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Brainstorming

e Problem: To create a dice game (one or more dice)
e Constraints

o Use one or more dice

o0 Have significant endogenous value

Ideas

1. God plays dice
e have a player being god, and other players being humans
e make the board very epic
2. Use a board that hasome obstacles.
e The dice has to go through obstacles and land in certain places to give some
extra score (+1 oil) if you make it right
3. Liardiceboard game
e Use covered dice to figure out what the other player has.
e if you succeed then you advance, if yfail he advances
e Theplayer loses a die evetyne heloses in guessingf you lose all your de,
then you go back to the beginning, but recover all your dice.
4. Dice fighting
e A mix between marble games and dice game.
e You are trying to take the playerdsit of the board with your dice
e Thesubtractionof the dice, gives the amount of life points lost
e You get cards to gain life points or to do some other kinds of attack
5. Puzzle dice
e You use your dice to fill puzzle piecand each turn you can choose theler
of the dice. The player who fills the puzzle first, wins
e Every time you get a double, you can choose a piece of the puzzle to fill
6. SciFi based dice role ganfasing some IP, like Star Wars)
e Each player has two dice that controls his actions
e Every plger has another dice that controls the board action
e The players objective is to try to beat the board before the board beats them
e Turn based
e The board represents a series of challenges related to a galactic empire. Each
player represent a different attackpaceship that are maintained from a big
spaceship
7. Number from 11 to 66.
e Each turn, the players throw two dice. The players can check their number, and
rearrange the order of the dice. Ex: 1 5,0r51



e There is a third throw by the dealer, which throwsi2edtoo. The dealer has
the option of rearranging those dice

e The players rearrange the dice again. The dealer spot moves to the next player,
who throws 1 dice. That dice sumssubtractfrom the first dealer throw.

Then the other player can do the same.

e Finally, the player cadecide to roll 1 of the dice one more time again, but
they have to keep the other dice in the same position

e If they are closer to the dice number in the middle, they thia turn.

8. Relationship Dice

e Each players control a couple (fiognd and girlfriend)

e They take 5 cards and can play a card in each of their relationships

e . 2dz Oly fa2 LXre OFNRa Ay SIOK 20iKSNRai

e Each card requires a dice throw, that measures the success or failure of the hit

e Each hit makes a change irethouple. The couple that has &idins, and
some certain amount of money (won with cards) win.

e If you get divorced, you get a new girlfriend that you have to conquer to make
your couple. Each girlfriend is different (different interests to make it your
wife)

9. Advancement dice.

e Every player has a dice, and they push it through a maze. The idea is to get to
the end first. In every place their dice ends, a card can show up that makes
them advance through the maze, or go back. The number of spaces they
advanceor move back depends on the number in the dice

e If a player touches another player while throwing, both players go back by the
number they landed on.

10. Super Throw

e Each player has a big throw where he thrdwdices all at once.

e The opposing player has thange a certain amount of thdice.

e Theplayer then has tanake a combination between a new throw of 3 dice,
and the new 5 dices on the table.

e Everyone has to solve their card given puzzles (make a straight, two pairs, etc)

e If the playermanage to solve thir puzzle, they win points or advance in the
board

11. Girly dice

e Make a game with dice with fairies and mystical creatures

e every girl control several mystical creatures

e They all try to cooperate to win the game

e The selection of the player is done throughieedthrow

12. Dice throwing gun

e Use a gun to throw a dice to a target, and add the points of the target to the
randomness of the dice



13. Using big dice to make it easier to add an element of skill to the process.

14. Having a choice of throwing dice to make moveshwome possibility that it will make
you lose.

15. Nacho brothers dice game
e Throwing the dice moves the character in the board.
e The character who gets to the end, gets the moustache
e Each turn requires the player to throw a movement dice, and a mischieving
dice
e The player gets can either get a defensive card or a movement dice throw.
every throw, the mischieving dice attacks a particular bug in the virtual
vacation world.
16. A hacker themedboard game
e Every hacker makes a move against a central server. Theaadomness in
every throw that affects the central server.
e I GKS 0S3IAYYAY3I 2F (GKS 3AFYS:E (KS
picking from a random selection of cards, but once a player controls the
central server, he has to control the negatiatacks, and can choose from a
set of cards, in order to make more difficulty.
e The player that controls the central server has to keep it contained for a
certain time in order to win the game.
17. Dice ramps.
e The dice is throwthrough a ramp (like ski), antldan get into a container
with scores
e the scores are multiplied by the number on the dice
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18. A roulette that throws the dice into different slots that work as attack or points, or life

markers, for each turn.
19. A math game with dice.
e It contains 4 numbered décand 3 dice with math signs

e Every turn, a player throws 2 dice, you throw the dice, and in 30 seconds, you
have to sort the dice in the way to make a math equation that results closer to

the number

e Every turn, your difference gets marked, and after eamind, the player with
the smallest difference, advances or gets a point

e Ifit's done with a board, some players will have special requirements, like
using only 3 dice, or being able to change a dice by one number.

20. Stacking dice

e You throw &dice, and you jte them one on top of each other. Each of the
dices have a vowelxcept for the top one, which has consonants

e The numbers on the sides, are your final numbers for that turn

e Every turn, you get a series of consonants in the table, and you have to create

the mostamountsof words using the vowels and consonants in the tainid
your tower and top.



21. Bowling dice

e The players pile up a series of dice, and throw a ball into them. Points depend
on the dice values that you remove from the zone.

22. Using dice stackingchniques

e Using a glass to get a dice from the table, you need to get it and throw it to a
certain area, if you manage to do it correctly you get points

23. A poker game with dice, but where you can try to guess the opponents game, while

you are playing. fou manage to get his game, then you remove a dice froradtis

24. Color matching dice.

e The players have a grid that they populate. In every turn, they throw the dice,
and select a color. They can paint a square in their baarly,on a square that
is nextto theirs, and has a neutral color or a color that belongs to them

e Every turn hasip to4 moves, in the order the player wants (throwing 4 dice at
the same time).

e Every turn, the players take a card from a deck that gives them an action. They
could savetiat action or replace that action for one dice throw.

Notes from the Brainstorming

Since | haven't played many dice games, | decided to do some research on the web to
find about some good dice games, and some general ideas that would orient me. |
found aut that one of my favorite games (DUDO) has a similar version in English called
Liar’s Dice.

| also found the rules for Buncbt{p://www.buncorules.com/whatis.htm) and several
other games to try to genspiration.

| set the document before doing the brainstorming in order to help me follow the
process better.

My last design project required more clear rules, even the obvious, so in this project |
will try to do that.

CNRY 6KIF({G L KSI aighceFthN@&vifg dilly oné dikkisnors botidg that
throwing 2 dice. Therefore, | am going to attempt to choose an idea that has two or
more dice in the throw

After some frustration about not being able to brainstorm, | took some time to walk to
enhance mythinking process.

| also asked some friends for any ideas, but had no success with that.


http://www.buncorules.com/whatis.html

Selected Idea

For some reason, | cannot take one idea out my head. The idea | prefer is number 24, though |
want to rearrange some of the concepts in that idé#m, the idea of colors is a little bit

confusing, so | want to add an interesting theme that would add up to the exciterAést, |

think that adding a scoring point for each match, depending on the kind of color or element
you are using, could be a greaddition.

Theme, Aesthetics, Mechanics, and Technology

e Possible themes for this game are:
0 Viruses colored viruses.
0 Troops A general, soldiers, and troops.
0 Colored happyaces that want the board for themselves.
o Kbnights that are trying to conquer a mystievorld.

0 Houses (construction expansion in a gritivo competitive companies trying
to build in a city.

0 Stores in expansion

e Other things | need to consider, is competition within the theme. Are theltdiol & S NI &
good \ersusevil,or are more similar, likevo opposing teams.

¢ | thinkgoing for classic might be a better solution to get ideas across, so troops would
be the idea that pops to mind easier. This allows me to separate the throws and
iconize the characters in a better way, allowing for POWER lmaseds.

e To make it more interesting and more appealing for some people like me, | would like
it to be futuristic.

e Interms of story, | think of an interesting story would support the game a little bit, but

L R2Yy Qi ¢l yd G2 ¥F2NOBlickddlrokegaing 06SO2YAy 3 |

e | also want the cards to balance to each side, so the game can play against you or both
players in some way. What | mean with this, is that a player could take a card that let
him remove 1 of his General tokens, but also allows theiohayer to remove 1 of his
General tokens.

e Some other ideas for this game could be to add obstacles (using 2 exraittic
coordinates on the board)

NB



e | wantto make the board themed with an interestifipage on the bottom

Prototype 1

Physical setup
The game would contain the following:

e 1 board

e 70 green General figures

e 70 green Commander figures
e 70 green Soldier figures

e 70 blue General figures

e 70 blue Commander figures
e 70 blue Soldier figures

e A setof 40 cards

e 4 blue 6 sided special di¢more probabiliies for the soldier, and less for the
commander, and even less for the general). With this, | mean 3 chances for the
Soldier, 2 chances for the Commander, 1 chance for the General.

e 4 green 6 sided special dice

e Two 10 sided dice (different color)

Ruleset
The ruleset will be the following:

¢tKS hoaSO0GAGS 2F G(GKS 3IFYS Aa (2 aO02yljdzSNE GKS ¢
1. ¢g2 LI I@8SNB Ay S| OK &A Befctsa dlorigieBror iR I NR€ & 9 |

2. Each player has 4 dice (that are colored or marked in their particular cabkmh of
these four dice, allows the player to get a General (1/6 chance), a Commander (2/6
chance), or a Soldier (3/6) chance.

3. Each player has access to little figures that represent general, commanders and
soldiers that are colored in their color

4. There isa set of cards with challenges
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10.

11.

12.

13.

14.

15.

Before each game, one of the players has to shuffle the cards and put them on the side
of the board

The game is turbbased. The two players throw one of the 10 sided dice to see who
throws the bigger number. The one who gt starts the game.

Every turn, the player has to throw the 4 di@den the player has to take 1 card from
the deck.

On each turn the player can see the card, and either play 1 or two cards or save it for
another turn.

After the player decided on playaard (follow instructions), he has to make an
G ROy OSYSyit¢

Each die define which kind of character can advance (General, Commander or Soldier).

So, for each turn, the player advances up to four times. To make and advancement,
the player has to put one dhe character chips of his color either any free square

on his first line of the board (the horizontal set of spaces closest to the playen) gor
free spacenext to a chip of the samlend andcolor either horizontally or vertically.

OnceitisdongthelLJt I &3 NCBa A4 R2ySs FyR AdQa GKS
The game ends when the board is complete.

Once the board is complete, the score is calculated, by multiplying the amount of
soldier * 1, the Commanders *2, and the General *3.

The player with mar score wins the game
Some cards contain the following possible interactions for the player that takes them:
a. Positive cards (you can save them for later)
i. Your general can kill an adjacent enemy commander
ii. Your commander can kill an adjacent enemy soldier

iii. Yau can put a general in the coordinatgiwen by the diceReplace
whatever is already there.

iv. You can remove any opposing soldier in the board
v. Throw one more dice in this turn
vi. The next player has one less dice in his turn

b. Negative cards (they are immediatgblayed)

i. You throw one less dice in this turn

Yy SE



Playtest 1

Your opponent can remove one of your soldiers from the board

I made an initial prototype that had all the necessary bits to play.

The card setdesigned is the following:

PLAY NOW! SAVE OR PLAY NOW PLAY NOW! SAVE OR PLAY NOW
(IT CAN BE PLAYED WITH AN- (IT CAN BE PLAYED WITH AN-
OTHER CARD) OTHER CARD)

Your opponent can You can put a GEN-
remove any (only The other player has You throw one less ERAL chip in the
one) of your SOLDIER one less die in his dice in your next turn coordinates given by
chips from the board next throw the two 10 sided

dice.
0‘0 [ 0.0 [
vee® vee®
SAVE OR PLAY NOW SAVE OR PLAY NOW SAVE OR PLAY NOW SAVE OR PLAY NOW
(IT CAN BE PLAYED WITH AN- (IT CAN BE PLAYED WITH AN- (IT CAN BE PLAYED WITH AN- (IT CAN BE PLAYED WITH AN-
OTHER CARD) OTHER CARD) OTHER CARD) OTHER CARD)
Any GENERAL chip Any LIUETENANT
Throw one more dice Remove any SOLDIER you command can chip you command

chip from the board

remove an adjacent
enemy SOLDIER or

can remove an adja-
cent enemy SOLDIER

LIEUTENANT chip chip
!.Q [
vee®
+ +
SAVE OR PLAY NOW SAVE OR PLAY NOW SAVE OR PLAY NOW SAVE OR PLAY NOW
(IT CAN BE PLAYED WITH AN- (IT CAN BE PLAYED WITH AN- (IT CAN BE PLAYED WITH AN- (IT CAN BE PLAYED WITH AN-
OTHER CARD) OTHER CARD) OTHER CARD) OTHER CARD)
Throw a 7 or more to : Throw a 7 or more to
| -
remove all 8 sur- BnySOLDIERChD This allows you to remove 3 surround-
- ; can remove an adja- expand also in a di- ; :
rounding chips from cent enemy SOLDIER . ing chips of your
one of your GENERAL chi agonal for one chip. choice from one of
chips from the board. P your LIUETENANT
B chip
0‘0 [
vee®
“
PLAY NOW! SAVE OR PLAY NOW SAVE OR PLAY NOW SAVE OR PLAY NOW
(IT CAN BE PLAYED WITH AN- (IT CAN BE PLAYED WITH AN- (IT CAN BE PLAYED WITH AN-
OTHER CARD) OTHER CARD) OTHER CARD)

You must remove
ANY chip placed in
the coordinates

given by the two 10
sided dice

You can remove ANY
enemy chip in your
starting line

Replace on of your
LIUETENANT chips
fora GENERAL chip

Replace one of your
SOLDIER chips fora
LIUTENANT chip
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The play testing tooglace in the Get In Line room, and it was a match between me and Andy
Federspiel. The game took place around 9:30, Janudfy Zhe match lasted close 80
minutes (but involved a lot of talking with npjay tester so the game can be a little shorter).

Some of the ideas for prototypk were not executedompletely because of materials.used
6 sided dice for the selection of characters, and made a number association:

6 is genera{1/6 chance)

5,4 are Commanderd/3 chance)

1,2,3 are Soldiergl/2 chance)

| used a color pencil to mark colors of coordinates in the board.

For the characters, | used several kinds of colored stones and chips. Which is not the ideal, but
it was all | could find at that point in time. Hopefully in a new iteration Igetra better
material.
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The outcome of the game was a score of 116 points for Andy versus 63 points for me. He used
good strategy in blocking my moves.

The score was divided &sllowing:
1. Andy: 25 Soldiers, 17 Commanders, 19 Generalk6 points

2. Me: 22 Soldiers, 12 Commanders, 5 Generd8 points

12



In the game, he blocked my generals, and did not allow me to stop his movement.

The comments of thelay testermade me execute some changes of mechanics vpltalging;
because of the mechanics was not feeling natural. The comments were the following:

1.

2.

3.

8.

9.

Less Bad Cards

More attack cards

The probability for each troop was interesting.
Commander was confusirftpo close to General)
Change dice and maybe color code

Add a Start Zone or End Zone

Take the cards at the end, instead of at the beginning, and play cards in any personal
movement

Some of the grammar in some cards was not correct.

Overall it was Fun

10. I stould have stronger cards (more chance of changing the outcome of the game)

13



Prototype 2

After all the comments on Playtest 1, | changed several things of my game:

¢ | fixed the board, because the board used in playtest 1 was poorly done

e | colorcoded thedice(and added Letters: S for Soldier, L for Lieutenant, G for
general) and chips, so it is easier for the player to play, and also to understand the
mechanics| maintained the probabilities: 1/6 G, 1/3 L, ¥ S.

¢ | changed the order of the taking dfe cards. Now it is done at the end of the turn.

o | fixed the grammar in the cards, so they are more clearly understood

14



¢ | changed the name of Commander to Lieutenant in order to make a better distinction
with the general

e | addel several cards to the pool of cards, and some more powerful, in a way that the
game could behanged and be more interesting (the basic rules remain the same).

0o Any Soldier chip can remove an adjacent enemy SOLDIER chip

o0 Throw a 7 or more to remove all 8rsounding chips from one of your
GENERAL chip from the board.

0 This card allows you to expand also in diagonal for one chip

o Throw a 7 or more to remove 3 surrounding chips of your choice from one of
your LIUETENANT chip

0 You must remove ANY chip placed ie toordinates given by the two 10 sided
dice
15



