Game Design Binder Checklist

[image: image1.png]


Game Design Binder Checklist
All of the materials created for Game Design graduation should fit in a 3-ring binder. This binder should probably be 1” to 1.5” thick to hold the minimum portfolio graduation requirements materials. You might want one that is slightly thicker depending on how verbose you writing is and how many extra goodies you plan to stuff in it.

You’ll also want it to have these features:

· Clear plastic around the outside so that you can slip in your own front and back cover materials (and spine material) as well
· An angled ‘D-ring’ binder is highly recommended (see illustration)

· Try to find one with two plastic ‘page restrainers’ in it to protect the top and bottom sheets in your binder.
Content assembly instructions:
Inside front cover pocket: Analog Game Prototype

Before first tab: Cover Letter for Binder (thanking the reader for their interest and inviting them in)

Tab 1: “About Me”

1.1 Resume

1.2 Career Goals

1.3 Game Design Philosophy

Tab 2: “Game Ideas”


Inception Documents
Tab 3: “Concept Docs”

Tab 4: “Design Doc(s)”

Tab 5: “Miscellaneous” 

Artwork, schedules, budgets, marketing materials (press releases, sell sheets, etc.), and anything else that you want to show off here.

Inside back cover: Digital Game Prototype promotion sheet (top half of paper) plus CD-ROM with your digital game work on it tucked into the pocket (obscuring the bottom half of paper)
Hint: Find some light/pastel color paper and use it between items within a tabbed section. For example, place one between each Inception Document within the Tab 2 section.















Side view of an angled ‘D-ring’ binder. 
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