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Development Team
(1 pt) List team members (first and last official name) and expectations of how you will work together...

Title: 
(1 pt) Determine the name of your game...

Description 
(7 pts) Describe the game. State the purpose of the game, give a high level walkthrough in words of the characters, locations, tasks etc. that the player will encounter as they progress through the game, the method of winning or losing the game...

Determine the Game Play
 (10 pts) Within the game, what goals should be accomplished? How does the player advance to the next level or acquire new skills in the game?  What challenges will the player face when trying to accomplish these goals? Describe the mechanics of how the player actually plays the game; associate user controls with user actions (keyboard/gamepad controls).

Room Map
(5 pts) How many rooms are in the game? You should have at least two. How are rooms structured or ordered? Provide a map of the 'physical layout' of the game showing how different physical locations or rooms are ordered and/or connect to each other. 

Sounds 
(3 pts) What are the audio requirements of the game? Background music, alert sounds for particular events or actions, general background noise? If you don’t know what sounds you’ll use, tell how you will work on getting them.

Backgrounds 
(3 pts) What backgrounds will you need? If you don’t know what backgrounds you’ll use, tell how you will work on getting them.

Objects Needed 
(10 pts) What objects need to be defined? It may be useful to break the objects down into subcategories - player character, 'non-player characters' (e.g. 'monsters'), room objects (walls, doors), scoring/health objects (treasure, fuel pellets, first aid kits etc.), controller objects etc.
Events/actions
 (10 pts) List the associated events for each object. For each event, list the associated actions. What rules does the game implement?
