Introduction

The Design Doc is a critical factor in determining the success of your efforts to create a computer game. Your Design Document should have four major components: the Overview, the Game Specification, the Technical Specification, and the Schedule. In addition, an essential component of your document is careful proofreading. Look for misspelled words, awkward grammar, needless repetitions, unstated assumptions, vague assertions, needless repetitions, and omissions of important features. 


A mad, free-for-all, classic food fight, and the player is right in the middle of it. The player must throw food at everyone else. The player wins by either scoring the most points or by being the last man standing.
Overview 

Basically, the player finds himself in the middle of a cafeteria food fight and must fight back. He must grab a handful of food, any food, and hurl at anyone and everyone else in the room. 

There are two modes of play for in single player, timed play and Last Man Standing.  In timed play, the game will end after a specified amount of time. The player that scores the most points in that time wins. In Last Man Standing, each player has a certain number of hit points (HP), when his HP reaches 0, he is eliminated from the game. 


Multiplayer games can be played over TCP/IP or IPX. Multiplayer will have a choice between Free For All (FFA) or Cooperation play (Co-op). In FFA, each player is on his own fighting everyone. Co-op allows users to play in teams.

Before starting a game, the user selects his character. Each character has a certain set of attributes. Those attributes are HP, running speed, accuracy, ducking speed, and throwing speed. These characteristics will determine how the user’s character will behave in the game.


Once in the game, the play must quickly grab food an throw it at other players in an attempt to hit them. There are different types of food that can be picked up and thrown. Each type of food has certain characteristics or special abilities. Smaller items can be thrown farther than larger items. Hitting someone with hot soup continues to drain HP after initial contact (hot soup causes burns). Ice cream can be left on the floor to melt. Anyone who steps on it will slip and lose HP. Getting hit by cake or mashed potatoes makes it harder to see, thus reducing accuracy. 


The player can also attempt to avoid being hit by ducking behind tables. The player must be ducking near a table in order not to get hit.


Once the game is over, the players score is recorded on a scoreboard. The user can them compete to beat his previous score. 
Game Specs

The Game Spec section serves as a "rule book" for the game. It describes the types of interactions the player can have with the game. It should be fairly easy for a writer to turn the Game Specs into a manual that is included with the game. 
Rules and mechanics. This is often an extensive section, and may need to be divided into subsections. For any type of game, explain how the game ends or is finished. 
Movement: The game takes place on an M x N sized grided map. The user will not be able to see the gridlines, but they will be used for internal representation of the location of game objects. The player is free to move from one grid to any adjacent grid so long as that gird is no occupied by another object with one exception. The player can move into a grid location that is occupied by a food object moving across the board. However, in taking such action, the player be hit as soon as he moves into the path of the projectile. Other objects on the screen that the player cannot move over are tables, food carts, and other players. Otherwise the player can move into any of the 8 surrounding grid locations. 


Control: The user can make use of his choice of control options. The user can control his character with the mouse and keyboard. Using the mouse to click a location on the game board causes the player to move to that location. Similarly if the user clicks on an enemy, the player will face that direction and throw food. Alternatively the user can use the keyboard to move the player. The “WASD” combination will be used for movement. Pressing ‘W’ moves up, ‘A’ moves left, ‘S’ moves right, and ‘D’ moves down. The player throws food when the users press the “Space” bar. The item in slot one will be thrown by default. In the event the users wishes to throw a food that is not in inventory slot one, ‘B’ throws food in slot 2, ‘N’ throws food in slot 3, and ‘M’ throws food in slot 4. 
Food Spawning: Food will automatically spawn next too food carts. To pick up an item, all you need to do is walk over the food icon on the floor at it will be added to your inventory queue. Only food carts can spawn food. At every frame, each cart takes a look at the number of uncollected food icons on floor and how many other food carts are on the map, based on those factors, a random chance to spawn food will be generated. For example, if there are 4 other food carts and lots of uncollected food on the floor, the chance to spawn will be low, perhaps less than 5% chance. However, if there is only one other food cart and almost no food on the floor, the chance to drop on a given frame will be much higher, 30% for example. There is also a limit on how much food can surround a cart. Once, all of the surrounding grids are filled with food, that cart, may not spawn more food.
Picking up food and Inventory: At any time, any player can walk over a food item. Once he walks over it, the item will be placed in his inventory at the end of the queue. Each player can hold up to 4 items in his inventory. When throwing, the player will.

Mechanics of throwing food: When a player throws food, the food is thrown in the direction the player is facing the moment the throw command is sent. Once thrown, the player has no control over the food. The food will travel on a straight path until its range runs out. 
	Food
	distance
	throwable
	linger time
	power level
	blinds
	# of shots
	returns
	probability
	slip

	ice cream
	0
	No 
	7
	1
	No 
	1
	No 
	High
	Yes

	watermelon
	2
	Yes
	1
	5
	No 
	1
	No 
	High
	No 

	mashed potato 
	7
	Yes
	1
	1
	Yes
	1
	No 
	High
	No 

	apples
	7
	Yes
	1
	2
	No 
	1
	No 
	High
	No 

	oranges
	7
	Yes
	1
	2
	No 
	1
	No 
	High
	No 

	boba
	10
	Yes
	1
	1
	No 
	3
	No 
	High
	No 

	sunnyside up eggs
	4
	Yes
	1
	1
	Yes
	1
	No 
	High
	No 

	bananas
	5
	Yes
	2
	1
	No 
	1
	Yes
	Low
	No 

	spaghetti
	5
	Yes
	5
	2
	Yes
	1
	No 
	Low
	Yes

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	


distance - ranging on a scale of zero to ten, where the number zero just drops at the character's feet and ten is the entire length of the room.

throwable - if the food item is capable of being thrown

linger time - the amount of time in seconds that the food stays on the ground before disappearing 

power level - on a scale of one to ten, ten meaning the character's entire health span.  The amount of health that is taken off when the character gets hit

blinds - if the food that the character gets hit by, affects his accuracy of shooting
number of shots - the amount of that type of food the character receives at once
returns - if the item return to the character after being thrown, similar to a boomerang

probability - the likelihood that the food item will appear on the food cart, better, more effective items appear less
slip - the food item's ability to make a character slip, thus taking off some of its health points
Collision Detection: Each map will consist of multiple layers. One of there layers will define a map grid between blocked, and non block spaces. Players cannot cross blocked grid spaces.
Path finding:

AI:

Character Attributes:

Food Attributes:

Victory Conditions:

Game Modes:
· Timed Game – A timed game will have a user-entered time limit for the round of play.  Players will be allowed to return to the game after dying until the game comes to an end when the timer reaches zero.  The player with the highest amount of kills will be declared the winner of the round.  Player stats will also be displayed for every single player.

· Death Match – A death match game will have players engaging in food-combat until a predetermined kill-quota is reached.  Players will be allowed to return to the game after dying.  The first player that reaches that quota is when the game ends and that player will be declared the winner.  Player stats will be displayed for all players.

· Team Game – A team game will allow players to join one of two or more opposing teams.  Each team will work cooperatively with their teammates to try to eliminate players from opposing teams.  Play will continue until one team loses all their players.  The team left standing will be declared winner of the match.  Player stats will be displayed for all players.

· Last Man Standing – Last man standing will allow players to continue fighting until they die.  Players who die will not be allowed to return to the game.  They will only be allowed to participate as a spectator until there is only one player left in the round.  The last player left on the map is declared the winner.

Artwork and user interface. For all types of games, show screen shots, sketches, tables of interface rules. Descriptive the overall "look and feel" of the game.

Character Artwork:

Food Artwork:

Object Artwork:

Background Artwork:

User Interface:
Gameplay and balance. What can the player(s) do? How does he or she interact with the game world? Describe how the game is designed so that whatever options the user chooses, the game is still interesting and playable. 
Music and sound:
Sound Effects:

Background Music:

Background story. 
Characters. 
Levels. 
Scripts. 
Cut scenes If you plan to have non-interactive sections of the game, at the beginning, the middle, or the end, describe these in detail. 

Technical Specs

In "real life" the Technical Specs are hundreds of pages long. They take all the rules from the Game Specs and make them specific, unambiguous, and implementable. When writing the Technical Specs, think through implications, exceptions, exact limits. For instance, if the the Game Specs say "The player will be able to make the car move faster by pressing the up arrow key," the Technical Specs should elaborate "Each press of the up arrow key causes the car's speed to be multiplied by 1.01, up to a maximum of 500 and down to a minimum of -100 (reverse)." For this example, you'd need to explain also exactly how the user shifts between forward and reverse. 
The Technical Specs should also discuss or include: 

· Programming languages, including compiler: C++, Visual C++
· Libraries that will be used. DirectX 8.0a API: Direct3D, DirectInput, DirectSound, DirectPlay
· Target hardware and Operating System: x86 processors on Win9x, Win2k, and WinXP
· Data Structures, or better, interfaces of ADTs and classes. A list of all (C++/Java) classes and their interfaces is appropriate in this section. 

· Exact algorithms. If an NPC "knows" how to walk back and forth between to positions, avoiding a large rock in between, discuss the AI algorithm (or script) that will be used. 

· Back-up and version control plans. We don't want to lose 40 hours of work in tenth week, do we? 
Schedule and Personnel
It's important that each member of the team have a clear set of responsibilities, and a clear time-line for various tasks. If appropriate or useful, state the deliverables by team member. As far as possible, structure the sequence of your deliverables so that core art and gameplay comes first, and extra features, levels, characters, puzzles, AI, etc., are scheduled later. 

