
Advanced Game Workshop: Project Deliverables
This document presents a list of the final deliverables required for this class.  All deliverables are due 
on the last day of class, May 11th, 2009.

It is up to each group to decide how they want to respond to each required deliverable.  For example, 
some groups may want to prepare a written pitch, while others might create a video and still others 
might use a demo of their game.  However, groups that want to practice using industry standards should 
plan to submit written reports for most of the deliverables below.

Each group will submit one deliverable package to me, which should contain the following:
– Pitch
– Research report
– Game design document
– Technical or research design
– Prototype
– Process document
– Peer review (inter-group)

This package should be submitted digitally.  Any materials that must be submitted physically should be 
photographed or otherwise digitized, as well as given to me in person.  Each individual will also submit 
an intra-group peer review to me, privately, by email.

Pitch Presentation 

In the game industry, a pitch presentation has a single goal: to sell your game.  Since we are working in 
a classroom context, however, your pitch will include both a traditional pitch component and a 
research-oriented component.

First, you will pitch the core concept of your game.  You do not need to have the details of your design 
worked out.  However, your pitch must communicate the basic ideas behind your game.  You should be 
able to articulate your creative and educational vision, and share it with the rest of the class.

Here are some issues that your pitch should address:

- Core features
- Design highlights
- Educational objectives
- Technical requirements
- Deployment strategy
- Constraints and challenges
- Inspirations and competition

In this part of the pitch you should focus on hooking the audience.  What is your game?  What are its 
creative and educational goals?  Why does your game successfully address those goals?

Second, you will explore the reasoning behind your choices.  This is a more reflective process than you 



will encounter in a professional game design environment, but it is an important part of the process. 
During this part of the pitch, you will explain your team’s approach to education, the theories or 
philosophies you are bringing to the table, and why you believe the problem you are addressing with 
your game is important.  This part of the pitch should end with a list of outstanding research or 
theoretical questions that your group intends to address.

Research Report

Your research report will share the research that your group has done to support your theories about 
your game.  This research should focus on areas where your group’s knowledge is weak, and on finding 
answers that will help you make crucial game design decisions.  It is up to you (in consultation with 
me, if necessary) to identify questions that need answering, to find existing research on those questions, 
and to explain how the research results will influence your design decisions.  

Your presentation should cover the following:

- What research questions was your group trying to answer, and why?
- What did you do to answer them?
- What answers did you discover?
- How have those answers affected the design of your game?
- What research questions do you still have, going forward?

Your research may include reading articles or books, talking to experts in the field, sitting in on 
classrooms, or almost anything else you can think of.  It may address general educational theory, 
domain-specific knowledge, developmental issues, or anything else you need to know to make your 
game.  Tell us what your questions are, and how your research into the answers informs your design!

Your research should also include some discussion of games that your group has explored for design 
inspiration, and an analysis of any existing games that address similar issues to the one you plan to 
create.

Finally, you will share your outstanding research questions with the class.  These questions should be 
specific, answerable, and rooted in the design of your game.  The class will help you refine these 
questions and discuss how their answers might affect your design.

Game Design Document

A design document is a repository of knowledge about your game.  It should include the rules of how to 
play, but it should also convey to the reader what your game is about.  When someone has finished 
reading your design document, they should know quite accurately how to create the game you have in 
mind.  After reading your design document, a stranger should know how your game works, why you’ve 
made the design decisions you have, and where you believe the game is going.

Here are some things your game design document should address:

Game and educational overview.  This, like your pitch, should sell me on the goals and “big 
ideas” of your game.  



Gameplay overview.  Give me an idea of how the systems of your game work together, and 
what’s interesting or challenging about it from a player’s point of view.  You may wish to write 
“one minute of game-play” from a player’s perspective to give me a clear idea of how play 
goes.

Detailed rules.  This should include elements like what the player controls, what the reward 
system of the game is, how players win or lose, how many players participate at one time, and 
so on and so forth.  Sketches of game elements or sample interface designs may be particularly 
useful here; don’t feel that you need to explain everything in words if a labeled diagram would 
work better.  

Interface and assets.  What is your game going to look like?  You should consider the 
aesthetics as well as the usability of your game.

Pen and paper play-test plan.  You are making a digital game which isn’t ready yet; how do 
you plan to start play-testing this week?  You do not have to test every sub-system of your 
game, but you should test the core elements that you have design questions about if possible.

Outstanding design questions.  What questions do you still not have answered?  It’s okay if 
these questions are big ones!  This is also a good place to put alternate game mechanics that you 
are considering.

Wish list.  What do you want to do that there’s no way you can achieve during this class?  But 
this isn’t just for castles in the air.  Make sure that your game supports your future desires!

Technical or Research Design  

Which deliverable you submit will depend on whether you are creating a digital or a non-digital game.

Groups creating a digital game will write a technical design plan.  This will cover how you plan to 
implement your game.  You should consider what programming language or game engine you will use, 
and why.  Which technical problems will be hard and which will be easy?  What external resources or 
help will you be using to solve the hard problems?

The technical design should also show your planning for the technical development itself.  How are 
you going to break up your development process into sub-systems?  How are you going to work 
iteratively?  What are your milestones, and which elements of your game have to get developed first? 
What kinds of data will you have to store, and what are the major objects you will be working with?  

Groups creating a non-digital game will create a research design to evaluate whether their game is 
educationally effective.  You will need to define an assessment measure that you think will be affected 
by your game, which represents the underlying construct which you believe will be changed.  You will 
also need to describe the research design in which your assessment will be deployed.  Will you be 
collecting quantitative data and performing statistical analyses?  Will you be doing interviews or 
ethnographic analyses?  How will you isolate the effect of your game from other possible factors?  The 
research design should include data from a pilot study with at least three subjects.

Prototype



The final prototype you deliver should include all materials I will need to play your game without you 
present.  That means complete, clear and professional rules; a complete set of prototype materials; and 
any further instructions about how to play your game.  

For digital prototypes, you will need to hand in a version of your final prototype where I can directly 
inspect your code, as well as a version that is completely playable.  Instructions and other information 
(particularly indications about elements of your game that may not work!) can be presented outside the 
prototype itself.

For non-digital prototypes, you will need to make sure I know everything I need to know to make your 
game work.  For example, if there are separate roles for the play-tester and the “computer” (i.e. a group 
member), I will need to know how to play both roles. 

Process Document

You should already be familiar with creating a process document.  How did your group learn to work 
together?  What challenges did you face?  How did your game change over multiple iterations?  What 
have you learned from this class?  This is your chance to tell me anything I need to know about dead 
ends, challenges, great ideas that you couldn't implement, and other necessary parts of the creative 
design process that don't necessarily end up moving you directly forward toward a working project.

Peer Review (inter-group)

Each group will be responsible for providing play-testing and peer review for one or more other groups 
(depending on the number of student groups that are formed).  It is your responsibility to give your 
assigned group useful, constructive criticism and to help them create a better game.  You should 
consider how best to document your contribution to your classmates.  Don't forget to consult with them 
about the kind of help they need the most – don't assume you know what they need until they tell you!

You will be expected to produce a thoughtful, detailed analysis of the game you have been reviewing 
during the semester that addresses both its strengths and weaknesses.  Do not confuse “a good game” 
for “a game that incorporates our feedback,” however.  Your classmates may interpret your advice in 
any number of ways, and respond to it in a variety of ways as designers.  Your responsibility as peer 
reviewers is to evaluate how well the game plays, how it incorporates known research, and how well it 
succeeds at achieving its stated goals.

Peer Review (intra-group)

Individually evaluate the members of your team, including yourself, and their contribution to the final 
project.  What did you think of working with them?  Did they contribute a fair share to the group 
project?  What special skills did they bring to the table?  What areas did they focus on?  Did they help 
the project evolve over the course of the semester?

These are the only deliverables that are sent to me individually, rather than as part of a team.  Your 
fellow team members will not see your evaluations.  These evaluations allow me to get a glimpse of 
the internal workings of each team in a way that group documentation doesn’t allow.  Please be both 
candid and fair!


