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1. Introduction and Background

You are required to write a brief introduction of your project and provide background. In this section you should provide the context and initial knowledge of the domain. You should also highlight the significance of problem and provide motivation behind the work being done.

Product (Problem Statement)

<Provide a short description of the software being specified.>

Background

<Describe the domain.>
Scope

< Describe the scope of the product that is covered by this SRS.>

Objective(s)/Aim(s)/Target(s)

<List all the objectives to be achieved after the completion of this project.>

Challenges

Learning Outcomes

Nature of End Product

Completeness Criteria

<State the criteria that if fulfilled will let evaluators consider the project as complete >
Business Goals

<List all the business/corporate goals addressed by this software.>

Related Work/ Literature Survey/ Literature Review

Document Conventions

<Describe any standards or typographical conventions that were followed when writing this SRS, such as fonts or highlighting that have special significance. For example, state whether italicized nouns represent external systems.>

2. Game Overview
Game Concept
<This section should provide a short summary or description of the game. Imagine you are ‘pitching’ the game to a friend while riding on an elevator. How would you describe the game in one minute or less? Why would they want to play it? What makes it sound fun and engaging? >

Genre
<This section should describe the genre of the game. Popular genres include action, adventure, sports, strategy, puzzle, racing and role-playing. Is the game a mix of genres (e.g. action-adventure or a clever combination that’s never been tried before)?  Or maybe you have created an entirely new genre.>

Target Audience

< Great game designers always design their games with a specific audience in mind, and this section should describe that audience. For example, are you designing your game for young kids, older kids, adults? Boys, girls or both? Is the game designed for hard-core players who like deep, highly challenging games or casual players who like to play a little bit each day?>

Platform

<Is the game designed to be played on a game console? A mobile device? The web? A good game design targets a specific platform and uses the capabilities of that platform to its advantage. Doing a 3D first person action game in a web browser is hard (but not impossible!), and you can’t count on your players having access to a joystick if they’re going to be playing on a smartphone.>

Look and Feel
<This section should describe the look and feel of the game. Where does the game take place: in the real world? A fantasy world? Space? Underground? In the past? In the future? Is the game a 2D world? A 3D World? What does the art look and feel like: is it gritty and realistic, beautiful and fantastical or something else? Many GDD’s include drawings or graphics to illustrate the visual concept.>
Characters and Storyline (if applicable)
<Not every game needs characters and stories – for example, many puzzle games don’t have them, but if your game does, this section should describe them. Does the player have an avatar? Does the character get help from other players? Are there non-playing characters (NPCs) or other live players (for example, in a multiplayer game) Are there enemies? Does the game have a story? Is there a fictional world or setting for the game that we should know something about?
· Character #1

· Back story

· Personality

· Look

· Physical characteristics

· Animations

· Special Abilities

· Relevance to game story

· Relationship to other characters>
Business Goals

<List all the business/corporate goals addressed by this software.>

3. Gameplay and Mechanics
Key Features

< Key features are a list of game elements that are attractive to the player.

It is a good idea to talk about the key features with someone from marketing.

· Number of Levels

· Number of Enemies/ Characters (Example: 12 characters or amount of enemies, end bosses)

· Time of Game Play (Example: 2 hours of fun)

· Replay ability 

· Audio Specifications

· Graphic Specifications

· Device Compatibility

· Number of Players

· Online Activities (high scores, etc.)

· Number/Type Modes.
· Single-player and multiplayer>

Play Flow

<This outline will vary according to the type of game. 

· Opening the game application

· Game Options 

· Story Synopsis

· Modes

· Game Elements

· Game Levels

· Player’s Controls

· Winning

· Losing

· End

· Why is all this fun?
In case of multiplayer, describe the following elements as well

· Overview - Describe how the multiplayer game will work in a few sentences and then go into details below.
·  Max Players - Describe how many players can play at once or whatever.

· Servers -  Is your game client-server or peer-to-peer or whatever.

· Internet - Describe how your game will work over the internet.

· Saving and Loading - Explain how you can save a multiplayer game and then reload it.  If you can or why this is not possible.>

Mechanics

What are the rules to the game, both implicit and explicit.  This is the model of the universe that the game works under.  Think of it as a simulation of a world, how do all the pieces interact?

Artificial Intelligence

Opponent AI – The active opponent that plays against the game player and therefore requires strategic decision making (example, Civilization or Chess, how is it to be designed?

· Picking Up, Carrying and Dropping

· Talking

· Reading

· Collision Detection

· Pathfinding

Game Levels

· Level #1

· Description
· Introductory Material (Cut scene?  Mission briefing?)

· Objectives

· Physical Description

· Map

· Critical Path

· Encounters

· Level Walkthrough

· Closing Material

Audio & Sound F/X
<This is where game ambient and Sound F/X should be listed with generic names then described. This section also includes deciding if you will use a device’s vibration ring mode.>
Operating Environment

<Describe the environment in which the software will operate, including the hardware platform, operating system and versions, and any other software components or applications with which it must peacefully coexist.>

Design and Implementation Constraints

<Describe any items or issues that will limit the options available to the developers. These might include: corporate or regulatory policies; hardware limitations (timing requirements, memory requirements); interfaces to other applications; specific technologies, tools, and databases to be used; parallel operations; language requirements; communications protocols; security considerations; design conventions or programming standards (for example, if the customer’s organization will be responsible for maintaining the delivered software).>

Assumptions and Dependencies

<List any assumed factors (as opposed to known facts) that could affect the requirements stated in the SRS. These could include third-party or commercial components that you plan to use, issues around the development or operating environment, or constraints. The project could be affected if these assumptions are incorrect, are not shared, or change. Also identify any dependencies the project has on external factors, such as software components that you intend to reuse from another project, unless they are already documented elsewhere (for example, in the vision and scope document or the project plan).>

4. Functional Requirements

<All functional requirements are expressed as use-cases. Fill out the following template for each use-case. Don’t really say “Use-Case 1.” State the use-case name in just a few words e.g. “Withdraw Cash from ATM”. A use-case may have multiple alternate courses of action.>

Game 

HYPERLINK "C:\\Documents and Settings\\Giel Claessens\\Local Settings\\Temporary Internet Files\\Current Game Ideas & Designs\\Game Doc Template\\options.htm"
Architecture
<This is best done by a flow chart to represent the overall game. 

Number each screen.

· Title Screen

· Option Screens

· Game Modes

· End Screens>
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<Provide a Use Case Diagram before describing the use cases.>

Name of Use-Case 1

	Identifier
	UC-1

	Purpose
	…

	Priority
	<Choose one from {High, Medium, Low}>

	Pre-conditions
	…

	Post-conditions
	…

	Typical Course of Action

	S#
	Actor Action
	System Response

	1
	
	

	2
	
	

	3
	
	

	…
	
	

	Alternate Course of Action

	S#
	Actor Action
	System Response

	1
	
	

	2
	
	

	3
	
	

	…
	
	


Table 1: UC-1 

Name of Use-Case 2 (and so on)

Requirements Analysis and Modeling

<Include the following analysis models:  use-case diagram (provide before Section 3.2), entity-relationship diagram, abstract class diagram, sequence diagram (at least model the interactions between system and external world). Additional diagrams may be added for example state diagram, data flow diagram (interactions between system and external world), decision table, flowchart, event table etc.>

5. Nonfunctional Requirements

Performance Requirements

<If there are performance requirements for the product under various circumstances, state them here and explain their rationale, to help the developers understand the intent and make suitable design choices. Specify the timing relationships for real time systems. Make such requirements as specific as possible. You may need to state performance requirements for individual functional requirements or features.>

Safety Requirements

<Specify those requirements that are concerned with possible loss, damage, or harm that could result from the use of the product. Define any safeguards or actions that must be taken, as well as actions that must be prevented. Refer to any external policies or regulations that state safety issues that affect the product’s design or use. Define any safety certifications that must be satisfied.>

Security Requirements

<Specify any requirements regarding security or privacy issues surrounding use of the product or protection of the data used or created by the product. Define any user identity authentication requirements. Refer to any external policies or regulations containing security issues that affect the product. Define any security or privacy certifications that must be satisfied.>

Additional Software Quality Attributes

<Specify any additional quality characteristics for the product that will be important to either the customers or the developers. Some to consider are: adaptability, availability, correctness, flexibility, interoperability, maintainability, portability, reliability, reusability, robustness, testability, and usability. Write these to be specific, quantitative, and verifiable when possible. At the least, clarify the relative preferences for various attributes, such as ease of use over ease of learning.>

6. Other Requirements

<Define any other requirements not covered elsewhere in the SRS. These might include database requirements, external (hardware, software, or communication) interface requirements, internationalization requirements, legal requirements, and reuse objectives for the project.>

7. Revised Project Plan

<Provide project progress in accordance with the plan provided in project proposal. Gantt chart should be used in this regard. Use Microsoft Office to develop the Gantt chart. Also provide an updated project plan.>

8. References

<List all books, conference papers, journal articles, websites, etc. used in preparing the content of this SRS. Provide enough information so that the reader could access a copy of each reference, including title, author, volume/edition number, page number(s), and publication year. Mention complete URLs for websites.>

Appendix A: Glossary

<Define all the terms necessary to properly interpret the SRS, including acronyms and abbreviations. You may wish to build a separate glossary that spans multiple projects or the entire organization, and just include terms specific to a single project in each SRS.>

Appendix B: IV & V Report

(Independent verification & validation)

IV & V Resource
Name









Signature

	S#
	Defect Description
	Origin Stage
	Status
	Fix Time

	
	
	
	
	Hours
	Minutes

	1
	
	
	
	
	

	2
	
	
	
	
	

	3
	
	
	
	
	

	…
	
	
	
	
	


Table 3: List of non-trivial defects
