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Game Development Process

The Process
No Magical Formula
Busy Idiots
Why do we Fail?
Assumptions [7]

§ Borrowed Ñ Other Field
§ Inborn Ñ Cognitive Bias

Battling Assumptions

Source: HearthstoneSource: HearthstoneSource: HearthstoneSource: Hearthstone
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Jesse, We Need a Plan

Time & Resources
Pitfalls of Planning

§ Too much⇝ Overplan Ò

§ Not Enough⇝ Underplan Ó

Fight Chaos Ñ Just Enough?
The Cost of Ö

Embrace Chaos
If you fail to plan,

you are planning to fail!

Benjamin Franklin

To be a game designer
is to be wrong.

Soren Johnson
Source: Diablo Game Concept
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Game Design Life Cycle

Life Cycle [6]
Initial Concept Ñ Pitch
Pre-Production & GDD
Production Cycle: Making α
Iterative Approach
Refinement: β-Version
Release & Maintenance

Version

Stage
Source: Game Development Cycle Guidelines [6]
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Initiation
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Version

Stage

Concept / Design Alpha Version Beta Version Gold / Release
Foundation Structure Formal Details Refinement Maintenance

Production

Cycle

Initiation Pre-

Production Production

Testing Beta Release

Source: Game Development Cycle Guidelines [6]

DesignDesign ImplementDesign Implement PlayTestDesign Implement PlayTest

Evaluate
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Pitching a Game
Getting Interest
Elevator Pitch
Game Pitch Document:

§ Short and Concise
§ Genre, Story, Look & Feel
§ Controls & Gameplay
§ Platform, Market & Budget

Source: TinyBuild SpeedRunners Pitch

“Mario Kart As an Online 2D Platformer” Source: One Page Pitch for Guacamelee
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Game Design Document

Pitch Ñ Design Proposal
“Is This Really Necessary?”
Different Approaches
Content of a GDD [4]

§ Overview: Short Summary, Pillars
§ Concept: Background, Genre, Platform
§ Gameplay: Flow, Mechanics, Systems
§ Interface: UI, Controls, Mockups
§ Style: Art Style, 2D & 3D, Concept Art
§ Sound: Goals, Effects, Localization
§ Narrative: Story, Boards, Endings
§ Levels: Overview, Locations, Layouts
§ Technical: Platforms, Tools, Hardware
§ Marketing: Target, Funding, Monetization
§ Others: Achievements, Backend, Revision

Modern GDD⇝ Flexible Wiki / Bible Source: Diablo Game Design Document
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Game Design Document

Source: Silent Hill 2 Game Design Document
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Keeping It Agile
Project Management
Waterfall Ñ Not Enough
Moving the Bar
Agile Methodology

§ Scrum [8]
§ Kanban [5]
§ XP [2]
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Testing Games
Making Sure it Works
Testing Software

§ Boxes : Black vs White
§ Unit Ñ Integration Ñ System
§ Acceptance Testing
§ Regression & Continuous Integration

Play-Testing [7]
§ Playing the Game “Game”
§ Test Protocol Ñ Difficulty, Coherency, Fun
§ Self-Test, Over-Shoulder, Kleenex
§ Automated Testing? (I)
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Prototyping Games

Assuming it Works Ñ Prototype
Premature Production [7]
Design & Mechanics

§ Physical Ñ Pen & Paper
§ Digital Ñ Excel, XMind, Python

Narrative Ñ Story Boards & Graphs
GUI Ñ Mockups
Grayboxing [7]

§ Placeholder Asset, Mechanic, Level
§ Good for Mechanical
§ Bad for Emotions
§ Difficult Play-Tests

Source1: Tom Ray : Adventures of Dr. Floyd
Source2: Charlie Bennett : Level Design

Source1: Tom Ray : Adventures of Dr. Floyd
Source2: Charlie Bennett : Level Design

Source1: Tom Ray : Adventures of Dr. Floyd
Source2: Charlie Bennett : Level Design

Source1: Tom Ray : Adventures of Dr. Floyd
Source2: Charlie Bennett : Level Design
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Market and Innovation

The market [7]
Design Ø Purpose
Positioning Game
Matthew Effect
Innovation ˆ Stagnation
“Innovator’s Dilemma” [3]

rIZHVs Introduction to Game Development © 2023, Tomáš Polášek, Martin Čadík 10 / 16



Know Your Value

Market Segment [7]
Market Value of a Game
Value Curve

Cy
be

rp
un

k
Pl

ot
St

ea
lth

Ga
m

ep
la

y
Re

ac
tiv

e
St

or
y

At
m

os
ph

er
ic

W
or

ld
1s

tP
er

so
n

Co
m

ba
t

RP
G

Pr
o-

gr
es

si
on

Ph
ilo

sp
hi

ca
l

Th
em

es
Ad

va
nc

ed
Gr

ap
hi

cs
Su

pe
rn

at
ur

al
Po

we
rs

Ar
tD

ec
o

St
yl

e
Sa

nd
bo

x
Cr

ea
tiv

ity

Deus Ex

BioShock

Garry’s
Mod

rIZHVs Introduction to Game Development © 2023, Tomáš Polášek, Martin Čadík 11 / 16



Targeting Audience

Value Focus [7]
Choosing the Focus
Confirmation Bias [1]
Setting Expectations

Nobody Knows Anything

Tynan Sylvester [7]

Game Primary MV Secondary MV

Super Meat Boy Fast Platforming Retro Style
Dwarf Fortress Emergent Narrative Building
Counter-Strike Competitive FPS Gambling Simulator
Minecraft Creative Building Adventure
LIMBO Dark Atmosphere Puzzle Platformer
Castle Crashers Fast Beat’em up Cartoon Style
Braid Time-Based Puzzles Allegorical Style
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I Have a Game, What Now?

Shipping a Game
Developer ˆ Publisher

§ Marketing, Shipping, Deals
§ Combined -> Blizzard
§ Self Publish

Online platforms
Early Access / GreenLight
Legal Matters: Contract, NDA
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Testing and Deployment in Unity

Full Testing Support
Unity Test Framework

§ Unit Tests
§ Edit & Play Mode
§ Platforms

Automated QA
§ Testing UI
§ Record Interaction
§ Playback

Major Distributors Ñ Steam
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Additional Resources

Source: Building Crown

[Article] Ken Birdwell : Design Process for Creating Half-Life
[GDC] Michael Booth : From Counter-Strike to Left 4 Dead
[Article] TinyBuild : How To Pitch Your Indie Game
[YouTube] Brian Upton : 30 Things I Hate About Your Game Pitch
[Article] Leandro Gonzalez : How to Write a Game Design Document
[Article] Mark Layton : Video Game Development With Scrum
[YouTube] Alen Ladavac : Fast Iteration in Talos Principle
[YouTube] Jeff Vogel : Failing to Fail: The Spiderweb Software Way
[YouTube] Various : Rules of the Game 2016, 2017
[Article] Hal Barwood and Noah Falstein : The 400 Project
[Games] Hal Barwood : Playful Challenges
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https://www.pcgamer.com/building-crown-part-one-the-first-look-at-the-next-big-counter-strike-go-competitive-map/
https://www.gamedeveloper.com/design/the-cabal-valve-s-design-process-for-creating-i-half-life-i-
https://www.gdcvault.com/play/1422/From-COUNTER-STRIKE-to-LEFT
https://www.tinybuild.com/how-to-pitch-your-game
https://www.youtube.com/watch?v=4LTtr45y7P0
https://www.gamedeveloper.com/business/how-to-write-a-game-design-document
https://www.dummies.com/careers/project-management/video-game-development-with-scrum/
https://www.youtube.com/watch?v=m5zrfTFKf_E
https://www.youtube.com/watch?v=stxVBJem3Rs
https://www.youtube.com/watch?v=d8QAVGeEj-U
https://www.youtube.com/watch?v=MVq1-y7ailE
https://www.finitearts.com/Pages/400page.html
https://www.finitearts.com/Pages/gamepage.html


Thanks For
Your Attention!

Avadon 3: The Warborn
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