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1. Team Roles
Describe the specific responsibilities of each team member.
List what each person will lead and contribute. Everyone must have a clearly defined role. One person may have two roles if your group has fewer than four members.

	Name
	Role
	Responsibilities

	[Name]
	Lead Programmer
	

	[Name]
	Lead Writer
	

	[Name]
	Lead Artist / Presenter
	



[bookmark: _Toc227650998]2. Overview
[bookmark: _Toc227650999]2.1 Introduction
Thoroughly describe your game.
What is it about? What is the core experience? What makes it fun? Write at least one complete paragraph. The more detail, the better.






[bookmark: _Toc227651000]2.2 Genre
What type of game is this? Defend your answer.
Examples: platformer, puzzle, adventure, racing, simulation, top-down shooter. Explain why this genre fits your idea — what about the genre matches your gameplay?




[bookmark: _Toc227651001]2.3 Target Audience
Who will enjoy this game most, and why?
Consider age range, interests, and gaming experience level. What about your game will appeal to this specific audience?





[bookmark: _Toc227651002]3. Gameplay
[bookmark: _Toc227651003]3.1 Objectives
What is the point of the game? What is the player trying to accomplish?
Describe both the short-term goal (what you do each moment) and the long-term goal (what it means to win or complete the game).




[bookmark: _Toc227651004]3.2 Scoring & Levels
How is the player's performance measured? How do you win? How do you lose?
Describe the scoring system (points, lives, health, timer, etc.). Are there multiple levels or stages? What triggers a game over? What triggers a win?




[bookmark: _Toc227651005]3.3 Controls
What keys, buttons, or mouse actions does the player use?
List every control and what it does. Be specific — 'press the right arrow key to move the character right' is better than 'arrow keys to move.'

	Key / Button
	What It Does

	Arrow Keys
	

	Space
	

	
	

	
	

	
	



[bookmark: _Toc227651006]3.4 Characters & Objects
Describe every character, enemy, collectible, obstacle, and important object in your game.
For each one: What is it called? What does it look like? What does it do? How does the player interact with it?






[bookmark: _Toc227651007]3.5 Setting
Describe the world your game takes place in.
What does it look like? What is the atmosphere and mood? Is it realistic or fantasy? If there are multiple levels or areas, describe each one.






[bookmark: _Toc227651008]4. Sixty Seconds of Gameplay
Write an exciting, present-tense description of the first sixty seconds of your game.
Make it read like a movie trailer or a game reviewer describing someone playing your game for the first time. Use vivid language. What happens the moment the game starts? What choices does the player face right away? What is the first challenge?










[bookmark: _Toc227651009]5. Artwork & Assets
List every asset your game will need. Be as complete as possible — this list becomes your to-do list when you start building in Scratch.
[bookmark: _Toc227651010]5.1 Visual Assets
List every sprite, background, and visual element your game needs.

	Asset Name
	Description
	Who Creates It

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	



[bookmark: _Toc227651011]5.2 Sound Effects
List every sound effect your game will use.

	Sound Effect
	When It Plays
	Source (Scratch library or custom)

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	



[bookmark: _Toc227651012]5.3 Music
List the background music for your game.

	Track / Description
	Where It's Used
	Source (Scratch library or custom)

	
	
	

	
	
	

	
	
	

	
	
	



