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Storyboard Example

At secret agent headquarters, we first see the 
team getting some well deserved R&R playing 
their favourite video games.  The phone rings 
- there’s been sightings of a monster in Brazil - 
they’re on the job! SFX: phone, video games.

Gameplay cuts to a driving mini-level. Players 
select either a plane or boat to travel to Brazil. 
Controls for each vehicle differ, as do the 
obstacles the players must avoid while driving.  
Third person perspective, fast upbeat music. 

The team succesfully navigates the caves and 
confronts the giant monster!  Players must use 
their wits and the tools of each team member 
to trap and confine the monster.  The players 
are tiny in comparison to the monster.  

The player must then put together their task 
force, selecting different characters and config-
ure their strengths and weaknesses. Settings 
for any online gameplay elements are con-
trolled here also. 

The team has arrived in Brazil and tracked 
down the monster to a series of caves hidden 
in the jungle.  Players navigate the maze of 
tunnels and traps in the first person perspec-
tive.   

Having defeated the monster, the team de-
cides to blow off some steam by joining a local 
soccer game.  Just as they begin to celebrate 
scoring the winning goal, the sky darkens with 
enemy flying robots!  A chase scene ensues.....
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SAMPLE STORYBOARD - CONCEPT AND ILLUSTRATION COURTESY OF TONY HALMOS CREATIVE - WWW.TONYHALMOSCREATIVE.COM
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STORYBOARD TEMPLATE
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Appendix A: Additional Online Resources 

Into the Pixel 
http://www.intothepixel.com/
The official website of the initiative.

Entertainment Software Association of Canada (ESAC)
http://www.theesa.ca/
“The Entertainment Software Association of Canada (ESAC) is dedicated exclusively 
to serving the business and public-affairs needs of companies in Canada that publish 
and distribute video and computer games for video-game consoles, handheld devices, 
personal computers and the Internet.”

Entertainment Software Association (ESA)
http://www.theesa.com/
“The Entertainment Software Association (ESA) is the U.S. association exclusively 
dedicated to serving the business and public-affairs needs of companies that publish 
video and computer games for video-game consoles, personal computers and the 
Internet.” 

Academy of Interactive Arts & Sciences (AIAS)
http://www.interactive.org/
“The mission of the Academy is to: Promote and advance common interests in the 
worldwide entertainment-software community. Recognize outstanding achievement 
in interactive content and the entertainment-software community. Conduct an annual 
awards show and enhance the image and awareness of entertainment software.” 

International Game Developers Association (IGDA)
http://www.igda.org
“The International Game Developers Association is the largest non-profit membership 
organization serving individuals that create video-games. The IGDA endeavors to 
advocate on issues that...

   1. exceed the scope of any one developer or company’s ability to resolve;
   2. require a dialogue with others;
   3. affect the worldwide game development community;
   4. benefit the development community as a whole, rather than any single individual or  
       company;
   5. are neutral toward any particular skill, product or method of game development.” 
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Breaking In: Preparing for your career in games
http://www.igda.org/breakingin
A website designed by the International Game Developers Association to help students 
and parents make informed decisions about work and life in the interactive entertainment 
industry.

Gamasutra Job Board
http://www.gamasutra.com/php-bin/jobs_display.php
A leading gaming website that posts a large number of industry jobs as well as hosting a 
resumé database.

Yo Yo Games 
http://www.yoyogames.com/gamemaker
A free drag-and-drop game-making application. Certain computer specifications are 
required and it is limited to making Side Scrollers,  First-Person Shooters (FPS) and 
platform games (computer). The website also provides easy-to-follow tutorials to assist in 
mastering the software, so no programming skill is required. The tutorial “What Is a Good 
Game?” is an excellent discussion of skills needed to create games.

Chris Taylor’s Game Design Document
http://www.runawaystudios.com/articles/chris_taylor_gdd.asp
This website is one of many currently hosting the full original version of Chris Taylor’s 
“Game Design Template” as a resource for aspiring game developers. This generic 
Microsoft Word document provides the basic architecture for the ideas that generate 
a successful game.  Performing a browser search for “Chris Taylor’s Game Design 
Document” will result in a listing of several other websites hosting this freely available 
document. 
 
Writeboard
http://www.writeboard.com/
Free online resource specifically designed to assist in collaborative writing projects.  
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Appendix B: Book Resources

Crawford, Chris. Chris Crawford on Interactive Storytelling. New Riders. ISBN 
978-0321278906. 

Fullerton, Tracy. Game Design Workshop: A Playcentric Approach to Creating Innovative 
Games. Focal Press. ISBN 9780240809748

Glassner, Andrew. Interactive Storytelling: Techniques for 21st Century Fiction. A. K. 
Peters. ISBN 1568812213.
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Appendix C: Job Guide
This is a short list of the various types of vocations available in the video-game industry. 
Additional information regarding salaries, career paths and detailed job profiles can be 
found within the International Game Developers Association website Breaking In: http://
www.igda.org/breakingin/ 

Unless noted, all information within this section comes from the IGDA Breaking In 
website.

A. Audio

Composer/Musician•	

Audio Programmer •	

Sound Designer •	

B. Business

Marketing•	

Public Relations•	

Finance•	

Management•	

Sales•	

Human Resources•	

Legal•	

C. Design

Game Designer•	

Lead Designer•	

Level Designer•	

Writer•	
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D. Production

Producer•	

Project Manager•	

Associate Producer•	

Game Tester•	

Lead Tester•	

E. Programmer

Massively Multiplayer Online  (MMO) Networking Programmer •	

Artificial Intelligence (AI) Programmer•	

Audio Programmer – see above•	

Game Engine/Tools Programmer•	

Lead Programmer•	

Quality Assurance Tester •	

F. Visual Arts

Story Artist (painting/drawing)•	

3D Modeler (objects)•	

2D Digital Artist•	

2D Texture Artist•	

3D Cut scene Artist•	

3D Character Artist•	

Level Builder•	

Art Director•	

Technical Artist•	
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Appendix D: Glossary of Common Video-Game Terminology
These definitions are in part from the Game Research website dictionary found at:  
http://game-research.com/index.php/dictionary/

3D Shooter – action games in which the action is seen through the eyes of the 
protagonist in a 3D game.

AAA Game – refers to very large and expensive production titles made at major studios.

Action Games – often refer to games emphasizing speed or physical drama where high 
demands are placed upon the player’s reflexes and skills.

Adventure Games – games focusing on puzzle solving within a narrative framework, 
demanding strict logical thought.

Arcade Games – the type of game one would find at a video arcade, coin-operated, 
demands hand-eye coordination to play. 

Artificial Intelligence (AI) – patterns or behaviours programmed into non-player characters 
(NPCs) simulating or giving the appearance they are actively making decisions during 
gameplay.

Avatar – graphical representation of the user.

Bot – computer controlled ally or opponent.

Console – a computer designed with the sole purpose of being used to play games.  
Examples include the Nintendo Wii, Xbox 360 or Sony Playstation.

Console Game – games played on specific devices (Wii, Xbox 360). Does not typically 
refer to games played on personal computers.

Drag and Drop – the action of dragging an icon or image on the screen.

Elevator Pitch – a brief, concise description that is typically less than one minute in length.

Engine – basic code that defines the relationships between the game objects and the 
various graphics and audio within the game.

First-Person Shooter – a genre of computer game in which the player sees action from 
behind the target or view of the primary character. 
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Gameplay – what happens in the video-game.

Indie Studio – boutique game studio characterized by smaller projects, teams and 
funding.

Interactive – any type of media that allows the user to influence and react to it.  

Interactive Storytelling – focuses on drama and dynamic circumstances that can be 
affected by the by the players choices.

Interface - the graphical or textual form of interaction between user and software.

(Rapid) Iterative Design – the ability to refine a design through a repetitive evaluation and 
quick redesign to refine a solution.

Game Design Document – basic architecture for creating a game.

Major Studio – studios that can afford to make AAA titles, and that typically boast large 
teams.

MMO – massively multiplayer online game.

MMORPG – massively multiplayer online role-playing game.

MUD – multi-user dungeon or domain; typically text-driven with little to no use of 
graphics, this game format is similar to MMORPGs in that they are multi-user role-playing 
games.

NPC – non player characters.

Platforms – underlying hardware or software for a system; often games are made for a 
specific platform, such as a Wii, Xbox 360 or personal computer.

Polygon – geometric figure; 3D graphics usually consist of polygons and are therefore not 
dependent on a fixed perspective.

(Rapid) Prototyping – quick building using sample parts for demonstration, evaluation and 
testing.

PVE – player versus environment.

PVP – player versus player.



TIFFG YOUTH LEARNING	  INTO THE PIXEL STUDY GUIDE PAGE 22

RTS – real-time strategy game in which the action is played out continuously.

Simulation Games – games which offer a player a simulated scenario such as piloting an 
aircraft, planning an urban environment or managing a sports team.  

Side Scrollers – gameplay is viewed from a side angle; characters move from left to right 
on the screen and have limited actions available.

Source Code – basic instructions describing how a game works.

Spawn – how someone/thing appears in a game. 

Strategy Game – a game in which the players’ decision-making skills have a significant 
influence on the outcome; are divided into two types, RTS and turn-based.

Storyboarding - graphic organizers such as a series of illustrations or images displayed in 
sequence for the purpose of pre-visualizing the story.

Turn-based Strategy Games – games in which players takes turns (i.e., board games).
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Appendix E: Chris Taylor’s Game Design Template

This appendix is a much-simplified version of the game design template made available 
for free by games-production veteran Chris Taylor.   Reviewing this template will give 
students a basic idea of the level of consideration that must be invested into planning or 
presenting even a simple overview of a video-game concept. See Appendix A, Additional 
Online Resources, for a link to the original unedited document. This template, and 
permission to adapt it to this curriculum, was generously provided by Chris Taylor.

Design Document for:
YOUR GAME TITLE

Name of Game

All work Copyright ©2008 by Your Company Name

Original template written by Chris Taylor

Version # 1.00
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Game Overview

Introduction to the Game

In as few sentences as possible, introduce the game concept and anything which might 
make this game especially interesting or unique. 

Example:

“In this game, players control characters with special psychic abilities in a 
desperate attempt to reverse global warming and prevent the flooding of 
their Earth-like homeworld. This game combines action sequences with math 
problems and aims to spread awareness about environmental sustainability. ”

Common Questions About This Game

What is the game?
Describe the game in a paragraph.  This is the answer to the most common question that 
you will be asked: What are you working on?

Why create this game?
Why are you creating this game?  Do you love 3D action games?  

Where does the game take place?
Describe the world in which your game takes place. You can go into lengthy detail later in 
a section solely dedicated to describing the world.  Remember that we want to keep this 
part of the design light and readable.

What does the player control?
Describe what aspects of the gameplay the player will control?  Include any main 
characters. 

How many characters do I control?
If this applies, talk a little more about the control choices.  Remember to add answers to 
questions that you think the reader will ask.  This is totally dependent on your design.

What is the main focus?
Now that we know where the game takes place and what the player controls, what are 
they supposed to achieve in this world? 

What’s different?
Explain what is different from the games that are already attempting similar things in the 
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market right now.  

Feature Set

Write a list of the general features of the game. 

Example:

Massive, Multiplayer environment•	

3D graphics•	

32-bit colour•	

Up to ten million players•	

Easy to find a game•	

Easy to find your pal in huge world•	

Can chat over voice link•	

Comes with world editor•	

Get levels from internet•	

Editor is easy to use•	

Gameplay

List factors here that are key to the gameplay experience and describe an overview of 
the physical world.  Expand on the components of the physical world below in each 
paragraph.

Story
Describe your condensed story idea here and then refer readers to an appendix or 
separate document providing all the details on the story if it is really detailed.

User Interface (UI)
How will players control the features and actions within the game? Provide some sort of 
an overview to your interface and, as in previous sections, break down the components 
of the UI.  
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Single-Player vs. Multi-Player Game
Describe the single-player and or multi-player game experience in a few sentences. As 
an example, you could talk about how long the single- or multi-player game experience 
should last. How do players win the single- or multi-player games?

Musical Scores and Sound Effects
Describe what you have envisioned for sound design at this early stage. 

Example:

“The background music of this game will become progessively darker or lighter 
in mood as players either succeed or fail in reversing environmental damage.  
Each game character will have a unique set of noises or statements they make in 
response to gameplay.”
 

World Features
This is where you break down what is so great about the game world into component 
pieces and describe each one.

Key Locations
Describe the key locations in the world.

Travel
Describe how the player moves characters around in the world.

Scale
Describe the scale that you will use to represent the world.  	

Objects
Describe any noteworthy objects that the player will encounter or use during gameplay.

Weather
Describe what sort of weather will be found in the world, if any. 

Day and Night
Does your game have both day and night modes?  If so, describe them here.

Time
Describe the way time will work in your game. 

Lighting
Describe how lighting will influence or enhance the gameplay experience.
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Rendering System
What sort of consideration will be given to the graphics in this game? Do the characters 
and settings need to look realistic? Will the game be rendered in 2D or 3D?  

Camera
Describe the way the “camera” will work.  What will be the point of view, also known as 
POV?  Will the player have to control the POV in order to explore or navigate through the 
game?  Go into details if the camera is very complicated in sub sections.

Game Characters
Provide an overview of all of the key characters within the game. For example, you 
could describe main characters and their enemies or monsters they are trying to defeat.  
Naturally this depends heavily on your game idea.

The Toronto International Film Festival Group (TIFFG) is a charitable, not-for-profit, cultural organization whose mission is to transform the way 
people see the world. Its vision is to lead the world in creative and cultural discovery through the moving image. 

For more information please visit tiffg.ca.


