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遊戲設計建議
Game Design Proposal

「香港流動遊戲初創企業支援計劃」
“Hong Kong Mobile Game Start-Ups Support Program”
遊戲設計建議書

Game Design Proposal
	遊戲名稱

Game Title
	中文
	English

	遊戲平台

Game Platform
	中文 (i.e. iOS, Android)
	English (i.e. iOS, Android)

	遊戲種類

Genre
	中文 (例如: 休閒、動作、格鬥、冒險、動作冒險、模擬、戰略、射擊、競速、體育、音樂、益智、博弈、教育)
	English (e.g. leisure, action, fighting, adventure, action adventure, simulation, strategy, shooting, racing, sports, music, puzzle, chess, education)




重要聲明Important Notice
申請者必須詳細填寫以下所有章節(1-5)

Applicants are required to complete ALL following sections (1 to 5) in details



請注意: 灰色的文字只是提示及示例，用意是幫助申請者完成此建議書。

請在填寫本申請表時刪除這些提示及示例，然後換上申請者的寫作及材料。請不要將提示及示例包含在申請者提交的最終建議書內。有需要時請另加紙書寫。
整份建議書均請以黑色字體填寫。

Note: Please notice that the grey texts are tips and suggested examples to aid the applicants in completing this proposal. Applicants are required to delete and replace the tips and suggested examples with their own words. Please do not include the tips and suggested examples in the final submission. Please write on separate page(s) as needed.
The entire proposal should be completed in black font color.



必須填寫之章節Mandatory Sections
1. 遊戲設計 Game Design
1.1. 摘要 Summary

1.2. 遊戲玩法 Gameplay

1.3. 遊戲賣點 Game Highlights

2. 技術部份 Technical
2.1. 遊戲引擎 Game Engine  

2.2. 獨特遊戲程式編寫Special Game Programming   
3. 圖像 Graphics
3.1. 風格屬性 Style Attributes
3.2. 所需圖像 Graphics Needed
4. 音效/音樂 Sounds/ Music
4.1. 風格屬性 Style Attributes
4.2. 所需音樂 Music Needed
5. 市場/Market

5.1. 目標玩家及市場潛力 Target Player / Market Potential

5.2. 競爭力分析 Competitiveness Analysis
5.3. 遊戲的收入模式或計劃 Game Revenue Model /Plan
1. 遊戲設計 Game Design

(請用中文或英文填寫所有章節 Please complete ALL sections in Chinese or English) 

	1.1.
摘要 Summary (50字內 within 50 words)

	請用50字總結遊戲概念。
Please sum up the game in 50 words.




	1.2.
遊戲玩法 Gameplay  (200字內 within 200 words)

	請敘述遊戲玩法、遊戲目的、遊戲所設的障礙、玩家所需的策略。
Please describe the gameplay, the goal of the game, the obstacles set, and the tactics needed for players.



	1.3.
遊戲賣點 Game Highlights  (200字內 within 200 words) 

	請敘述遊戲吸引之處、與眾不同的地方及吸引玩家付費的地方。並解釋遊戲能帶給玩家什麼感受及體驗。

Please describe the attractiveness, unique features of the game and the ways to increase players’ purchase intention. Please also explain the intended emotions and experiences the game brings to players.




2. 技術部份 Technical

	2.1
遊戲引擎 Game Engine  

	請列出遊戲引擎的名稱。
Please provide name of game engine.



	2.2
獨特遊戲程式編寫Special Game Programming   

	請列出遊戲程式編寫上，所採用之特別演算法或物理方程式 (如適用)。
Please list out any special algorithm or physics equation adopted in the game programming (if applicable).  


3. 圖像 Graphics
	3.1.
風格屬性 Style Attributes (如有相關圖像請提供Please provide related graphics if applicable)

	例子 Example:
1. 色調及調色板。
Kind of colors and palette. 

2. 圖像風格（例如：卡通化/像素化/可愛) 及描繪圖像的規則（例如：實心及粗的外框配上單調的色彩）。
Graphic style (e.g. cartoony, pixely or cute) and general rules depicting the style (e.g. solid, thick outlines with flat hues).



	3.2.
所需圖像 Graphics Needed

	場景圖像

Graphic of setting
	請用文字簡單介紹相關圖像

(建議提供相關圖像Suggest to provide related graphics)

	角色圖像

Graphic of characters
	請用文字簡單介紹相關圖像

(建議提供相關圖像Suggest to provide related graphics)



	物件圖像

Graphic of objects
	請用文字簡單介紹相關圖像

(建議提供相關圖像Suggest to provide related graphics)




4. 音效/音樂 Sounds/ Music

	4.1.
風格屬性 Style Attributes (如有相關音效/音樂請提供Please provide related sounds or music if applicable)

	例子 Example:
1. 樂器、特定的節奏或音調及帶來的影響和情緒
Instruments, particular tempo or key, and the influences or mood brought to players

2. 音效風格（例如：卡通化音效、現實音效）及音樂風格 

Kind of sound effects (e.g. cartoony sounds or realistic sounds), and the music style
3. 音量及頻率 

Volume and frequency



	4.2.
所需音樂 Music Needed

(如有相關音效/音樂請提供Please provide related sounds or music if applicable)

	例子 Example:

· 節奏慢、使人不安的樂曲Slow-paced, nerve-racking “forest” track
· 興奮的樂曲Exciting “castle” track

· 毛骨悚然的樂曲Creepy, slow “dungeon” track

· 美好結局的樂曲Happy ending credits track




5. 市場/Market

	5.1.
目標玩家及市場潛力 Target Player / Market Potential 

	例子 Example: 
· Sport lovers 



	5.2.
競爭力分析 Competitiveness Analysis

	在(本地及海外)市場上有沒有其他類似的遊戲？若有，如何區分您的遊戲？您的遊戲的競爭優勢是什麼？
Any other similar or competitive games available in the market (both local and overseas)? If yes, how to differentiate your game from them and what are the competitive edges of your game?  



	5.3.
遊戲的收入模式或計劃 Game Revenue Model /Plan

	例子 Example:
· 售賣虛擬武器 Selling virtual weapon.
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