GAME DESIGN CANVAS - ATOOL FOR RAPID GAME DESIGN PROTOTYPING

Goal is to get the highest
score possible!

to find something to kill
time with.

Competitive casual
players looking to
outdo their friends

-music(a loop from
garage band) & sfx
(sound bible)

-Basic Ul

-Save file for high score
record keeping

-Pipes must be

procedurally generated to

randomize the pipe
placement.

Touch/Tap Controls
Gravity

Variable Move Speed
Save file for high score
Procedurally generated

pipes

GAME TITLE Floppy Bird Platform PC / Mobile
Goal/Win Condition Player Segment Minimum Viable Prototype JMechanics Technology/Frameworks
ENDLESS! Casual players looking | -1 looping level

Flash, Unreal or Unity

Camera/Controls/Ul

Side view

Single tap or button
press

Ul for Score and Lives
located at top left
corner

Metric

-32x32 pixel tiles

-Flop velocity: 64 pixels
each tap

-screen velocity: 32
pixel/sec

forest of pipes!

Theme/Backstory/High Concept
Floppy, an injured bird is trapped in a

Game Play

The player needs to avoid all the pipes as they fly
through an endless sea of pipes. Tapping the
screen or pressing the action button will cause the
player to boost themselves a bit higher.

-1 point given for every pipe they avoid.

Setting / Level Design

Retro 16-bit Mario-esque world
Mario Bros style pipes as walls

Game Concept
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Player Experience

Technical Design (TD)

Experience Design (XD)

Budd Royce Lam
Dev Null Studios

25Dec14 - Initial Quick Draft




	GAME TITLE: Floppy Bird
	Platform: PC / Mobile
	GoalWin Condition: ENDLESS!!
Goal is to get the highest score possible!
	Player Segment: Casual players looking to find something to kill time with.

Competitive casual players looking to outdo their friends
	Minimum Viable Prototype: -1 looping level
-music(a loop from garage band) & sfx(sound bible)
-Basic UI
-Save file for high score record keeping
-Pipes must be procedurally generated to randomize the pipe placement.
	Mechanics: Touch/Tap Controls
Gravity
Variable Move Speed
Save file for high score
Procedurally generated pipes

	TechnologyFrameworks: Flash, Unreal or Unity
	CameraControlsUI: Side view
Single tap or button press
UI for Score and Lives located at top left corner
	Metric: -32x32 pixel tiles
-Flop velocity: 64 pixels each tap
-screen velocity: 32 pixel/sec
	ThemeBackstoryHigh Concept: Floppy, an injured bird is trapped in a forest of pipes!
	Game Play: The player needs to avoid all the pipes as they fly through an endless sea of pipes. Tapping the screen or pressing the action button will cause the player to boost themselves a bit higher.
-1 point given for every pipe they avoid.
	Setting  Level Design: Retro 16-bit Mario-esque world
Mario Bros style pipes as walls
	Designed By / Date / Version: Budd Royce Lam
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