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1. [bookmark: _Toc176280907]
Introduction
In this section, focus on showing basic information about the proposed game. List briefly:
· type of game (shooter, logic, RPG, etc.),
· briefly describe the gameplay and how pseudo-random numbers are generated,
· briefly describe how your game differs from the one implemented at Big Bell Tests
· briefly describe the uniqueness of this game in the area of 3D game design - you can point out some games you were inspired by and indicate how your game differs from them.

2. [bookmark: _Toc176280908]Story
In this section, describe the history of the game. Below we will present the topics that can be covered in this section. However, you can choose from among them those that best fit your type of game, or add those we have not included. 
Example topics:
- a story that happened before the game (e.g., in games where there is a plot)
- the background of the game (e.g., if the game is about stacking blocks, write why the player actually has to stack those blocks)
- the goal of the game, i.e. how the game is supposed to end, or possibly what the user is supposed to strive for
- what should interest the player?
- description of the world / environment in the game. Describe the history of this world, if needed. Divide the story into parts: before, during and after the game,
- describe the course and story of the gameplay.


3. [bookmark: _Toc176280909]Characters
Describe who the player is. Will there be any other characters? If so, describe these characters.
The description of the player and characters should include:
- name / name, etc.
- history of the character / player,
- why the character / player ended up in the game; relate this to the story described above and the description of the world and environment,
- the appearance of the character / player
- characteristics of the character / player; this is a list of parameters with which we will describe the development of a character in the game (for example: life, speed of movement, development of various skills - what skills?).
- describe the proposed mechanics of the character / player, that is, how to interact with the environment and the user controlling the player.


4. [bookmark: _Toc176280910]Level / environment design
Description of levels or locations in the game. If you want you can insert sample graphics, even scans of handwritten drawings. Try to convey as much as possible the feeling of the user in a given location. Will the locations / levels be designed or generated automatically? Do you plan to use artificial intelligence to generate them? If so, describe the concept of such an artificial intelligence system: what type of architecture you propose, how you will solve the problem of acquiring data for training the network, etc.
5. [bookmark: _Toc176280911]
Gameplay
Describe the gameplay in the following aspects
- Type of gameplay (symmetrical or asymmetrical, cooperative, emergent, linear or non-linear). Justify why your gameplay type is one of the above? Or maybe it is a completely different type of game, or a mixed one?
- Game mechanics, understood as the way of interaction between a human and characters in the game
- Type of player (first person, third person) and the way of controlling the player
- How will the game, consisting of different locations or levels, be connected into a whole?


6. [bookmark: _Toc176280912]Art, sound, music
In this section show how the game will look like. It is expected to put here a lot of graphics, made manually on the piece of paper, made with the usage of graphical programs or even AI systems. The goal of this section is to present the future player the “look & feel” of the game.
If you plan to use music background describe how it will be created. Consider the copyrights of the music? Will You use the music from public domain? Or in Your team is someone who can compose and record it? Or maybe You plan to use AI for this purpose? Add links to the propositions of sound and music, that should be included into the game.


7. [bookmark: _Toc176280913]User Interface, Game Controls
Describe all issues connected with the user interface:
· Mention about the game control considered in the mechanics or gameplay (e.g., control of the player)
· Show the project of the main menu, HUD of the game, transition boards between levels or location, the end game menu, etc.
· Propose game control versions for:
· Web
· Smartphones
· Augmented reality device (like AR Glasses – HoloLens).
· Add a section describing how the pseudo-random one-zero string will be generated. How will it be possible to control (from the outside) the frequency of generating zeros and ones? How will you maintain the assumption that they are to be generated from a uniform distribution? How will you ensure transparency for the player? The idea is that the player will not guess that something additional is happening in the game - for example, by temporarily delaying it.


8. [bookmark: _Toc176280914]Accessibility, Monetization
Describe, how the proposed game will fulfill the accessibility conditions. It means that we expect that it will be accessible to all people (as the players), regardless of race, gender, religion, worldview, etc.
Will the proposed game be suitable and interesting to play without the supply of the Bell’s inequality experiment? If so – justify it. In Your opinion, can it be monetized? If so – justify it. In Your opinion will it be useful for another research (e.g., the research on serious game)? If so – specify these areas and justify it.


[bookmark: _Toc176280915]Transfer of Copyrights
 By submitting this Game Design Document (GDD) as part of the competition submission, the participant agrees to transfer to the Organizer all copyright and related rights to the content and materials contained herein. This transfer includes, but is not limited to, the exclusive right to use, reproduce, distribute, display, and create derivative works based on the contents of this document, in whole or in part, in any medium now known or hereafter developed, worldwide and in perpetuity, without further compensation to the participant. The Organizer also reserves the right to modify, adapt, or translate any part of this document as necessary.
The participant warrants that all elements of the GDD are original and do not infringe upon the rights of any third party. The participant further agrees to indemnify and hold harmless the Organizer from any claims, damages, or expenses arising out of any breach of this warranty.
This transfer of rights becomes effective upon submission of this GDD to the competition.
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