMAGE FROM ANIMALS 

It will be marked with light red on the borders of the screen and a few scratches in the front of the screen.  

 ELECTRICAL DAMAGE 

It will be marked with light blue and white lines on the borders of the screen, 

and with a red pulse, like the heartbeats.  

 FAIL 

When the players fail and pick the wrong color, it will sound a buzzer and the screen will shake. 

As you can see, putting reference images helps a lot to explain what is in your head. Use as many 

as you need, but remember to be tidy. 

DAMAGE GIVEN 

Like in the previous section, the first thing that you need to do is know which one or which ones will 

be the damage sources. From firearms? Arrows? Melee attacks? Paint? Bananas?  

Once that you have it, think on your enemies, what they are? Are humans? Monsters? Robots? 

Creatures?  

Finally, before starting to design how the damage should be represented, remember the target 

audiences that you chose. When you design the damage received, you can allow yourself to be a little 

more graphic, because you need to point out to your players that they are receiving that damage, and 

therefore they need to be careful. But when we talk about damage given, we need to have careful to 

have in mind always the target audiences and don’t make content too graphic or too moderate.  

Here some examples of how you can represent the Damage Given:  
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 WITH BLOOD SPLASHES 

 

 

 WITH HIT MARKERS IN DIFFERENT COLORS 

These can be crosses or numbers that show the damage given. The most common are:  

  Normal Hits             Critical Hits                           Shield Hits 

 

 

 

 

 

 

 WITH LIFE BARS 

This is also a good example of Damage Receive, with a blurred screen.  
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 WITH ANIMATIONS 

 

HEALTH · LIVES · STAMINA · RESISTANCE · POWER-UPS 

Think about the rest of your game, in the colors, the aesthetic, and the theme that you chose. Using 

that information, now you need to choose as well what be better to represent the pickable 

health/lives, stamina/resistance or power-ups and how you will represent that players can use those 

items or that they are getting low of one of them. Of course, some games won’t need this section (like 

Unravel, for example. It’s a linear game with puzzles. If you die, you die. There aren’t health or lives).  

I will put two examples: 

 In The Division 2, all the aids have that tech/military sensation.  

 

 

 

 

 

 

 

 

 

 

 

As you can see, I am healing my partner, and the game shows this action with a green scanner-type light with crosses 

and a line that shows where the healing device is.  
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The game also has other devices that provide power-ups like a shield or more weapon damage.  

This is the power-up device. As you can see, it has a different color light, and the game shows the effect with little 

drones that follows you and that yellow cloud around the players. Also, each device has a peculiar sound. Other 

examples are the pickable improvements for the gear. The color will change regarding the level of the item. 

And the “med-kits” that players can found inside of boxes. 

These boxes are similar to the ammo ones, with the difference 

that these are blue and the health ones are white.  

This is an ammo box.                     This is health box.  

 

 

 

 

When players have enough med-kits in their inventory, the 

game will also show it. 
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Here, you can see a health box close to an ambulance that reinforces the idea of what the players will found inside of 

the box. That is an excellent example of how you use the environment as a player aid.  

 In Bioshock, the themes are Dieselpunk, Steampunk, and Biopunk, and as you will see, all the aids have that 

sensation. For example, when you can pick something from the ground, the item will shine with gold light 

and the corpses will shine with a faint purple light that reminds to the color of the fumes of the diesel 

machines. 

Inside of these bodies, we can found medkits and EVE Hypos that act as some kind of special ammunition, but in this 

case, I will use it as an example of power-up. And as you can see in the screenshot, the aid is the name of the item and 

a drawing with the aesthetic of the game. 

 You can find these items also as a pickeable item, in that case, besides the gold light, the First Aid Kits are white and 

the EVE Hypos have a bright blue light that make them highligly visible in the dark enviroiment. 
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The EVE Hypos allows us to use the Plasmids, special powers that we can use as a weapon and as a tool. 

These “power-ups” are represented with an icon with the name of the Plasmid, and our left hand, always 

visible, with the marks of the Plasmid. The first one that we can have is the Electro Bolt, and it’s 

represented with a hand with electricity.  

 

In Bioshock, players also can buy First Aid Kits, Plasmids, EVE Hypos, Ammunition, etc. Each thing has its vending 

machine. These machines have bright neon lights and sounds that make us know where they are from room to room. 

Also, around the map, we can find advertisings of these machines and the items that they sell.  

 

As you can see in both examples, aids are related to the HUD, the In-Game Menus, and the Level Design, 

but here you only need to pay attention to the aids itself, later you will design the rest.  

ENEMIES AND ALLIES 

If your game is big and has different types of enemies and allies, you need to add some aids to help 

the players to difference them.  

After you finish the Character of the Game and the AI & Character Design sections, you will have a close 

idea of how your characters should dress and move. Use that information to choose colors that could 

represent them, as well as identifying emblems or symbols that they can use. These emblems and 

colors are useful to put them over the enemies and allies heads, so when players see them, they 

can identify fast who they are.  
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Other aids could be:  

 PHRASES THAT THEY USE AND THEIR VOICE TONE 

This is useful to help the players in big maps. So even when they can’t see the NPCs they can hear them 

and identify them quickly.   

 THE SOUNDTRACK 

You can use the soundtrack in different ways. For example, you can choose some music tracks that the 

enemies or the allies listen in their outposts so that players will relate that music with them. (One 

example is Far Cry 3 or Far Cry New Dawn where the enemies listen the group Die Antwoord). Or you can use it as 

action music. So, when it sounds, players will know that are enemies nearby. 

 THE ENVIRONMENTAL SOUND 

You can make that the enemies or the allies whistle (like in The Division 2) or use other types of 

environmental sounds, like shoots, machines, birds, dogs, etc. to mark the players which kind of NPCs 

they have nearby. 

 PETS OR ANIMALS THAT FOLLOWS THEM 

Like in Far Cry 5 where the allies have “good” dogs, like the Australian Cattle Dogs, and the enemies have “bad” or 

“aggressive” dogs, like wolfs or Pitbulls.  

You can use this aid in different ways and gameplays. For example, you can put flies around an enemy 

to mark it or butterflies around to an ally.  

 THE ENVIRONMENT 

You can mark an enemy or ally area with some decorations in the environment. Things like graffiti, 

colors, flags, neon lights, flowers, corpses, bones, etc.   

Also, you need to design if you want some extra indicative about the enemy/ally level and status 

(if they are Assaults, Snipers, Heavy Armed, Bombers, Healers, Mages, etc.). And also, if you want to 

indicate their life and resistance.  

 

 

As you can realize by now, many sections combine one with others. This one, for example, is related 

to the UI & HUD section because a lot of these aids are part of the HUD that the players will have and 

they need to have cohesion between them. For example, if your game is futuristic and your HUD is designed 

like some technological interface, with a lot of neon lights, then some of your visual aids should be correlated with it. 

With the same aesthetic and theme. 

MAPS 

Despite that the Map's section, is part of the Level Design and the In-Game Menu sections, here you 

must explain which aids you will give to the players to understand your map. Legends, icons, lights, or 

colors are some of the tools that you can use to represent all the information that your players will 

need from your map. Also, you need to decide if your game will have a mini-map always visible in one 

of the corners of the screen, and which aids you will give to the players to use it easily.  If your map is 

big or has different regions, you probably need to add some visual aids like sings or some kind of 

interface, to help the players to don’t get lost.  
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CHARACTER DESIGN & AI 

In this section, you will create a list of all the characters of the game (humans or not), sorted by 

importance inside the gameplay. This section doesn’t take the game story into account, only the 

technical aspects of the characters. How do they move? How do they sound? What do they do inside 

the game? 

Remember to take into account the aesthetic, the theme, and the story of your game when 

designing your characters and factions. 

PLAYER 

 

 

If you have reference photos or concepts for your characters, you can put them here. These concepts can be more 

detailed. You can put concepts or references for the clothing and their physical characteristics. Also, you can add 

color and texture palettes and schemes to help your team to understand how to draw and to build the character.  

First, you need to describe the main character, its physical characteristics (because the stats are 

already described in the Gameplay Section), how he/she look (age, weight, height, race, gender, etc.)? 

Which clothes and accessories will he/she wear? Will you allow the players to create their 

characters? Why or why not? If the answer is yes, which tools will you give for the characterization?  

SOUND DESIGN 

NOTE: These Sound Design sections that you will found here are meant to be parts of a whole that will be the 

Sound Design section. In that section, you will need to be more precise and add more details, like which type or 

types of biomes or environments are in your game and how that affects the sounds that you need for the 

environment and your characters. I decided to split the section into smaller parts for two reasons: one, to reinforce 

the importance of the sound in your game, and two, to be more precise and tidy in the design. This way, it will be 

easier not to forget any sound. I talk by experience when I say how easy is forget that something needs to make a 

sound inside your game. 

How the players sound when they move? Will be some changes depending on where they are or what 

they are wearing? Will the character have a voice? 

Here you need to take into account things like the clothing or the weapons. If your character is 

wearing a cape, for example, this probably will make a sound when the character jump. Or if they wear 

grenades, these will make a jingle sound when the players run. Also, boots don’t make the same sound 

like high heels or the barefoot, and the steps will sound different depending on if they are on grass, 

wood, or metal.   

AI 

Their story and personality will determine the AI of a character or group of characters. For that reason, you must 

design the Story sections before designing this one.  

Will you give some independence to your main character? Like, what happens when players don’t 

play for a while? Will you add some animations or quotes to call the attention of the players? Like, that 

the character can knock on the screen, play with his/her gun, or play some instrument? Or, will you 

allow that your main character reloads his/her weapon by him/herself? Or do other actions, like 

heal him/herself?  
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MAIN CHARACTERS 

NOTE: Apply this template for the rest of the parts of this section. 

CHARACTER 1’S NAME  

 

 

Physical characteristics. 

HEALTH 

How much health will the characters have? Can they cure themselves? Can other characters heal 

them? Can it be improved? 

STAMINA · POWER-UPS 

Can they run or chase the player? For so long? If you want that your characters could use or have 

some power-ups or special features, you can put them here. How many times can they use it? For 

how long? Can it be improved? 

DAMAGE 

How much damage they can do? Can it be improved?  

RESISTANCE · SHIELD  

How much resistance to the damage they have? Can it be improved? What happens when they 

lose the shield? Can they recover it?  

DEATH 

What happens when they die? There is some special event or animation? (Like the body explodes) 

Can they be revived? 

AI · SPECIFIC MECHANICS 

Here you need to talk about how they will interact with the environment, the other NPCs, and the 

player. How will complex be their AI? Can they make intelligent decisions? Or will they be 

programmed to do some actions in a determinate moment? You need to talk about the combat and 

the weapons that they use or about other features that they can have, like if they are healers or 

drivers, how they do that actions and how that affects the gameplay. 
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EQUIPMENT 

Make a list of the Equipment that your NPCs will wear and use, including the clothes. Talk about 

specific mechanics that could be attached to them (for example, in The Division 2, the True Sons’ Snipers 

use a lantern to blind the player and fake their position, being able to move to a better position) and about the 

visual aspects. 

Also, if the equipment are weapons, healing, defense or power-up items, you should talk about their 

stats (damage, defense, duration, status effects, etc.) 

SOUND DESIGN 

Anything that will affect how the character will sound, tone voice, voice characteristics (like 

“smoker’s voice”), clothes, weapons, accessories, materials, sound regarding to movement, etc..  

ANIMATIONS 

Movement, attacks, avoid, take cover, resting animations (what they characters do when they aren’t 

moving. Like, be steady, relocate their gear, check their weapons, yawn, etc.), pain, etc.  

 

SECONDARY CHARACTERS 

 

GENERAL ENEMIES 

 

GENERAL ALLIES 

 

OTHER NPCS · FAUNA · CREATURES 

 

SPECIFIC NPCS EVENTS 

In your game can be some specific events that your NPC can do. I will explain myself better with an 

example: 

In The Division 2, when you walk around the map, you can find some NPCs relaxing from their chores. Over their head 

appear a title that reads “Relaxing”, and the attitude of the NPC represents that, leaned against a tree and playing 

the harmonica. You can hear the sound of the instrument from some meters away, and that makes you feel safe. It’s a 

moment, an event, of calm in the middle of the chaos.  

These events, like the one that I described, are essential to give sensations to your players, to 

reinforce the experience that you want they live. These events must be random so that they will be 

a surprise for the players every time.  

These events can be good, like my example, or bad (in The Division 2, you can also find enemies trying to burn 

alive some civilians), it will depend on what you want to reinforce.  
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AI SORTED BY COMPLEXITY 

If your game is big and has lots of NPCs, you maybe will decide that some groups will have simple 

AI or not AI at all, while others will have a complex AI, reacting to every event or players’ action. 

When this happens, you can sort the AI by complexity, talking a little bit about the groups, why you 

sorted them that way, and how this AI works in general. 
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STATUS EFFECTS 

THIS SECTION IS HIGHLY OPTIONAL 

Remember that if you want to add this feature, you will need to add to the Player Aids section which aids you 

will use to mark that the players or the other characters are under a Status Effect or which items/characters can 

produce a Status Effect. If it’s an enemy or a weapon that produces that Status Effect, you should talk about it in 

their respective sections. 

A Status Effect is any event that alters a previous state of any character, like when somebody is on 

fire. The Status Effects can be applied to the players, to in any other character and/or item in the game, 

and can be temporally or permanent. 

E.G., In Don’t Starve. Shipwrecked DLC, players can be poisoned. This information is from its Wikia, and is an excellent 

example of how you should talk about a Status Effect: 

Poison is a new mechanic found in the Shipwrecked DLC. If a player Character is hit by a Mob or an 

environmental hazard that has a naturally poisonous attack they will become poisoned. When a 

character is poisoned, they will slowly lose health and sanity. The poison will wear off after 3 game 

days. The effects of poison can be cured by consuming an Anti Venom. Poison can also be cured by 

using a Venom Gland, however, the gland will deal up to 75 poison damage when used, but it will not kill the player 

character. If the player character has less than 80 health, the damage of the gland is reduced to leave 5 health after 

consumption. 

The effect of poisoning will progressively worsen over time. Initially, poison will deal 1 damage every 10 seconds for 

the duration of a day. Over the next 2 days, poison will deal increasing amounts of damage, and more frequently. As 

the damage increases, the poison effect in the UI will become more pronounced. The sanity is lost at a rate of 6 per 

minute, and will not increase over time. While poisoned, player characters will gain a -0.2 hunger drain modifier, 

meaning characters with default hunger drain will get hungry 20% slower. 

There are several ways to use this feature, and each will add differents new levels of difficulty to your 

game. Here some examples: 

 STATUS EFFECTS PRODUCED BY THE ENVIRONMENT. Like in Don’t Starve. Shipwrecked DLC, 

where one the poison sources is the Poisonous Holes.  

 STATUS EFFECTS PRODUCED BY THE WEAPONS. Like in PUBG, where you can be blinded with a 

Stun Grenade. 

 STATUS EFFECTS PRODUCED BY ENEMIES. Like in The Division 2, where some enemies can burn 

you.  

 STATUS EFFECTS PRODUCED BY CHANCE. These are meant for big games with lots of 

missions and free actions that the players can realize. Some examples are: in Fallout 76 when players 

drink water from a lake, or if they swim without protection, they have the chance to get a disease, or in Fable 

III where players can have sex with strangers and have the chance to get an STD. 

 STATUS EFFECTS PRODUCED AFTER AN EVENT OR A MISSION. Some games will increment 

the difficulty momentarily, adding a Status Effect after a mission. Like if players have an 

accident, then they will not have a life after, or they will lose or cannot have access to their 

equipment. A funny example is in Metal Gear Solid 2 when after being captured by Solidus, players will 

need to play a section of the game with a naked Raiden, without equipment and only with a free hand to do 

some basic actions.  
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NOTE ABOUT BIOMES · ENVIRONMENTS & LEVEL DESIGN 

PERSONAL NOTE 

I must do this parenthesis because it’s a little bit tricky to understand the difference between these three 

concepts. The reason why is, when people talk about maps, scenarios, or rooms, include all in the “environment 

design” section. But, the reality is that videogames are a little bit more complicated.  

Another thing, remember that, first, this is a template made by me. It is how I do things. This document is not 

a bible. It is more like a base from where you can start. If your game is more complex or more straightforward, use 

the sections that are useful for you. Second, your GDD must be the most concise possible. The different parts 

can help you to resume what do you want to say in a few words. What I mean is that not because your GDD has 

many sections, it implies that it must be long and hard to read. If one part only has a line, that it's good 

while those few words explain your point.  

So, to understand the differences between these concepts, we will do an exercise:  

Look from your window, what do you see? Probably, you will say something like “buildings” or “cars” 

or “trees.” But try to look more. Try to see those things that are imperceptible, but they are there: the 

wind, the temperature, the quality of the air, the terrain, the humidity, etc. Now, close your eyes and 

try to remember another different place, a beach, a forest, a mountain, even another city, and try to pay 

attention to those imperceptible aspects. Do you realize how much they change? Ok, now let me ask 

you something a little bit more difficult: if you look from your window again, can you tell me, without 

opening the window, which is the temperature outside? How do you know? What makes the 

imperceptible, perceptible? Now think in one game, can you tell me which is the temperature there? 

Do you realize that the same things that tell you if it is hot or cold outside of your window are the same 

as inside a game? What the people wear, the color of the light, the sky, the wind, if the trees have leaves 

or not, if the grass is green and juicy or if it is dried, etc. Now imagine that other place again. Do you 

realize how that details change and how much that changes your perception? That is the Biome. A 

Biome is the set of natural characteristics that make an area unique, determining the flora, the fauna, 

peoples’ customs, etc. In some games, the Biome or the Biomes are essential to the gameplay to set a 

difference between areas. However, in other games, the Biome is something subtle, something that is 

there and doesn’t play another role than help with the aesthetics. That will depend on you as a designer.  

Ok, coming back to exercise, look from your window again. Now you can pay attention to the 

perceptible things: the buildings, the cars, the ground, the trees, etc. That is what sets your 

Environment.  Your Environment can be a city or a village or a residential area nearby to a beach. So, 

this is what I want you to do: make a list of which “assets” are around you and how they look. If it 

is a city, you will have buildings with at least five floors, roads, cars, big shops, sidewalks, maybe some 

parks with fountains, probably some restaurants and at least one roundabout. Do you realize what 

happened? I described my environment and probably is pretty similar to your list. Now, if you compare 

your list with another similar place, even in a different biome, you will realize that they are pretty the 

same. Even if you take a smaller area, like a church or a park, and you compare its main elements with 

another similar place on the other side of the world, you will realize that happens the same. A city is a 

city, and a church is a church, even if you change the biome, the architecture, the culture, or the name. 

Environments need to be obvious, when your players see them, need to know, without any other 

information, what they are. 

Now the complicated part. You need to put all of this information on your map cohesively without 

disturbing the players and encouraging the gameplay. That is Level Design. The Level Design work is 

half artistic, half technical, and for that reason, the big or complex games usually have a level designer 

that only focuses on that chore. Here, in your GDD, the Level Design section must be focused on which 

resources and assets the players will found in each environment. So, you, as a designer, must be focused 

on the technical part. The work of a level designer and your job as a game designer writing the section 
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is very different. A level designer not only needs to make the map look beautiful but also needs to guide 

the players to their goals implementing aids and locating the assets in the right places.  

Finally, remember that a GDD is like a rope that the developers will use to climb and be safe. And, like 

a real rope, your GDD must be multirole, flexible, malleable and adaptable, because all your team 

members will be designers in one point or another in the development process and you, as a game 

designer, and your GDD, as a guide, need to be able to adapt to it.  
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BIOMES 

You will find games that only have Environments (like The Division 2) and others that only have Biomes (like Don’t 

Starve). I am writing this GDD thinking in all the aspects that a game could have, that doesn’t mean that your game 

needs to have it all. So, if your game only has one biome or only environments, you can avoid this section. Think in 

the biomes as something more atmospheric, more natural, something that makes a big area distinctive.  

A biome is each set of natural factors that determinates the flora, the fauna, and other natural 

aspects that the players will found there, like the weather. Here you must focus on the natural 

factors, not in the “human” or “architectonic” factors. Also, these natural factors will affect the 

aesthetic of the area, to the colors, lights, and textures that your team will use. Also, it can modify 

how your characters will look, their abilities, or movements (it’s not the same to move in a cold and 

snowy area than in a hot and dry desert). And can affect the mechanics too. (Maybe your players can do 

things in one biome that can’t work in other, like in Rayman Origins in the Gourmand Land players can use popcorn 

as platforms, throwing the uncooked corn to the fire). 

I will use Far Cry Primal as example:  

This is the map of the game.   

 As you can see, the map has different biomes, 

marked with different colors that represent the 

altitude and terrain. Each one of these areas has 

its vegetation and weather. Some feel warm, 

another cold, and hostile. Even the caves change: 

when are in cold regions, you can find icicles 

hanging from the ceiling, while in the warmest 

areas, the caves have more rock formations and 

are darker.  
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Map Icon  

Map Icon  

Map Icon  

Terrain Texture  

In game example  

In game example  

In game example  

Resources that the players can find  

Resources that the players can find  

Resources that the players can find  

This section is important when you want to give a particular sensation to the players, like to mark 

that it is a humid area or a cold area. Or when your game has craft mechanics, and the ingredients 

must be found in different regions. Design well the biomes will help the players to remember which 

resources they can find in each area. You can add different biomes, even if your map is small. If your 

game is realistic, define a biome will be easier because you will talk about snow, mountains, or beaches. 

However, if your game is unrealistic or fantastic, you will need to use your imagination and think 

how is that place, how it feels, how it smells, if it’s cold or hot and why and maybe use other specific 

adjectives, like “spicy,” “toxic,” or “dusty.”  

A great example is Don’t Starve. This game has both types of biome (realistic and fantastic) and each biome is 

design to give specific resources to the players. E.G. (I took the information from the Wikia): 

NAME OF THE BIOME: GRASSLAND 

Grasslands are a common Biome found in the world. They are 

generally safe areas with many types of useful resources. The player 

always spawns in a Grassland upon entry to a world, whether it be a 

small, zigzagged patch of green or a whole biome. Grasslands often 

mingle with areas of Forest and occasionally Marsh. Grasslands are 

characterized by their green Grass Turf and scattered Evergreens, 

Grass Tufts, Saplings, Carrots, Flowers, and Berry Bushes. Flint can 

also be found on the ground occasionally. Beehives and Pig Villages are commonly found on Grassland terrain. 

Butterflies are commonly found here due to the abundant Flowers. The primary dangers in Grasslands are Spider 

Dens, which are typically spread out, and Killer Bee Hives, which can sometimes be found in dense formations along 

with regular Beehives and many Flowers. 

NAME OF THE BIOME: DESERT 

Commonly found in this biome are Hound Mounds, 

Tumbleweeds, Cacti, Buzzards, and Boulders. Occasionally 

there are Spiky Trees, Spiky Bushes, and Grass Tufts. In 

each Desert Biome there is typically a herd of 3-4 Volt 

Goats. Deserts are commonly found as a standalone biome 

at the edge of the world, rarely manifesting itself in the 

mainland between other biomes. 

 

 

NAME OF THE BIOME: CORAL REEF 

The Coral Reef is a Biome that it is characterized by 

a multi colored texture on the terrain, and often 

contain large rocks covered in Coral. Brainy Sprouts 

may also be found less commonly, which may be 

picked for Brainy Matter. Ballphin Palaces are also 

found in Coral Reefs. The Yaarctopus may be found in 

this Biome and often plenty of Shoals are around. 
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First, you need to define how many biomes your game will have and if they will be together in a 

sandbox map (like in Don’t Starve) or if they will be separated in some way (Like in Rayman Origins). And 

if they are together, you need to design how you will make them adjoin. Then you need to define why 

you need these biomes and how they will affect your gameplay. If it will be just an aesthetic decision 

or will have more weigh in the development. Then you need to design each biome.  

NAME OF THE BIOME  

Characteristics of the biome with reference photos and concepts. If your game has a cartoonish or 

a fantastic/unrealistic aesthetic you should add texture references too. Here some questions to guide 

you:  

 HOW LARGE WILL IT BE?  

 IS IT CLOSE TO ANOTHER BIOME?  

 HOW IS CLIME? (Hot, temperate, cold, etc.) AND THE WEATHER? (Rainy, sunny, snowy, etc.) 

 WHICH WILL BE ITS GEOLOGIC CHARACTERISTICS? (Is it rocky? Will it have mountains? 

Forests? Meadows? Rivers? Caves? Etc.) 

 HOW ELEVATE THE TERRAIN WILL BE? 

 HOW WILL YOU REPRESENT THIS BIOME AND ITS CHARACTERISTICS ON THE MAP?  

 IS A REALISTIC OR FANTASTIC BIOME? Take into consideration that if it is a fantastic or 

unrealistic biome, you will need to be more specific when you describe it. Help yourself with 

reference photos, but remember to be concise.  

 HAS SOME PARTICULAR CHARACTERISTICS? (Toxic, contaminated, dusty, dark, wet, 

neglected, etc.) 

LEVEL DESIGN · ELEMENTS 

Here you must focus on the natural elements that later will give shaper to your level. If you have a 

map (either it is a concept or a reference photo) you can put it here to talk about the elements that 

will be on it and where.  

FLORA  

Which flora can the players find here? If your game has useful resources, then put it here too, but 

don’t talk about the mechanics, only the aesthetic part of the flora. 

We understand by flora any type of vegetation, real or unreal, that your biome will have.  

NATURAL & SPECIFIC ASSETS 

Like: 

 Rocky formations. Like mineral veins, stalactites, etc.  

 Natural formations. Like icicles or dunes. 

 Other natural aspects. Like seashells in a beach, burned or dried trees, dead vegetation, etc.  
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 Ice cream mountains. 

 Toxic lakes. 

FAUNA 

The same as with the flora but with the fauna. Add details that can add realism to your game or 

make it richer, like mosquitos in a swamp or flies in an area with blood or animals.  

We understand by fauna any type of creatures, real or unreal, even if they aren’t animals per se, that 

your biome will have.  

NPCS 

Maybe your biome will have specific NPCs attached to it. You should talk about them in detail in 

section AI, but here you can mention them.  

EG, if your biome is the Ocean, maybe it will have Pirates or Fishermen.  

SOUND DESIGN 

Which sounds will the players found in these areas? Maybe the wind, or some animals or industrial 

noises. Again, if you have some references, you can put them here, like links to videos or archives on 

your Drive, this will help the compositors to have a better idea of what is in your head.  
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ENVIRONMENTS 

In videogames, we call environment to any room, scenario, or place inside the map. Thus, the word 

environment is a general definition for any “physical space” where we situate the player, the 

NPCs, and the assets. So, here you need to describe what will make that specific place or set of places 

unique inside your map and which characteristics define those areas. Remember that these 

characteristics must be focused on the “human” or “architectonic” aspect of the place.  

The goal is that when your players move around your map (your biome), understand it with the 

less information possible. So, if they are walking and they see a building, they need to know, just 

looking at it, if that is a church or a hospital or an area controlled by a faction. You will help them with 

the map, putting legends and names on it, but it’s crucial to create an immersive experience that 

your environments give information by themselves to the players.  

First, you need to define how many environments your game will have and if they will be together 

in a sandbox map, or if they will be separated in some way, like by levels. Then, you need to explain 

why you make those decisions and how you will make that they have cohesion between them 

keeping the uniqueness of each one.  

I will use Far Cry Primal as an example to explain how to create an environment that has cohesion and 

uniqueness at the same time: 

Far Cry Primal has different has factions. Wenja, Izila, and Udam. All of them represent the “human” part of the game 

and creates the environments that we can find, like the outposts, forts, altars, bonfires, and campfires. When we see 

one of these areas we know two things: which type of environment is and which kind of faction built it, so, therefore, 

we know who controls the area and which enemies/allies we will find.  
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As you can see, the three factions are different between them: Udam are hunters, less civilized, use mammoth bones 

to decorate their locations, and their color is red. Izila are an advanced people, they use the color blue on everything, 

and they are farmers, so crops like hay, wheat, or blue flowers decorate their areas. Wenja are growing as people, 

they are learning new customs, they use seashells and flowers to decorate their spaces, and their color is white. With 

that information in mind, I will show you the same environment, an Outpost, from each faction: 

Udam and Izila 

Wenja 

 

 

 

 

 

 

 

Which are the characteristics of the environment Outpost? The Outposts must have different normal tents and one 

main tent for the leader. Also, they usually have other elements like cages for animals, racks to dry 

meat/fish/flowers/skins, altars, and fire pits. All the Outposts have these elements in more or less amount. That is 

what makes them different from a bonfire, a campfire, or a fort. Those are the elements that create a cohesive and 

recognizable environment in any biome or faction area. However, as you can see in the screenshots, even when they 

are similar, the change enough to let the players know who lives in the Outpost and with perils they will find, that is 

what gives uniqueness to each one and avoid that they feel repetitive.  

Now I will show you how you can order this section: 

NAME OF THE ENVIRONMENT · E.G. MADRID · CITY · QUARANTINE AREA 

As you can see, in the title, I already put a lot of information. Do this is important for your team to 

catch quickly important information.   

Here you must explain the characteristics of the environment with reference photos and concepts. 

If your game has different biomes or areas with specific environments, you need to clarify it.  

If you have a specific map of this environment (a blueprint of a building or the map of the level if it’s a 

platforms game, to put a couple of examples), you can put it here. 

LEVEL DESIGN 

What useful resources can the players found in these areas? Ex. Medkits, ammo, weapons, secrets.  
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If your game has a specific level design, like in platforms game or a MOBA, here, you can talk about 

the assets, how they will look or if they will have some particular characteristics. 

Then you need to talk about the specific assets that your players will found. As: 

FLORA 

A list of the flora that your players will found on this particular environment. 

FAUNA 

A list of the fauna that your players will found on this particular environment. 

NPCS 

A list of the particular NPCs that your players will found on this particular environment. 

OTHER ASSETS  

Like boxes, doors, cars, rocks, etc. 

SOUND DESIGN 

Which sounds the players will hear inside of these areas?  

Again, if your game is a platform or other type of specific game, here you can add if your platforms 

make some sound when the players jump, for example, or other particular sounds that your 

environment needs to have.  

 

ENVIRONMENT EVENTS 

The environment events are useful to make a realistic map or to reinforce the characteristics of a 

particular area or even to enhance the story.  

These events can be random (rain that starts and stops), be set to happen at a specific moment (the 

dawn and the sunset), or be attached to a particular area (be always snowing in a mountain area).  

These events can be used too to increment the level of difficulty of your game. For example, in 

Unravel, in the snow level, every little time appears a short snowstorm that will throw Yarny through the air and also 

will cover him with snow, making the level tedious.  

So, even if your game has a linear map or it is a small game, use these events will help you to transmit 

to your players the experience that you want or to reinforce an idea.  

Your imagination is the limit. You don’t need to design “realistic” or “logic” events all the time. 

You rain can be acid, blood, frogs, fire, meteorites, or teeth. Your world, your rules. Just remember that 

the more complex you design an event, the better you will need to explain it to your team.  

Here some “classic” examples: 
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WEATHER & CLIME 

The weather refers to rain, snow, fog, etc. This feature is easy to implement, even in the smallest 

and simplest games. As I said before, you can create a random event or set it to a particular area. It is 

up to you. Remember that these events must have some impact on the environment. So, if it’s 

raining, the ground and the assets must be wet, or if it is snowing must be snow on the right places. To 

do a good job, use references, search for videos or photos to see for yourself how an environment 

reacts to the particular weather that you want. If you want to design a special weather event, like a 

paint tornado that will spill paint all over the area, you can mix references. For my example, you can 

search for tornados, water tornados, sprinklers, and paint stains. Or even, if you have the resources, try 

to emulate one and investigate how it will look. Have fun, the more fun you have in designing and 

developing your game, the funnier your game will be.  

Clime refers to the temperature. Clime is usually attached to a particular biome or area, but if you 

want to create a game that feels long, you can add seasons. Seasons will change the clime and the 

weather, which will change the environment.  

But, what if your game is too simple or lineal to add seasons? Can you add these types of features? Yes. 

As I said before, the weather is something that you can always add, animations for rain or snow are 

easy to implement and will give more depth to your environments. But what about clime? Sometimes 

everything that your need is the correct color or light to create a temperature change. And there 

are many other easy effects that you can add to your game, like blurred lines to give to the players the 

sensation of heat coming from the ground or breath coming from the characters mouths or maybe mist 

coming from a lake will provide the sensation of cold.  

DAY & NIGHT 

This event is useful for sandbox games where you want to give the experience of the time goes 

by. You must set a “game time” or use the “real-time.” The “game time” will have ratios like “1h in the 

game is equal to 15 minutes in reality”. These ratios are challenging to establish to keep the game realist 

and logical at the same time.  

Another reason to set a “game time” is if you want that only certain events could happen during 

the night or the day or even in a particular hour inside of the game.  

A great example is Don’t Starve. The game has, per base, Day, Dusk, and Night.  

During the Day phase, players can do whatever they want, is safe because most animals are active while most 

monsters are sleeping. Also, the crops only will grow during the Day phase.  

The Dusk is the shorter phase, and the animals and some mobs go to sleep, while that the monsters awake. This phase 

helps to warn the players that the Night is coming. The temperature and the players’ Sanity starts to drop.  

The Night phase is dangerous because the players will need a light source to don’t be killed by Charlie. The monsters 

are awake and will chase the players. Is the coldest phase.  

TIDES · SPECIAL ENVIRONMENT EVENTS 

If your game is set in a particular area, like an island, for example, you can design Special 

Environment Events that are unique for that area or your game.  

Tides, for example, can be affected by the moon and will make the water cover the beaches. Also, if 

your game has other Environment Events like storms, you can make the sea be rough during a storm 

and flood the port or make the waves crash against a lighthouse or the boats. 
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Again, don’t think that because your game is small or linear, you can’t add these fun features. 

Remember that the mechanics are like clay, are malleable and it will adapt to your and your 

players’ necessities.  
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LEVEL DESIGN 

The concept of Level Design is a little bit complex. What you will do here in this section is different 

from what a Level Designer will do inside your team. Your job is to establish some guidelines for 

your Level Designer and your artists, talking about the resources and the assets that you think 

are necessary for your environments. Here are crucial that you add mockups and concepts to 

explain the best you could how you imagine each scenario. Then your Level Designer will polish 

your design, giving it cohesion and logic, implementing the mechanics into the art, and making the 

level playable and interesting.  

You can complement this section later with a LDD (Level Design Document) on the Annexes section.  

If your team is small, the work of Level Designer probably will fall on your shoulders. If that is the 

case, ask for help from your artists and programmers. Play the level several times to be sure that it is 

playable and fluent and allow others to play it also, to see how they react to it.  

As you saw in the Environment section, I already add the subsection of Level Design, so be easier to don’t forget 

about it. In my experience as Game Designer, I can tell you how easy it is to forget about small details, not 

because they aren’t important, but because they are so many, so important and so “natural” that easy to take 

them for granted. Things like the Environmental Sound Design (a door, for example, makes several noises: the 

knob when you open it, the hinges, the material of the door, the material of the floor, the knob when you release it, 

the door when you close it, etc.) or the Level Design (where is the door? Opens outwards or inwards? Have a lock?) 

are easy to take for granted and forgot about them. And here one of the biggest lessons that I can give you: don’t 

take anything for granted or for logic. What is logic or obvious for you, it may not be it for your team or your 

players.  

So here you don’t need to repeat what you wrote in the other sections or make a long list of 

assets, what you need to do is talk in general about the levels and how you want to organize 

them. Also, you can talk about the specific mechanics that could directly affect to the Level 

Design. As:  

 Puzzles. 

 Platforms. 

 Secret areas. 
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MAPS 

Games have a map or a series of maps to help the players to move over the environment. These 

maps need to be directly related to the Level Design.  

Here you can talk about how you will build your map or maps. If they will be visible for your 

players and how you will make them useful to them, the areas that you want to add, how you will 

represent them, the aesthetic that you will use, etc.  

Again, it is important for your team that you add here legends, measures, mockups, and concepts. 

Even when probably they will need to be changed during the developing process, you must give to 

your team a solid base to work with.  
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CHECKPOINTS · SAVE & LOAD 

You must provide some insurance to your players, so, in case they die, they don’t lose their 

progress. We have different ways to do this: 

 FROM THE MENU. Players can save their progress whenever they want or right before leaving 

the game. 

 WITH CHECKPOINTS. Players can save their progress voluntarily in specific points on the 

map. 

 WITH AUTOMATIC CHECKPOINTS. The game will save the progress automatically in some 

specific points on the map or after determinate playing time. 

Where you put these checkpoints (either automatically or voluntary) are highly related to your 

Level Design and Map sections. These areas usually are where the players can continue the game 

(load) or spawn (after die) safely without enemies’ spawns and, sometimes, with some resources on 

them.  

LOAD POINTS VS SPAWN POINTS · THE TEMPORARY CHECKPOINTS 

The load points are where the players will continue their match after closing the game, while the 

spawn points are where the players will spawn after dying or if the game closes unexpectedly.  

You need to have this in mind if your game is long, with a lot of time between checkpoints (either 

automatically or voluntary) or if your game has a hefty load of information, like a crafting game, for 

example, where the players make actions constantly. In both cases, you must add temporary 

checkpoints.  

Theses checkpoints are automatic saves that prevent that the main save take too long, and, usually, 

they work also as spawn points, so if the players die before the main checkpoint or if the game closes 

unexpectedly, the players can spawn in these points without losing their progress.  

However, these temporary checkpoints, as a rule, aren't used as load points. 

 



Equipment & Vehicles 

52 

EQUIPMENT 

Equipment is any item that the players wear, including all the clothing, charms, jewelry, or skins.  

There are four types of basic equipment: 

 SINGLE-USE. Like medkits, ammunition, or power-ups. 

 BREAKABLE OR RECHARGEABLE. Like weapons or bulletproof vests. 

 TOOLS. Like backpacks or lanterns. 

 APPEARANCE. Like clothing and skins.  

You can play with this basics and build your own characteristic equipment that fits better with your gameplay and 

aesthetics. 

The players’ equipment can be the same as used by the enemies and NPCs. If the players can use 

the equipment of the NPCs (when they die, for example, that the players can pick them from the 

ground and use it), you can mark it here.  

You should talk about the appearance of the item, its characteristics, and stats.  

NAME OF THE EQUIPMENT 

Talk about the technical and aesthetic characteristics of the equipment, with reference photos and 

concepts.  

You can answer these basic questions: 

 How and when the players can use it? 

 They will always have it with them, or they need to find it? Where can the players find it? 

 Which are its stats?  

 Will it have skins?  

 Is it breakable?  

SOUND DESIGN 

If this item makes any noise, either when the players use it, when it brokes, when it falls or when the 

players wear it, you should describe it here. You can talk about the material that the item is made 

off to help the compositor to find the better sound for it. 

If you have reference sounds, add them here. Like, for example, if you are talking about a Kar98, that it’s a 

real weapon, maybe you can add some reference videos of the actual sound and spice it up with other sounds that fit, 

like a more mechanical sound or a laser sound, if you want a futuristic Kar98.  

Remember that your imagination is the limit, and here, in the base GDD, you should talk about all your ideas, 

even if they sound crazy, weird, or stupid. Those ideas will be refined during the development process, so don’t 

worry. 
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INVENTORY 

The inventory is where the players can see all their equipment and also other resources that you 

want to add. Depending on how complex your game is, you can design one or several inventories, 

like their backpacks on one side and their home stash, on the other hand.  

You need to take into account the mechanics of your game because they will affect how you should 

design your players’ inventory. For some games, you maybe will need to take into account the 

weight of the items and or the space of the backpack/stash, while for others, you can give endless 

space.  

Take into account that the inventory section must also be in the UI & HUD section.  

WEAPONS  

When your game is small, there will be lots of sections that you can skip and condense inside the Gameplay section. 

This is one of them. If, when you are writing your GDD, you feel that one part is unnecessary or that it's redundant, 

don’t write it. If in the middle of the development process, you miss it, you can always write it then. 

Here you need to make a list of all the weapons inside of your game. Write their stats (range, damage, 

durability, etc.) and description (light, heavy, fast, metal, plastic, noisy, etc.). It will be useful if you 

accompany the description with concepts or reference images. 

When I talk about weapons, I include other items or mechanics that can cause damage, but that 

aren't necessarily a weapon, like magic or powers (like the Plasmids on Bioshock Franchise). 

First, you need to take into account the theme and aesthetic of your game. For example, in a 

military/tech shooter game like The Division 2, besides the “usual” weapons, you also have drones and other devices 

that can be used as a weapon. However, in a game like Far Cry 5, that it’s a shooter as well, besides of the “usual” 

weapons, you also have melee weapons. Finally, in a shooter like Bioshock, where the theme is Biopunk, besides the 

“usual” weapons, you also have the Plasmids. As you can see, the story, the theme, and the aesthetics will 

highly affect your game design choices. For that reason is so vital that you design first the Story 

section and the Gameplay section before to design anything else. That two sections will set a solid 

base for the rest and will help you to design a cohesive game. 

Here an example of how you can order this section: 

FIREARMS 

LONG RANGE   

 

MEDIUM RANGE 

 

SHORT RANGE 
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SPECIAL GUNS · BAZOOKAS · RPG  · MOUNTED WEAPONS 

 

MELEE WEAPONS 

 

OTHER WEAPONS · MAGIC · POWERS · ANIMALS 

 

THROWABLES · GRENADES · MOLOTOVS · KNIFES 

 

DAMAGE & SPECIAL DAMAGE · STATUS EFFECTS (E.G. STUNN) 

 

VEHICLES 

THIS SECTIONS IS HIGHLY OPTIONAL 

I added this section inside the equipment section for two reasons. The main is that this section is highly optional, 

it will depend a lot of your game and your mechanics if this section is necessary, expendable or indispensable. And 

the second reason is, that in many games the vehicles are included in some kind of inventory (like in Far Cry New 

Dawn, Ghost Recon Breakpoint or races games, like Need For Speed saga, where you have your garage) therefore, 

they can be considered part of the players’ equipment. 

Again, this is my opinion and how I order a GDD. Maybe in your game, you want to put the vehicles in another 

section or on their own, and it's ok. While your GDD is tidy, clean, concise, and readable, you can order the 

sections as you want.  

We considered a vehicle any asset that the players and the NPCs can use as conveyance, 

including animals, like horses or Sabertooth. 

Here you need to describe the vehicles, with their physical aspects and stats. Here some questions 

to help you: 

 How fast are they? 

 How many players or NPCs can go? 

 Will they need some kind of fuel?  

 Can they be stored in some type of inventory?  

 Where and how can the players use them? 

 Can they crash in some way? 
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UI 

UI is the acronym for User Interface and refers to how we present the information to the players 

(like their health) and how we allow them to interact with our game (by using buttons or menus).  

A big part of the Players Aids will form part of this section, most in the HUD. In fact, we can 

considerer the HUD like a “constant” Players Aids, showing the essential information that the 

players need all the time, like the health or the ammunition. Tutorial fits in this section too, either if 

it as a panel that will be reflected on the HUD or one of the sections in the Pause Menu or the Main 

Menu.  

MAIN MENU 

This will be the front page of your game. It needs to reflect your game essence and work as an 

introduction for your game.  

PAUSE MENU 

The pause menu is necessary in games that don’t have an In-Game Menu or when that menu doesn’t 

pause the game. Of course, if your game is online or you want to make it as realistic as possible, you 

will not need this feature. 

The pause menu pauses the time on the game, allowing the players to take a break without losing 

their progress or have the risk of dying. From this menu, you can allow them to quit the game, 

save the progress, come back to the main menu, check the tutorial or load a checkpoint.  

IN-GAME MENU 

You can use these menus as a pause menu too, but their main goal is to work as a medium to the 

players to interact with the game, allowing them to have and use an inventory, see their missions 

or check the map, for example. 

Usually, these menus don’t pause the game, but as I said before, that is up to you. 

HUD 

The HUD is the acronym for Head-Up Display and refers to all the visual information that will 

appear on the screen like the health, stamina, ammunition, or the mini-map.  

Maybe this is one of the most important features that you need to design because it is what the 

player will see all the time on the screen and need to be clear and visible but, at the same time, 

be unnoticed for the players. You must be sure that the colors and aesthetic that you chose for 

your HUD fits perfectly with the theme of your game.   

IMMERSIVE UI · GAMES WITHOUT A PROPER HUD 

There will be games that for the theme that they have, for the type of camera that you want to use or 

just because you want to design them that way, they will not have HUD, and the information will be 

provided in other ways. So it is good that you have into account that you have other options if you 

want to create a really immersive and realistic experience. You can use the environment, the 

equipment, or create a subtle interface. 

A good example of immersive UI is Death Space, where the players don’t have HUD, all the information is given by 

holograms and by the suit that Isaac wears.  
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CAMERA 

The camera is the most important feature of a game, more than the mechanics even. Because if you 

design amazing mechanics but fail with the camera, that mechanics will be useless and 

unplayable. Even your aesthetics can be ruined by a bad camera. 

The camera that you chose will depend on a lot of the type of game that you want to design and more 

on which features do you want to make pop. I can’t tell you which cameras are the best of each 

mechanics because videogames' story had proved that it is your vision as a designer what 

matters and what makes that your design have sense.  

Despite being such an important feature I put the Camera Section here at the end of the document 

because is the most adaptable feature of the game. Most of the engines allow setting any camera 

that you need for your game. So is better to design first the characteristics that are less flexible and 

finish with the ones that you can adapt easily.  

BASE CAMERA BEHAVIOR 

Here you need to talk about how the camera will work with the mechanics and the environment 

and how the players can interact with it.  

AREA/ABILITY SPECIFIC CAMERAS 

For some games, it will be necessary design specific cameras for some moments of the game, like 

for the cinematics, the dialog scenes, areas of interest, or when players die.  

Also, if the camera is fixed on the player, maybe your will need to design some specific behaviors 

to avoid blind points, to help the players to see the scenario or the obstacles or to avoid that the camera 

gets stuck. 
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SOUND DESIGN 

Here you need to talk about all the sounds that you think that your game will need. The reason why 

I put this section here and not in the Annexes’ Section is that the Sound Design is essential for the 

game design and because here you need to add extra things, like the music.  

When you design the sounds for your game, you need to have in mind the materials of the items and 

the environment. An excellent way to design well your sounds is to listen to videos or reproduce the 

sound that you have in mind. If you need to break a glass, do it. Have fun, with responsibility, but enjoy 

your work as a designer. Create your own references, investigate, and experimented with different 

materials and items to create your own database that will help your team later.  

Take all of that sound design that you did in the other sections and make lists with them, 

separating the sounds in the different sections that your game will need: 

 ENVIRONMENT SOUND 

 CHARACTERS SOUND 

 OTHER SOUNDS 

 

MUSIC 

Even when you probably will look for a compositor that helps you compose the music, you will need 

to give to him/her some indications about what do you want. Again, use reference videos to 

explain your point the best you could.  

You will need to design the music for the different aspects of your game, like: 

 Combat 

 Specific Environment 

 Enemies · Characters · Bosses 

 Intro · Main Track 

 Ending · Game Over · Death 

 Particular Moments · Dialog Scenes · Cinematics 
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GAME ECONOMICS 

This section is complicated. You probably will need a specific designer for the economics of your game. For 

that reason, I put the section here at the end of the document.  

The economics can be a shop or a trading post inside the game where the players can spend their 

game currency or the XP and get better equipment or new items. This can be tricky because you 

need to balance the speed of the players getting that currency, the prices, and the quality of the 

item that your players will acquire. Something expensive need to look expensive and feel that 

way to make the players think that is worth it.  

The economics of your game can use real money, but that is even more complicated to design 

and manage, and you should look for advice.  
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OTHER FEATURES 

There several features and extra mechanics that you can add to your game to complement it. 

There are not necessary and are highly optional, but they can be good to give more depth to your 

game or to enhance some characteristics or mechanics from your game.  

Some can be: 

 Photo Mode 

 Easter Eggs 

 Achievements and Trophies 
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ANNEXES 

Here you should add all the complementary information, the lists, maps, and references that will 

help your team to understand your vision as designer and be tidier.  

CONTROLS 

Make a list of all the controls that your game will need. This will be useful for your programmers.  

REFERENCES 

Here you can talk about all the references that you want to use and add extra photos, concepts, etc.   

SCRIPTS 

If you want to write some of the scripts or design a particular scene, you can do it here. Put the 

title and the number of the scene and be sure that you relate it with the mission or the part of 

the story that corresponds.  

AESTHETICS 

Here you can talk about your aesthetics, how you imagine your game, and put all the references that 

you need to explain yourself. Also, if you design some specific aesthetics for your game, you must 

explain them here.  

ANIMATIONS 

Make a list of all the animations that your game will need. This will help your artists to don’t get 

lost.  

LDD 

Here you can add more specific maps and talk with more detail about your levels. Think in 

distances, for example, all those things that will help your programmers and level designers to 

build you map or maps. 

LIST OF THE ASSETS FOR YOUR GAME 

Here you should make a list of all the assets that your game will need. This will help your artists 

and also your level designers to know which material they can use.  

LIST OF ALL THE FAUN A 

 

LIST OF ALL THE FLORA 

 

LIST OF ALL THE USEFUL RESOURCES  
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REJECTED IDEAS 

Finally, it is good that you let this section here at the end where you can put all those ideas that will 

be rejected from your design. That ideas can be useful later and even can be rescued from this 

“bin”.  

Every idea that you will reject, from a color variation to a mechanic, it doesn't care how small it is, 

put it here with a title to that idea and explain first in what consist and second why you rejected 

it. 


