
MTEC 3175
Week 5: “Game Design Process”

Lecture: Pipeline - Process, Tools, Roles & Distribution



Game & Reading Response, Again!
Brutal Honesty & Questions Especially Appreciated

Playtimes from Howlongtobeat.com:

Dear Esther: 1.5
Gone Home: 2 / 2.5

Firewatch: 4 / 4.5



GRADING NOTES SO FAR
1) Please try to at least post something for every GJ and RR!  Zeroes are 

super hard to make up…

2) Images on Game Journal Posts = Extra Credit

3) Grammar & Formatting Count

4) Ideally, more original analysis, less repeating content



Making games is complicated…
WHERE TO START?



THE (Old?) PIPELINE
(According to Dr. Boisvert)

• Concept (Pre-Production) 

• Design (Production)

• Development (Production)

• Launch (Beta-Testing & Marketing)











Forced-To-Ship

• KOTOR II

• No Man’s Sky

• E.T. the Extra-Terrestrial

Delayed
• Eternal Darkness: Sanity's 

Requiem

• Breath of the Wild

• Animal Crossing: New 
Horizons



CONCEPT
• high concept & pitch

• concept document*

• concept art

• world building document*

• game design document (GDD)*

• technical design document 
(TDD)*

• paper prototype















DESIGN
• gameplay mechanics (navigation, controls & triggers)

• story development (storyboards, scripts)

• asset creation (2D/3D art, textures, materials, characters, sound, GUIs)

• level design (asset integration, layout, lighting)









DEVELOPMENT
• scripting game play

• scripting behaviors

• scripting AI

• scripting tools

• scripting GUIs

• testing & debugging







LAUNCH
• 1st playable

• alpha

• beta

• code release (bugs fixed & shipped)





TOOLS - GAME ENGINES
• In-House (Build from Scratch; Scimitar or CryEngine)

• Used to be more common… now slightly crazy to do

• Full Tool Chain (Unreal & Unity SDKs)

• Middleware & Integrated Libraries











ROLES & RESPONSIBILITIES























MONETIZATION
• physical purchase - buy a game packaged on DVD 

• download - buy a game via digital download

• subscription - requires continuous ongoing payment 

• freemium - free to play initial, additional or upgraded levels or content can be 
purchased

• in-game purchase - purchase content within the game via micro-transaction

• advertising - publishers embed ads in game… worth a lecture on its own…

• shareware - ancient method, spread free demo on CD, pay to unlock game















MONETIZATION RESEARCH









LAB TIME





Lab, Part 1:
GROW A GAME

1) pick one of each color card 
- green = verbs (actions)

- yellow = challenges (issues)
- pink = atmosphere (games)

- blue = values (goals)
2) come up with a game concept (15 minutes)

3) write it down (& draw it for extra credit?) (10 minutes)
4) turn it into an elevator pitch - 1-2 sentences (5 minutes)

5) post to OpenLab!



Lab, Part II:
SPEED DATING

(or maybe just one blind date)



ONCE YOU HAVE YOUR 
CONCEPT…

1) form pairs (auto-breakout-rooms probably)
2) share pitches! (3 minutes a piece).

3) come up with a mashup of two ideas (5 minutes).
4) post to OpenLab (one post per team is fine)

5) find another partner, repeat if time allows
....

6) review all mashed-up ideas, and pick one to commit to for HW
7) develop into a concept document for HW by Next Friday



CONCEPT DOCUMENT
GAME DESIGN DOCUMENT

WORLD BUILDING DOCUMENT
TECHNOLOGY DOCUMENT



HOMEWORK CLARIFICATION
1) By 3.5 (next Friday), Game Journal & Reading Response (like normal)

Games: NetHack, FTL, Slay the Spire, Hades
Reading: Macklin & Sharp Ch. 6

2) By 3.5 (next Friday), Post a CONCEPT DOC to OpenLab:
https://drive.google.com/file/d/1-yiF2Pq-OgJaTXsMAQbIckoDzGINz26O/view

3) By 3.12 (Friday after), Post a Game Design Doc to OpenLab

4) By 3.19 (3 Fridays), Post Final GDD to OpenLab
(also final date for all Game Journal & Reading Responses)

https://drive.google.com/file/d/1-yiF2Pq-OgJaTXsMAQbIckoDzGINz26O/view

