
Multimedia Learning Product Design Document Guidelines  
 
 A high-level design document is the blueprint based on which a simulation, game 
etc. is developed. Therefore, it should address every single detail which is necessary to 
develop the educational/learning instrument in question. Within the scope of CET 30-28 
you are not supposed to build the simulation/game etc. based on your design doc. 
Therefore, you can think bigger than what you can actually develop. The point is the final 
design doc should make it possible for a code/programmer to develop your educational 
product (simulation, game etc.) without any question marks in mind. The final design doc 
MUST include the following components for you to be able to make the total grade 
points out of it! Please do not forget to insert symbolic visuals such as screen shots, hand 
drawings etc. wherever possible on this doc so that the reader can better understand it. 
 
1. Executive Summary 
 Give a comprehensive summary of your product. This part should address your 
educational/learning purpose, major milestones of the project, and major conclusions. 
Please also accept and briefly introduce the major limitations of your product (e.g., What 
could have been done differently? What could be better? What should be done in a better 
way in the future?).  
 
2. Product Description 

2.1. Product Concept 
2.2. Product Overview 
2.3. Mission/challenge  
2.4. Target Learners/Audience (Cognitive, Socio-emotional and other relevant 

characteristics) 
2.5. Implementation Context 
2.6. Learning objectives 
2.7. Hooks (scenarios, challenges, puzzles, problems to solve, explorations, 

aesthetics, interaction, advancement, feedback etc.)  
 

3. Product  Mechanics 
3.1. Simulation/Game play (moving, fighting, winning, picking, losing etc.) 
3.2. Characters (personality, appearance, animations, abilities, relevance to the story 

and relationship to other characters, non-combat and friendly ones, opponents  
and enemies) 

3.3. Elements/Objects (tools characters use, weather, map etc.) 
3.4. Artificial Intelligence (if any) 
3.5. Single/multiple player 
3.6. Actions (switches, buttons , interactions with objects) 
3.7. Audio, music, sound effects 
3.8. Control system 
3.9. Help System 
3.10. Levels (a synopsis, objectives, what happens, encounters etc.) 

3.10.1. Training level 



3.10.2.  Level 1 
3.10.3.  Level 2 
3.10.4.  Level 3 etc. 

3.10. Options (if any) 
4. User Interface Mockup (place relevant visuals such as screenshots here) 
5. Overall Story (state the whole story of the simulation/game including the background 

info) 
6. Progression 

6.1. Product flow (flowcharts) 
7. Product World (General look and feel of the product world/environment) 
8. Multimedia Design Principles (Give a brief, at least a 150-word explanation of how 

you will address each multimedia design principle below) 
8.1. Coherence  
8.2. Signaling 
8.3. … 

9. ISTE Student standards addressed 
10. Script & Storyboard (scene by scene) 
11. References (references for everything should be included in here; pictures, videos, 

etc. whatever it is taken from somewhere or someone else. Regarding pictures etc. 
you can give the online link to them.) 
 


