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Document Overview 
This document discusses the game The Trip in complete detail from conceptualization 

through implementation. It was developed by a team of four graduate students from the 

Rochester Institute of Technology as part of their Masters Capstone project in Game Design 

& Development. It was designed during Winter of 20091 and implemented in Spring of 

20102.  

This document is a compilation of various documents produced throughout the course of 

making The Trip. The document is divided into two volumes. Volume I contains High 

Concept Document, Game Treatment Document, Game Design Document and Technical 

Design Document. 

The High Concept Document and Game Treatment Document all describe the game concept 

in increasing levels of detail. Presentation Pitch Slides are also included to document the 

team’s progression from concept to pitch to design. 

The Game Design Document is the game’s complete descriptive document. It describes 

everything within the game including game mechanics, game assets, levels and all of the 

information needed to create the play experience. 

The Technical Design Document is a description of the technical requirements needed to 

fully implement the game described in the Game Design Document. It has complete 

                                                           
1 Winter 2009: Winter ‘09 quarter at RIT, December – March. 
2 Spring 2010: Spring ‘09 quarter at RIT, March – May. 
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descriptions of the program’s architecture, class diagrams for both the game engine and the 

game components. 

Volume II of this document contains Art Bible, Individual Research Papers, Post Mortem 

and Appendices. 

The Art Bible is a compendium of game assets detailing the desired look, feel and style for 

the characters, objects and environments found within the game. Each object, is described 

along with conceptual and inspiration artwork. 

Individual Research Papers outlining research work that was incorporated into the game 

are included. Each member of the team was responsible for contributing individual work 

related to a chosen research topic. 

At the end of the document is the team’s Post Mortem report which critically analyzes the 

development cycle and resulting game. It discusses the group’s successes and studies areas 

that can be improved in future projects.  

At the close of the document are the appendices containing pitch slides, the team’s final 

presentation and their résumés.  
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