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Technical details
Development stack

Choice of game engine
Provide a motivation for the game engine of choice (Unity/Unreal/Godot/Lumberyard/Cryengine/custom/…) if applicable.
Versioning system
What versioning system is going to be used? (Perforce/Git/SVN/PlasticSCM/…) Motivate the choice.
CI / Build system
What continuous integration software/platform is going to be used? (Jira/Jenkins/UCB/…) Motivate the choice.
Target platform
On what platforms will the game be deployed? Mobile/PC/Mac/Console/Browser/Cloud/… How does this affect the development of the project?
In addition, outline the strategic/commercial considerations that informed the platform selection.
Planning
Provide details on the tools and processes that will be used for time tracking and task management throughout development. Explain how work will be planned, assigned, monitored, and reported on, including how the team will track progress, manage milestones, identify bottlenecks, and ensure the project remains on schedule and within scope.
AI
What role does AI play in the development of the project? Describe how the selected AI applications contribute to the game's creative, technical, production, and/or commercial objectives. Explain the added value they bring to the project's development and market potential, outline how human expertise and oversight (human-in-the-loop) are integrated into the use of AI, and describe how any legal, ethical, quality-related, or production-related risks are managed.
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