
Missouri State Contest 2023 

 

Interactive Application and Video 

Game Creation 
 

 
 
 

Scope of the Contest 
 

To evaluate each contestant’s preparation for employment and to recognize outstanding students for 
excellence and professionalism in the field of interactive application and video game creation. 
 

Contest Summary 
 

A team of 2 SkillsUSA students from a program covering game and/or software development can create 
an original game or interactive application. The team will be judged on both their concept and the 
execution of their technical skills. 
 

Contest Guidelines 
 

The judges will be evaluating each team on the following criteria:  
 
1. Abridged Game Design Document    

a. Game Design Document (GDD) Template  
b. Note: Add additional tables (if applicable) to sections like Storyline & Characters, 

Game Objectives & Rewards, and Levels to name a few. Don’t change or rename 
category sections within the document.  

2. 2D Level Design with Gameplay   
a. Clearly label and detail gameplay elements for two different and complete levels 

that have been proposed in the abridged game design document.  
3. 2D Concept Artwork   

a. Characters and environments   
4. 2D or 3D Assets & Audio   
5. Visual Design of UX   

a. HUD, Player UI, and Main Menu, Level Selection, Win/Lose, and Player Controls 
Screen  

b. Is UX Design a separate practice from Game Design?   
6. Technical Skills & Code Development   
7. Indie Marketing Campaign Strategy   

a. Indie Mobile Game Marketing: Best Strategies   
8. Tech Demo Deliverable   

a. Design and create a separate Sandbox Stage (exclusive in itself for testing and 
marketing purposes) executable which encapsulates the aesthetic design and 
code functionality of core game or level specific mechanics to establish a unique 
degree of the player’s experience.  

9. Marketing Items  

https://otc0-my.sharepoint.com/personal/lowrancr_otc_edu/Documents/SkillsUSA/GDDTemplate.docx
https://blog.prototypr.io/is-ux-design-a-separate-practice-from-game-design-97ae1a03e61c#:~:text=Conclusion,game%20design%20and%20the%20player.
https://blog.getsocial.im/the-only-guide-you-need-for-effective-indie-app-marketing/
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a. You should arrive at the contest with a trailer/demo video prepared. This video 
should showcase your game’s: art style, genre, setting, and overall theme. 

b. Additionally, you will choose and create TWO of the following:  
i. Box art  
ii. Poster  
iii. Concept art for boardgame adaptation, action figure/toy, etc  
iv. Video Commercial (30-60 seconds EXACTLY, not including 

infobumper/countdown)* 
 
*Submissions above or below the time constraints by one or more frames will result in a score 
of “0” for that item  
  

Game Assets 
 

You may either 1) create your own assets from scratch or 2) source them from the “Additional 
Resources” section below.  
 
If you choose the latter, please be aware of the following:  

• All assets must use a FREE CULTURE license (CC0, GPL, MIT, etc.)  

• Your resources should “match” one another as closely as possible   

• You should modify your assets in some meaningful way (with the exception of fonts, music 
tracks, and sound effects)   

 
 

 
Additional Resources 

 

Incompetech Graph Paper (for level design, sprite design, etc.)  
Dafont  
OpenGameArt  
OpenClipArt  
Incompetech Game Music 
 

 
Marketing Items 

 
Box Art 
The cover of your game’s box is your first chance, in store, to catch Players’ attention. “But 
wait!” you’re saying. “I’m doing a digital only release!”. Maybe so. But, as digital storefronts 
and games such as Tunic (2022) have shown us, even if your game doesn’t have a physical box 
or case, it will likely have something resembling one in digital form. 
 
For full points, your box art should: 
 

• Feature the name of your game AND logo 

• Feature your “company name” and logo 

https://incompetech.com/graphpaper/
https://incompetech.com/graphpaper/
https://www.dafont.com/
https://www.dafont.com/
https://opengameart.org/
https://opengameart.org/
https://openclipart.org/
https://openclipart.org/
https://incompetech.com/music/packs.html
https://incompetech.com/music/packs.html
https://incompetech.com/music/packs.html
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• Feature sketches of your main character(s) 

• Include “screenshots” depicting the game  

• Include a short description of the game and/or a description of the story 
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Poster  
Most games first catch Players’ eyes through a press release or other event. At these, a poster 
for the game will generally be revealed, giving the public their first look at the game’s world 
and characters.  
 
For full points, your poster should: 
 

• Be 11in x 17in 

• Feature the game’s name and logo 

• Provide a sense of the game’s world 
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Concept art for boardgame adaptation, action figure/toy, etc  
Sometimes, and especially in the (post)modern era, video games often take on a life outside 
the confines of their code. Examples include songs, such as Pac-Man Fever (1981); television 
series such as The Super Mario Bros. Super Show! (1989) and Halo (2022-Present); and even 
breakfast cereals like Nintendo Cereal System. Generally, however, such items come in the 
form of toys, board games, and other collectables.  
 
For full points, you should design a promotional/collectable item that represents your game in 
a way not possible in a video game.  
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Video Commercial 
Of all the marketing materials from which you may choose, the video commercial is, 
potentially, the most powerful item in your toolbox. However, it is also, unquestionably, the 
most difficult. Even with months of time to prepare, shoot, and edit, a 30 second “spot” can 
prove a massive undertaking. For this reason, 10 extra points will be added, provided the video 
meets all the standard requirements; an additional 10 if the spot is 60 rather than 30 seconds. 
 
To receive full points, your video must: 
 

• Feature the game’s name and logo 

• Include background music 

• Feature footage of your game 

• Include a voiceover narration and/or informative text titles 

• Keep pace AND the viewer’s interest 
 

 
Table 

 

So what’s the point of all of this, anyway? Well, should you win today—and thus continue onto 

Nationals—you will be judged on the quality, professionalism, etc. of your display table. As such, you 

should spend the contest time putting “final touches” on things (if needed) and getting your table 

together. For full points, your table should: 

• Be covered with a tablecloth or other covering of your choosing 

o This can be anything but should not feature identifying information about your school; 

Teams displaying school information, either as part of their table or dress, will be 

disqualified (This is intended to prevent bias) 

• Feature a laptop with a playable demo of your game 

o If your game requires a controller or other peripheral, you should have it/them present 

as well 

• Feature a laptop, television, or other display showcasing your video demo 

o If you choose to create a Video Commercial as one of your marketing items, it should be 

on display as well 

• Display a version of EACH of your Marketing Materials 

• Display your GDD, bound and presented professionally 

• Have a member of your Team present at ALL times to answer any questions 

o Such questions will concern: Your game, your GDD, your Marketing Materials/Plan, 

development process, and more 
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Scoring 
 

Type Skill Description 
MAX 
Score     

Standard Game Design Document 75     

Standard Introductory and Trailer Video 75 
 Bonus 

Video Spot 
Format  10 

Standard Marketing Materials & Merchandise 100  
Bonus 

Video Spot 
Length 

10 

Standard Overall Gameplay/Effective Simulation 175     
Standard Visual Design, Animation and User Interface 100     
Standard 2D & 3D Assets & Audio 100     

Standard Technical Skills & Code Development 150     
Standard Performance & Optimization 100     

Standard Written Test 100     
Standard Table Presentation 150     
Standard Professional Development Test 25     
Penalty Clothing Penalty -10     

Penalty Resume Penalty -10     
Tie 
Breaker 

Written Test 1 
    

 Total 1150     
 

 
 

 


