THE GAME PROPOSAL DOCUMENT

HIGH CONCEPT:

ONE OR TWO SENTENCE STATEMENT OF WHAT THE GAME IS ABOUT.

GENRE:

PLACE THE GAME WITHIN A GENRE (OR A HYBRID OF GENRES).

GAMEPLAY:

SUMMARIZE WHAT THE PLAYER WILL DO AND WHY THE GAME IS SPECIAL WITHIN ITS GENRE.

FEATURES:

MAJOR SELLING POINTS OF THE GAME, TECHNICAL ADVANCEMENTS AND WHAT THEY MEAN TO THE GAME.  "WHAT'S INSIDE THE BOX?"

SETTING:

THE GAMEWORLD AND ITS OCCUPANTS.

STORY:

A QUICK SYNOPSIS OF WHAT HAPPENS.

TARGET MARKET:

FOR WHOM ARE YOU DEVELOPING THE GAME?  INCLUDE HISTORICAL DATA ABOUT HOW GAMES OF THIS TYPE HAVE SOLD TO THE TARGET AUDIENCE IN THE PAST.

TARGET HARDWARE PLATFORMS:

MORE & MORE GAMES ARE CROSS-PLATFORM TO LEVERAGE COSTS.  IDENTIFY HARDWARE REQUIREMENTS IF APPLICABLE.

ESTIMATED SCHEDULE & BUDGET:

PART SCIENCE & PART ART.  GIVE ROUGH ESTIMATES AND PLAN TO BE WRONG.

COMPETITIVE ANALYSIS:

WHAT IS THE COMPETITION?  HOW ARE THEY DOING?  HOW WILL YOUR GAME STACK UP?

THE TEAM:

LIST THE MAJOR CREDENTIALS OF YOUR TEAM AND/OR ITS MEMBERS.

DOCUMENT SUMMARY:
REITERATE WHY THE GAME IS GOOD, WHY THE TEAM IS GOOD AND THAT YOU UNDERSTAND THE PUBLISHER'S GOALS.
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