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Brainstorming  
 

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

 Constraints: 

o Use one or more dice 

o Have significant endogenous value 

Ideas 
 

1. God plays dice 

 have a player being god, and other players being humans 

 make the board very epic 

2. Use a board that has some obstacles.  

 The dice has to go through obstacles and land in certain places to give some 

extra score (+1 or -1) if you make it right 

3. Liar dice board game 

 Use covered dice to figure out what the other player has. 

 if you succeed then you advance, if you fail he advances 

 The player loses a die every time he loses in guessing. If   you lose all your dice, 

then you go back to the beginning, but recover all your dice. 

4. Dice fighting 

 A mix between marble games and dice game. 

 You are trying to take the player´s out of the board with your dice 

 The subtraction of the dice, gives the amount of life points lost 

 You get cards to gain life points or to do some other kinds of attack 

5. Puzzle dice 

 You use your dice to fill puzzle pieces, and each turn you can choose the order 

of the dice. The player who fills the puzzle first, wins 

 Every time you get a double, you can choose a piece of the puzzle to fill 

6. Sci-Fi based dice role game (using some IP, like Star Wars) 

 Each player has two dice that controls his actions 

 Every player has another dice that controls the board action 

 The players objective is to try to beat the board before the board beats them 

 Turn based 

 The board represents a series of challenges related to a galactic empire. Each 

player represent a different attack spaceship that are maintained from a big 

spaceship 

7. Number from 11 to 66. 

 Each turn, the players throw two dice. The players can check their number, and 

rearrange the order of the dice. Ex: 1 5 , or 5 1 
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 There is a third throw by the dealer, which throws 2 dice too. The dealer has 

the option of rearranging those dice 

 The players rearrange the dice again. The dealer spot moves to the next player, 

who throws 1 dice. That dice sums or subtract from the first dealer throw.  

Then the other player can do the same. 

 Finally, the player can decide to roll 1 of the dice one more time again, but 

they have to keep the other dice in the same position 

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

8. Relationship Dice 

 Each players control a couple (boyfriend and girlfriend) 

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

 ¸ƻǳ Ŏŀƴ ŀƭǎƻ Ǉƭŀȅ ŎŀǊŘǎ ƛƴ ŜŀŎƘ ƻǘƘŜǊΩǎ ǊŜƭŀǘƛƻƴǎƘƛǇǎ 

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

 Each hit makes a change in the couple. The couple that has kids wins, and 

some certain amount of money (won with cards) win. 

 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. 

 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 

advance or move back depends on the number in the dice 

 If a player touches another player while throwing, both players go back by the 

number they landed on. 

10. Super Throw 

 Each player has a big throw where he throws 5 dices all at once. 

 The opposing player has to change a certain amount of the dice. 

  The player then has to make a combination between a new throw of 3 dice, 

and the new 5 dices on the table. 

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

 If the  player manage to solve their puzzle, they win points or advance in the 

board 

11. Girly dice 

 Make a game with dice with fairies and mystical creatures 

 every girl control several mystical creatures 

 They all try to cooperate to win the game 

 The selection of the player is done through a dice throw 

12. Dice throwing gun 

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

randomness of the dice 
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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 moves, with some possibility that it will make 

you lose. 

15. Nacho brothers dice game 

 Throwing the dice moves the character in the board. 

 The character who gets to the end, gets the moustache 

 Each turn requires the player to throw a movement dice, and a mischieving 

dice 

 The player gets can either get a defensive card or a movement dice throw.  In 

every throw, the mischieving dice attacks a particular bug in the virtual 

vacation world. 

16. A hacker themed board  game 

 Every hacker makes a move against a central server. There is randomness in 

every throw that affects the central server. 

 !ǘ ǘƘŜ ōŜƎƛƴƴƛƴƎ ƻŦ ǘƘŜ ƎŀƳŜΣ ǘƘŜ ǇƭŀȅŜǊǎ ŎƻƴǘǊƻƭ ǘƘŜ ōƻŀǊŘΩǎ ŘŜŦŜƴǎŜΣ ōȅ 

picking from a random selection of cards, but once a player controls the 

central server, he has to control the negative attacks, and can choose from a 

set of cards, in order to make more difficulty. 

 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. 

 The dice is thrown through a ramp (like ski), and it can get into a container 

with scores 

 the scores are multiplied by the number on the dice 

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. 

 It contains 4 numbered dice and 3 dice with math signs 

 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 

 Every turn, your difference gets marked, and after each round, the player with 

the smallest difference, advances or gets a point 

 If it´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 

 You throw 5 dice, and you pile them one on top of each other. Each of the 

dices have a vowel except for the top one, which has consonants 

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

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

the most amounts of words using the vowels and consonants in the table and 

your tower and top. 
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21. Bowling dice 

 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 stacking techniques 

 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. If you manage to get his game, then you remove a dice from his set. 

24. Color matching dice.  

 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 board, only on a square that 

is next to theirs, and has a neutral color or a color that belongs to them 

 Every turn has up to 4 moves, in the order the player wants (throwing 4 dice at 

the same time). 

 Every turn, the players take a card from a deck that gives them an action. They 

could save that action or replace that action for one dice throw. 

 

Notes from the Brainstorming  
 Since I haven´t played many dice games, I decided to do some research on the web to 

find about some good dice games, and some general ideas that would orient me.  I 

found out that one of my favorite games (DUDO) has a similar version in English called 

Liar´s Dice. 

 I also found the rules for Bunco (http://www.buncorules.com/whatis.html) and several 

other games to try to get inspiration. 

 I 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 I 

will try to do that. 

 CǊƻƳ ǿƘŀǘ L ƘŜŀǊŘ ŦǊƻƳ ƎŀƳŜǊǎΩ ŜȄǇerience, throwing only one die is more boring that 

throwing 2 dice. Therefore, I 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, I took some time to walk to 

enhance my thinking process. 

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

 

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

For some reason, I cannot take one idea out my head. The idea I prefer is number 24, though I 

want to rearrange some of the concepts in that idea. Also, the idea of colors is a little bit 

confusing, so I want to add an interesting theme that would add up to the excitement. Also, I 

think that adding a scoring point for each match, depending on the kind of color or element 

you are using, could be a great addition. 

Theme, Aesthetics, Mechanics, and Technology 

 Possible themes for this game are: 

o Viruses: colored viruses. 

o Troops: A general, soldiers, and troops. 

o Colored happy faces that want the board for themselves. 

o Knights that are trying to conquer a mystical world. 

o Houses (construction expansion in a grid). Two competitive companies trying 

to build in a city. 

o Stores in expansion 

 Other things I need to consider, is competition within the theme. Are the two ǇƭŀȅŜǊΩǎ 

good versus evil, or are more similar, like two opposing teams. 

 I think going 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 based moves.  

 To make it more interesting and more appealing for some people like me, I would like 

it to be futuristic. 

 In terms of story, I think of an interesting story would support the game a little bit, but 

L ŘƻƴΩǘ ǿŀƴǘ ǘƻ ŦƻǊŎŜ ƛǘ ƛƴǘƻ ōŜŎƻƳƛƴƎ ŀ ǊŜŀƭƭȅ Ŏƻmplicated role game. 

 I also want the cards to balance to each side, so the game can play against you or both 

players in some way. What I mean with this, is that a player could take a card that let 

him remove 1 of his General tokens, but also allows the other player to remove 1 of his 

General tokens. 

 Some other ideas for this game could be to add obstacles (using 2 extra dice with 

coordinates on the board) 
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 I want to make the board themed with an interesting image on the bottom. 

Prototype 1  
 

Physical setup  
The game would contain the following: 

 1 board 

 70 green General figures 

 70 green Commander figures 

 70 green Soldier figures 

 70 blue General figures 

 70 blue Commander figures 

 70 blue Soldier figures 

 A set of 40 cards 

 4 blue 6 sided special dice (more probabilities for the soldier, and less for the 

commander, and even less for the general).  With this, I mean 3 chances for the 

Soldier, 2 chances for the Commander, 1 chance for the General. 

 4 green 6 sided special dice 

 Two 10 sided dice (different color) 

  

Ruleset 
The ruleset will be the following: 

¢ƘŜ hōƧŜŎǘƛǾŜ ƻŦ ǘƘŜ ƎŀƳŜ ƛǎ ǘƻ άŎƻƴǉǳŜǊέ ǘƘŜ ōƻŀǊŘΦ 

1. ¢ǿƻ ǇƭŀȅŜǊǎ ƛƴ ŜŀŎƘ ǎƛŘŜ ƻŦ ǘƘŜ άōƻŀǊŘέΦ 9ŀŎƘ ƻŦ ǘƘŜƳ selects a color (green or blue). 

2. Each player has 4 dice (that are colored or marked in their particular color). Each 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 is a set of cards with challenges 
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5. Before each game, one of the players has to shuffle the cards and put them on the side 

of the board 

6. The game is turn-based.  The two players throw one of the 10 sided dice to see who 

throws the bigger number. The one who gets it starts the game. 

7. Every turn, the player has to throw the 4 dice. Then the player has to take 1 card from 

the deck. 

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

another turn. 

9. After the player decided on play a card (follow instructions), he has to make an 

άŀŘǾŀƴŎŜƳŜƴǘέ 

10. 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 of the character chips of his color either on any free square 

on his first line of the board (the horizontal set of spaces closest to the player), or in a 

free space next to a chip of the same kind and color either horizontally or vertically. 

11. Once it is done, the ǇƭŀȅŜǊΩǎ ƎŀƳŜ ƛǎ ŘƻƴŜΣ ŀƴŘ ƛǘΩǎ ǘƘŜ ƴŜȄǘ ǇƭŀȅŜǊǎ ǘǳǊƴΦ 

12. The game ends when the board is complete. 

13. Once the board is complete, the score is calculated, by multiplying the amount of 

soldier * 1, the Commanders *2, and the General *3. 

14. The player with more score wins the game 

15. 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. You can put a general in the coordinates given by the dice. Replace 

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 immediately played) 

i. You throw one less dice in this turn 
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ii. Your opponent can remove one of your soldiers from the board 

Playtest 1  
 

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

The card set I designed is the following: 
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The play testing took place in the Get In Line room, and it was a match between me and Andy 

Federspiel. The game took place around 9:30, January 22nd.  The match lasted close to 30 

minutes (but involved a lot of talking with my play tester, so the game can be a little shorter).  

 

Some of the ideas for prototype 1, were not executed completely, because of materials. I used 

6 sided dice for the selection of characters, and made a number association: 

6 is general (1/6 chance) 

5,4 are Commanders (1/3 chance) 

1,2,3 are Soldiers. (1/2 chance) 

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

For the characters, I used several kinds of colored stones and chips. Which is not the ideal, but 

it was all I could find at that point in time. Hopefully in a new iteration I can get a better 

material.  
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So some of the comments related to something I planned for next iterations. 

 

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 as following: 

1. Andy: 25 Soldiers, 17 Commanders, 19 Generals = 116 points 

2. Me: 22 Soldiers, 12 Commanders,  5 Generals = 63 points 
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In the game, he blocked my generals, and did not allow me to stop his movement. 

The comments of the play tester made me execute some changes of mechanics while playing; 

because of the mechanics was not feeling natural. The comments were the following: 

1. Less Bad Cards 

2. More attack cards 

3. The probability for each troop was interesting. 

4. Commander was confusing (too close to General) 

5. Change dice and maybe color code 

6. Add a Start Zone or End Zone 

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

movement 

8. Some of the grammar in some cards was not correct. 

9. Overall it was Fun 

10. I should have stronger cards (more chance of changing the outcome of the game) 
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Prototype 2  
After all the comments on Playtest 1, I changed several things of my game: 

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

 

  I color coded the dice (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. I maintained the probabilities: 1/6 G, 1/3 L, ½ S. 

.  

 I changed the order of the taking of the cards. Now it is done at the end of the turn. 

 I fixed the grammar in the cards, so they are more clearly understood 
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 I changed the name of Commander to Lieutenant  in order to make a better distinction 

with the general 

 I added several cards to the pool of cards, and some more powerful, in a way that the 

game could be changed and be more interesting (the basic rules remain the same). 

o Any Soldier chip can remove an adjacent enemy SOLDIER chip 

o Throw a 7 or more to remove all 8 surrounding chips from one of your 

GENERAL chip from the board. 

o 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 

o You must remove ANY chip placed in the coordinates given by the two 10 sided 

dice 
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o You can remove ANY enemy chip in your starting line 

o Replace any of your lieutenant chips for a General Chip 

o Replace one of your soldier chips for a lieutenant chip 

 

Playtest  2 
 

For the second play testing I used the prototype 2.  I play tested with my play testing group 

consisting of Whitney Babcock-McConnell, Michael Cole and Ryan Kim. This was done in the 

first floor of the ETC building. 

We set up a Match of my game (unnamed yet) between Michael and Whitney. The match 

lasted from 18:30 to 19:15, i.e. approximately 15 minutes. Both players seemed really engaged 

in the game, and once they realized the strategy, they were really focused on winning. 

 

The match ended with the following scores: 

1. Michael: 25 Soldiers, 16 Lieutenants, 8 Generals = 81 points 



17 

 

 

2. Whitney: 22 Soldiers, 16 Lieutenants, 13 Generals = 93 points 

 

Whitney won the match.  
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The overall comments were that it was a fun game. And while they were playing, their 

comment was that they liked the game so far. They liked the strategy of the game. 

¢ƘŜȅ ŘƛŘƴΩǘ ǳƴŘŜǊǎǘŀƴŘ one of the rules, and they found some errors in the grammar of the 

cards. Everyone made some good suggestions.  

Some of the things I caught as problems while they were playing were the following: 

 ά¢ƘǊƻǿ ƻƴŜ ƳƻǊŜ ŘƛŎŜέ ŎŀǊŘΥ {ƘƻǳƭŘ ǎŀȅ ά¢ƘǊƻǿ ƻƴŜ ƳƻǊŜ ŘƛŜ ŀƎŀƛƴέ 

 Every white card should say Save of play in your next turn. 

 With the new cards, there was a risk of having an game that could not be ended. 

Fortunately it was not the case.  

 Some possible ending scenarios could be: 

o /ŀǊŘǎ ŘƻƴΩǘ ǊŜǎƘǳŦŦƭŜ 

o You get every enemy starting square 

o You finish the board 

 I need to be more explicit when someone can do any more moves, in terms of what 

they can do 

 

Some of the suggestions were the following: 

 The first line should have a name like START ZONE or something like that 

 It was not clear at first that they could move horizontally. It was in the rules, but I 

ŘƛŘƴΩǘ ŜȄǇƭŀƛƴ ƛǘ ǿŜƭƭΦ 
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 They should roll right away, before using any cards 

 .ƭŀŎƪ ŎŀǊŘǎ ŘƻƴΩǘ Ŏƻǳƴǘ ŀǎ ƻne of the Two playable cards on each turn 

 They wanted more black cards that do some random danger. 

 ¢ƘŜ ŎŀǊŘ ǘƘŀǘ ǎŀƛŘ άwŜǇƭŀŎŜ ƻƴ ƻŦ ȅƻǳǊ [ƛŜǳǘŜƴŀƴǘέ ǿƛǘƘ ŀ ƎŜƴŜǊŀƭ ǎƘƻǳƭŘ ōŜ ǎǇŜƭƭŜŘ 

correctly 

 The option of moving diagonally was good and fun. 

 They wanted some cards for rapid development 

 Also some cards that will discard your hand, make you lose a card, or not allow the 

player to play a card next turn 

Lƴ ǎŎŀƭŜ ŦǊƻƳ м ǘƻ рΣ ǘƘŜ ƎŀƳŜ ǊŜŎŜƛǾŜŘ ǘǿƻ пǎ ŀƴŘ ƻƴŜ оΦрΦ ¢ƘŜ оΦр ƳŜƴǘƛƻƴŜŘ ƘŜ ŘƛŘƴΩǘ ƭƛƪŜ 

long games. 

 

Prototype  3 
 

I maintained the board, because it suited me well for play testing, and it was clear enough. 

CƻǊ ǘƘŜ ƴŜȄǘ Ǉƭŀȅ ǘŜǎǘƛƴƎΣ LΩƳ ŎƘŀƴƎƛƴƎ ǘƘŜ rules to the following (in red are the changes) 

Physical  setup 
The game would contain the following: 

 1 board 

 70 green General figures 

 70 green Commander figures 

 70 green Soldier figures 

 70 blue General figures 

 70 blue Commander  Lieutenant figures 

 70 blue Soldier figures 

 A set of 40 cards 

 4 blue 6 sided special dice 

 4 green 6 sided special dice 
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 Two 10 sided dice (different color) 

 

Ruleset 
The ruleset will be the following: 

The Objective of the ƎŀƳŜ ƛǎ ǘƻ άŎƻƴǉǳŜǊέ ǘƘŜ ōƻŀǊŘΣ or conquer the enemy START zone 

completely 

16. ¢ǿƻ ǇƭŀȅŜǊǎ ƛƴ ŜŀŎƘ ǎƛŘŜ ƻŦ ǘƘŜ άōƻŀǊŘέΦ 9ŀŎƘ ƻŦ ǘƘŜƳ ǎŜƭŜŎǘǎ ŀ ŎƻƭƻǊ όƎǊŜŜƴ ƻǊ ōƭǳŜύΦ 

17. Each player has 4 dice (that are colored or marked in their particular color) 

18. Each player has access to little figures that represent general, commanders and 

soldiers that are colored in their color that have certain color coding: RED for soldier, 

YELLOW for lieutenant and GREEN for general. 

19. There is a set of cards with challenges 

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

of the board 

21. The game is turn-based.  The two players throw one of the 10 sided dice to see who 

throws the bigger number. The one who gets it starts the game. 0 is the lowest 

number, 9 is the highest number 

22. Every turn, the player has to throw the 4 dice. Then the player has to take 1 card from 

the deck. 

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

another turn. 

24. After the player decided on play a card (follow instructions), he has to make an 

άŀŘǾŀƴŎŜƳŜƴǘέ 

25. Each die define which kind of character can advance (General, Commander Lieutenant 

or Soldier). So, for each turn, the player advances up to four times. To make an 

advancement, the player has to put one of the character chips of his color either on 

any free square on his first line of the board, called the START ZONE, (the horizontal 

set of spaces closest to the player), or in a free space next to a chip of the same kind 

and color either Horizontally or Vertically. 

26. In any moment of their turn, the players can play up to two cards they have saved. 

27. Once it is done, the player has to take a card from the deck, and the pƭŀȅŜǊΩǎ ƎŀƳŜ ƛǎ 

ŘƻƴŜΣ ŀƴŘ ƛǘΩǎ ǘƘŜ ƴŜȄǘ ǇƭŀȅŜǊǎ ǘǳǊƴΦ 

28. The game ends when the board is complete or they conquered the enemy line. 
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29. Once the board is complete, the score is calculated, by multiplying the amount of 

soldier * 1, the Commanders *2, and the General *3. 

30. The player with more score wins the game 

31. 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. You can put a general in the coordinates given by the dice. Replace 

whatever is already there. 

iv. You can remove any opposing soldier in the board 

v. Throw one more dice in this turn 

vi. The other  player has one less dice in his next throw 

vii. Any General chip can remove an adjacent enemy soldier or lieutenant 

chip 

viii. Any lieutenant chip you command can remove an adjacent enemy 

soldier 

ix. Throw a 7 or more to remove all 8 surrounding hips from one of your 

general chips from the board 

x. Throw a 7 or more to remove 3 surrounding chips from one of your 

lieutenant chip 

xi. You can remove any chip in your starting line 

xii. Replace any of your lieutenant chips for a general chip 

xiii. Replace one of your soldier chips for a lieutenant chip  

b. Negative cards (they are immediately played) 

i. You throw one less dice in this turn 

ii. Your opponent can remove one of your soldiers from the board 

iii. You must remove any chip placed in the coordinates given by the  two 

10 sided dice. 
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Playtest 3  
 

For the third play testing, I play tested with a group consisting of Aaron Vanderbeek, Naveem 

Nair and Chris Stagno. In this occasion, the players were Naveem, and Chris. The game was 

done at 12.25, at the Game Design workshop class. Due to time constraints, the game did not 

end, but several suggestions were made: 

 Naveem thought that the generals are hard to use, and to move. 

 They thought the game was only about blocking, and that attacking should be more 

predominant 

 They thought that the black cards were too bad for the players. It would be better to 

have only attack cards. 

 Aaron mentioned considering to upgrade with the dice, instead of the cards.  

 ¢ƘŜǊŜ ŀǊŜ ǎƻƳŜ ŎŀǊŘǎ ŀǘ ǘƘŜ ōŜƎƛƴƴƛƴƎ ǘƘŀǘ ŘƻƴΩǘ ǘƻ ǘƘŀǘ ƳǳŎƘΣ ŀƴŘ ƘŀǾŜ ǘƻ ōŜ ǎŀǾŜŘ 

 DŜƴŜǊŀƭ άōƻƳōέ ŎŀǊŘ Ŏƻǎǘ ǎŜŜƳǎ ǘƻ ōŜ ǘƻƻ ƘƛƎƘΦ  

 They wanted combat a lot sooner and a lot more. 

 

Prototype  4 
 

My own observations were that there should be an attack once or twice by turn, and those 

attacks could be done with chips, and maybe with upgrades. 

A new turn could involve: 

 Throwing the dice, making 2 moves.  

 Attacking (rank difference: A general fights a soldier, and turns into a lieutenant, or a 

Lieutenant fights a soldier and turns into a soldier. 

 Using 1 or 0 cards to upgrade your chips or whatever your card says. 

 Making 2 other moves 

 Attacking (rank difference: A general fights a soldier, and turns into a lieutenant, or a 

Lieutenant fights a soldier and turns into a soldier. 

 Using 1 or 0 cards to upgrade your chips or whatever your card says. 

 Taking a card from the deck. 
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 The turn ends. 

The fact that there is more attack implies a requirement of change in the end-mode. Since the 

dice now have value in attack, the game could now finish when a player gets 3 of their chips in 

the enemy Start Zone. 

To make it more clearly, I designed a new set of cards, and a new board (the previous one was 

just a big grid with colored numbers. The new set of cards now is more about upgrading than 

attacking, but there are still random attacks included. Also, they have a clearer iconography so 

you know what kind of card it is.  

 

The physical setup would remain the same, but the rules would change: 

 

Ruleset 
 

The Objective of the ƎŀƳŜ ƛǎ ǘƻ άŎƻƴǉǳŜǊέ ǘƘŜ ōƻŀǊŘΣ or conquer the enemy START zone 

completely  is to put three of your troops in the enemy Start Zone. 

1. ¢ǿƻ ǇƭŀȅŜǊǎ ƛƴ ŜŀŎƘ ǎƛŘŜ ƻŦ ǘƘŜ άōƻŀǊŘέΦ 9ŀŎƘ ƻŦ ǘƘŜƳ ǎŜƭŜŎǘǎ ŀ ŎƻƭƻǊ όƎǊŜŜƴ ƻǊ ōƭǳŜύΦ 

2. Each player has 4 dice (that are colored or marked in their particular color) 
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3. Each player has access to little figures that represent general, commanders and 

soldiers that are colored in their color that have certain color coding: RED for soldier, 

YELLOW for lieutenant and GREEN for general. 

4. There is a set of cards with challenges 

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

of the board 

6. The game is turn-based.  The two players throw one of the 10 sided dice to see who 

throws the bigger number. The one who gets it starts the game. 0 is the lowest 

number, 9 is the highest number 

7. Every turn, the player has to throw the 4 dice. Then the player has to take 1 card from 

the deck. 

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

another turn. 

9. After the player decided on play a card (follow instructions), he has to make an 

άŀŘǾŀƴŎŜƳŜƴǘέ 

10. Each die define which kind of character can advance (General, Commander Lieutenant 

or Soldier). So, for each turn, the player advances up to four times. To make an 

advancement, the player has to put one of the character chips of his color either on 

any free square on his first line of the board, called the START ZONE, (the horizontal 

set of spaces closest to the player), or in a free space next to a chip of the same kind 

and color either Horizontally or Vertically. 

11. An attack consist in the following: If you have a troop with certain value, you can 

attack an adjacent enemy chip: 

a. If both chips are of the same kind, they both die 

b. If your piece is a general, and the other chip is a soldier, the other piece is 

removed, and your general turns into a lieutenant 

c. If your piece is a Lieutenant, and the other chips is a soldier, the other piece is 

removed, and your Lieutenant turns into a soldier 

d. If your piece is a general, and the other chip is a lieutenant, the other piece is 

removed, and your general turns into a soldier.  

12. In each turn, the player makes 2 advancements, makes zero or  one attack, uses 0 or 1 

card, then 2 more advancements, zero or one attack, and then the turn ends. 

13. In any moment of their turn, the players can play up to two cards they have saved. 
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14. Once it is done, the player has to take a card from the deckΣ ŀƴŘ ǘƘŜ ǇƭŀȅŜǊΩǎ ƎŀƳŜ ƛǎ 

ŘƻƴŜΣ ŀƴŘ ƛǘΩǎ ǘƘŜ ƴŜȄǘ ǇƭŀȅŜǊǎ ǘǳǊƴΦ 

15. The game ends when the board is complete or they conquered the enemy line. The 

game ends, when a player manages to put three of their troops in the enemy start 

zone. 

16. Once the board is complete, the score is calculated, by multiplying the amount of 

soldier * 1, the Commanders *2, and the General *3. 

17. The player with more score wins the game 

18. 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. You can put a general in the coordinates given by the dice. Replace 

whatever is already there. 

iv. You can remove any opposing soldier in the board 

v. Throw one more dice in this turn 

vi. The other  player has one less dice in his next throw 

vii. Any General chip can remove an adjacent enemy soldier or lieutenant 

chip 

viii. Any lieutenant chip you command can remove an adjacent enemy 

soldier 

ix. Throw a 7 or more to remove all 8 surrounding hips from one of your 

general chips from the board 

x. Throw a 7 or more to remove 3 surrounding chips from one of your 

lieutenant chip 

xi. You can remove any chip in your starting line 

xii. Replace any of your lieutenant chips for a general chip 

xiii. Replace one of your soldier chips for a lieutenant chip  

b. Negative cards (they are immediately played) 

i. You throw one less dice in this turn 
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ii. Your opponent can remove one of your soldiers from the board 

iii. You must remove any chip placed in the coordinates given by the  two 

10 sided dice 

19. The cards are the following 

 

L ŀƭǎƻ ƎŀǾŜ ǘƘŜ ƎŀƳŜ ŀ ƴŜǿ ƴŀƳŜΥ ά¢ƘŜ DŜƴŜǊŀƭΩǎ {ǘǊŀǘŀƎŜƳŀέΦ 

Playtest 4  
Chris Stagno and Andy Federspiel played a small iteration on this new version on 2/6/2009 

approximately at 4.30 pm. The playtesting took place at the second floor of the ETC building. 

 ¢ƘŜȅ ǘƘƻǳƎƘǘ ǘƘŀǘ ǘƘŜ ƴŜǿ ǊǳƭŜǎ ǿŜǊŜ ǘƻƻ ŎƻƳǇƭƛŎŀǘŜŘ ŀƴŘ ǘƻƻ ǊƛƎƛŘΣ ǎƻ ǘƘŜȅ ǿŜǊŜƴΩǘ 

motivated to play again with that structure. 
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The comments that were made: 

 άLΩƳ ƭƻǎǘ ǿƛǘƘ ǘƘŜ ǘǳǊƴ ǘƘƛƴƎ ƴƻǿΦέ 

 The order is really annoying. 

 The score is too hard to count 

 Bombs need to be more gratifying 

Prototype 5  
Based on the review, I did a quick revision to the rules and started a new game. 
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I changed the rules, so that the order of the attack was not important (you can attack at any 

point, only once) and also use up to two cards anytime before your turn ends.  

The game ends also with the player with more general in the field if there are no more moves. 

If the game is a tie, then the amount of lieutenants unties. This allows the winner to be easier 

to determine (counting is less painful). 

Ruleset 
 

The Objective of the ƎŀƳŜ ƛǎ ǘƻ άŎƻƴǉǳŜǊέ ǘƘŜ ōƻŀǊŘΣ or conquer the enemy START zone 

completely  is to put three of your troops in the enemy Start Zone or to have the most  amount 

generals on the board. 

1. ¢ǿƻ ǇƭŀȅŜǊǎ ƛƴ ŜŀŎƘ ǎƛŘŜ ƻŦ ǘƘŜ άōƻŀǊŘέΦ 9ŀŎƘ ƻŦ ǘƘŜƳ ǎŜƭŜŎǘǎ ŀ ŎƻƭƻǊ όƎǊŜŜƴ ƻǊ ōƭǳŜύΦ 

2. Each player has 4 dice (that are colored or marked in their particular color) 

3. Each player has access to little figures that represent general, commanders and 

soldiers that are colored in their color that have certain color coding: RED for soldier, 

YELLOW for lieutenant and GREEN for general. 

4. There is a set of cards with challenges 

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

of the board 

6. The game is turn-based.  The two players throw one of the 10 sided dice to see who 

throws the bigger number. The one who gets it starts the game. 0 is the lowest 

number, 9 is the highest number 

7. Every turn, the player has to throw the 4 dice. Then the player has to take 1 card from 

the deck. 

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

another turn. 

9. After the player decided on play a card (follow instructions), he has to make an 

άŀŘǾŀƴŎŜƳŜƴǘέ 

10. Each die define which kind of character can advance (General, Commander Lieutenant 

or Soldier). So, for each turn, the player advances up to four times. To make an 

advancement, the player has to put one of the character chips of his color either on 

any free square on his first line of the board, called the START ZONE, (the horizontal 

set of spaces closest to the player), or in a free space next to a chip of the same kind 

and color either Horizontally or Vertically. 

11. An attack consist in the following: If you have a troop with certain value, you can 

attack an adjacent enemy chip: 
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a. If both chips are of the same kind, they both die 

b. If your piece is a general, and the other chip is a soldier, the other piece is 

removed, and your general turns into a lieutenant 

c. If your piece is a Lieutenant, and the other chips is a soldier, the other piece is 

removed, and your Lieutenant turns into a soldier 

d. If your piece is a general, and the other chip is a lieutenant, the other piece is 

removed, and your general turns into a soldier.  

12. In each turn, the player makes 2 advancements, makes zero or  one attack, uses 0 or 1 

card, then 2 more advancements, zero or one attack, and then the turn ends. In each 

turn, the player has to make four advancements, make zero to one attack and use zero 

to two cards whenever he wants before the turn ends. 

13. In any moment of their turn, the players can play up to two cards they have saved. 

14. Once it is done, the player has to take a card from the deck, and the playeǊΩǎ ƎŀƳŜ ƛǎ 

ŘƻƴŜΣ ŀƴŘ ƛǘΩǎ ǘƘŜ ƴŜȄǘ ǇƭŀȅŜǊǎ ǘǳǊƴΦ 

15. The game ends when the board is complete or they conquered the enemy line. The 

game ends when a player manages to put three of their troops in the enemy start zone 

or when there are no more moves. The amount of generals is counted, and whoever 

has more wins. 

16. Once the board is complete, the score is calculated, by multiplying the amount of 

soldier * 1, the Commanders *2, and the General *3. 

17. The player with more score wins the game 

18. 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. You can put a general in the coordinates given by the dice. Replace 

whatever is already there. 

iv. You can remove any opposing soldier in the board 

v. Throw one more dice in this turn 

vi. The other  player has one less dice in his next throw 

vii. Any General chip can remove an adjacent enemy soldier or lieutenant 

chip 
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viii. Any lieutenant chip you command can remove an adjacent enemy 

soldier 

ix. Throw a 7 or more to remove all 8 surrounding hips from one of your 

general chips from the board 

x. Throw a 7 or more to remove 3 surrounding chips from one of your 

lieutenant chip 

xi. You can remove any chip in your starting line 

xii. Replace any of your lieutenant chips for a general chip 

xiii. Replace one of your soldier chips for a lieutenant chip  

b. Negative cards (they are immediately played) 

i. You throw one less dice in this turn 

ii. Your opponent can remove one of your soldiers from the board 

iii. You must remove any chip placed in the coordinates given by the  two 

10 sided dice 

19. The cards are the following 
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Playtest 5  
Chris Stagno and Andy Federspiel played this new version on 2/6/2009 approximately at 4.50 

pm. The playtesting took place at the second floor of the ETC building. 
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With the new revised rules, the game took place, and I got the following reviews, about the 

attack system: 

 It seems too much about attacking now. It seemed that the game would not advance 

anymore. The order of the plays, made it really hard to attack another soldier, and 

then actually advance. 

 The attacking makes it easier to advance, but the end goal of the game, still seems 

difficult. 

 If the end game is reaching the enemy start zone, then the common strategy is to fill 

your own start zone with chips, and make it hard for the enemy to reach it. 

 There is a mix of attack in the cards and in the gameplay that is sometimes confusing 

 The upgrades should have been given to every troop instead of particular upgrades for 

each type of troop. 

 The movement card and the concept should say expansion. 

 

Personally, I thought at the beginning that the attack would give the game more of a dynamic 

feeling, but I felt it more fulfilling to be a game that had the attack only on cards, and the 

expansion only on dice. 
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Some people told me to move the attack to the dice, but after this iteration, I felt that it would 

be better to incorporate some of the attacking to avoid blocking completely, BUT, not every 

troop against every troop. 

Counting just the generals, Chris won 14 generals to 13 generals. 

 

Prototype 6  
 

Based on the feedback, I changed my game, so instead of attacking with the dice, you would 

actually ƻƴƭȅ ǳǎŜ ǘƘŜ ƎŜƴŜǊŀƭ ŦƻǊ άŎƻŜǊŎƛƴƎέ ŜƴŜƳȅ ǎƻƭŘƛŜǊǎΦ Lƴ ǘhis way, the general would help 

the troop advance, by replacing an enemy soldier with a personal soldier. This allows the 

player to win access to blocked spaces, without having to require attacks. All other attacks 

now are not valid. 

Another change is that the upgrade cards are used for every troop instead for the ones 

mentioned in the card. 

Without attacking, it gets really hard to get to the enemy first line, so I preferred to go back to 

just general counting. 

Ruleset 
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The Objective of the ƎŀƳŜ ƛǎ ǘƻ άŎƻƴǉǳŜǊέ ǘƘŜ ōƻŀǊŘΣ or conquer the enemy START zone 

completely  is to put three of your troops in the enemy Start Zone or  is to have the most  

amount generals on the board. 

1. ¢ǿƻ ǇƭŀȅŜǊǎ ƛƴ ŜŀŎƘ ǎƛŘŜ ƻŦ ǘƘŜ άōƻŀǊŘέΦ 9ŀŎƘ ƻŦ ǘƘŜƳ ǎŜƭŜŎǘǎ ŀ ŎƻƭƻǊ όƎǊŜŜƴ ƻǊ ōƭǳŜύ. 

2. Each player has 4 dice (that are colored or marked in their particular color) 

3. Each player has access to little figures that represent general, commanders and 

soldiers that are colored in their color that have certain color coding: RED for soldier, 

YELLOW for lieutenant and GREEN for general. 

4. There is a set of cards with challenges 

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

of the board 

6. The game is turn-based.  The two players throw one of the 10 sided dice to see who 

throws the bigger number. The one who gets it starts the game. 0 is the lowest 

number, 9 is the highest number 

7. Every turn, the player has to throw the 4 dice. Then the player has to take 1 card from 

the deck. 

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

another turn. 

9. After the player decided on play a card (follow instructions), he has to make an 

άŀŘǾŀƴŎŜƳŜƴǘέ 

10. Each die define which kind of character can advance expand (General, Commander 

Lieutenant or Soldier). So, for each turn, the player advances expands his troops up to 

four times. To make an advancement expansion, the player has to put one of the 

character chips of his color either on any free square on his first line of the board, 

called the START ZONE, (the horizontal set of spaces closest to the player), or in a free 

space next to a chip of the same kind and color either Horizontally or Vertically. 

11. An attack consist in the following: If you have a troop with certain value, you can 

attack an adjacent enemy chip: 

a. If both chips are of the same kind, they both die 

b. If your piece is a general, and the other chip is a soldier, the other piece is 

removed, and your general turns into a lieutenant 

c. If your piece is a Lieutenant, and the other chips is a soldier, the other piece is 

removed, and your Lieutenant turns into a soldier 
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d. If your piece is a general, and the other chip is a lieutenant, the other piece is 

removed, and your general turns into a soldier.  

12. Coercion consists in the following: If you have a general adjacent to a soldier (only 

vertically or horizontally), your general can transform the enemy soldier into a soldier 

of his own troop. 

13. In each turn, the player makes 2 advancements, makes zero or  one attack, uses 0 or 1 

card, then 2 more advancements, zero or one attack, and then the turn ends. In each 

turn, the player has to make four advancements, make zero to one attack and use zero 

to two cards whenever he wants before the turn ends. In each turn, the player has to 

make four advancements. In each turn, the player has to make up to four expansions, 

make zero to one coercion, and use zero to two cards whenever he wants before the 

turn ends. 

14. In any moment of their turn, the players can play up to two cards they have saved. 

15. Once it is done, the player has to take a card from the deckΣ ŀƴŘ ǘƘŜ ǇƭŀȅŜǊΩǎ ƎŀƳŜ ƛǎ 

ŘƻƴŜΣ ŀƴŘ ƛǘΩǎ ǘƘŜ ƴŜȄǘ ǇƭŀȅŜǊǎ ǘǳǊƴΦ 

16. The game ends when the board is complete or they conquered the enemy line. The 

game ends when a player manages to put three of their troops in the enemy start zone 

or when there are no more moves. The amount of generals is counted, and whoever 

has more wins. 

17. Once the board is complete, the score is calculated, by multiplying the amount of 

soldier * 1, the Commanders *2, and the General *3. 

18. The player with more score wins the game 

19. 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. You can put a general in the coordinates given by the dice. Replace 

whatever is already there. 

iv. You can remove any opposing soldier in the board 

v. Throw one more dice in this turn 

vi. The other  player has one less dice in his next throw 

vii. Any General chip can remove an adjacent enemy soldier or lieutenant 

chip 
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viii. Any lieutenant chip you command can remove an adjacent enemy 

soldier 

ix. Throw a 7 or more to remove all 8 surrounding hips from one of your 

general chips from the board 

x. Throw a 7 or more to remove 3 surrounding chips from one of your 

lieutenant chip 

xi. You can remove any chip in your starting line 

xii. Replace any of your lieutenant chips for a general chip 

xiii. Replace one of your soldier chips for a lieutenant chip  

b. Negative cards (they are immediately played) 

i. You throw one less dice in this turn 

ii. Your opponent can remove one of your soldiers from the board 

iii. You must remove any chip placed in the coordinates given by the  two 

10 sided dice 

20. The cards are the following 
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Playtest 6  
The playtesters for this iteration were John Conomikes and Michael Cole (meeting with 

playtesting group) at 2/6/2009 approximately at 6:30 pm. The playtesting took place at the 

first floor of the ETC building. Whitney Babcock-McConnell was also present. 

As a general comment, I told them the new rules, and explained that the cards for upgrades 

ǿŜǊŜ ǘƻ ōŜ ǳǎŜŘ ōȅ ŀƴȅ ǘǊƻƻǇΦ !ƭǎƻ L ŜȄǇƭŀƛƴŜŘ ǘƘŀǘ ǘƘŜȅ ŎƻǳƭŘ ŎƘƻƻǎŜ ǳǇ ǘƻ ƻƴŜ άŎƻŜǊŎƛƻƴέΣ 

and up to two cards per turn. That was easier to explain. And it made it clearer. I also 

explained that the game was won with the player with more generals on the board at the end. 

The game took a wrong turn at some point, when John decided that he felt that the game 

should be about territory, and the amount of generals was purely random.  

This situation, made him play more territorial, which allowed Michael to be the first to stop 

playing, but win because of the amount of generals. I felt it to be unfair somehow. 
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I received the following feedback: 

 {ƻƳŜ ƻŦ ǘƘŜ ǊǳƭŜǎ ŀǊŜ Ŏƻƻƭ ǘƻ ƳŜΣ ŀƴŘ ǎƻƳŜ L ŘƻƴΩǘ ƪƴƻǿ Ƙƻǿ ǘƻ ŦŜŜƭ ŀōƻǳǘ ǘƘŜƳΦ 

 LΩƳ ƴƻǘ sure about the coercion 

 What if you get blocked with a lieutenant 

 Just counting generals, can be only assigned to randomness. 

 It should be about territory control 

The game ended, and according to the first ruleset the scores would have been: 
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9 Generals for John / 15 G for Michael => Michael would have won 

But if we count territory: 

9 G + 15 L + 32 S = 56 Troops for John / 15 G + 8 L + 21 S = 44 Troops => John would have won 

If we add the Lieutenants, (3XG, 2XL) John would have gotten 57 points, and Michael 61. If we 

add the soldiers, John would have won. 

I also thought about shifting the scores, but that add a whole new level of complexity to the 

scoring system. 

So I decided to go back to the roots, and make it about the amount of pieces in the block. You 

still have an even chance of getting every piece, but certain pieces let you advance more than 

others, but they are weaker to certain things. 

Prototype 7  
 

In this prototype, I simplified the rules, and now the score that counts is the number of pieces 

once the game is ended, and all the blocking has been done. 

In this prototype the rules are the following: 

Ruleset 
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The Objective of the ƎŀƳŜ ƛǎ ǘƻ άŎƻƴǉǳŜǊέ ǘƘŜ ōƻŀǊŘΣ or conquer the enemy START zone 

completely  is to put three of your troops in the enemy Start Zone or  is to have the most  

amount generals on the board. of the game is to conquer the board, which means, to have the 

most troops in the board, once there are no more movements available. 

1. ¢ǿƻ ǇƭŀȅŜǊǎ ƛƴ ŜŀŎƘ ǎƛŘŜ ƻŦ ǘƘŜ άōƻŀǊŘέΦ 9ŀŎƘ ƻŦ ǘƘŜƳ ǎŜƭŜcts a color (green or blue). 

2. Each player has 4 dice (that are colored or marked in their particular color) 

3. Each player has access to little figures that represent general, commanders and 

soldiers that are colored in their color that have certain color coding: RED for soldier, 

YELLOW for lieutenant and GREEN for general. 

4. There is a set of cards with challenges 

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

of the board 

6. The game is turn-based.  The two players throw one of the 10 sided dice to see who 

throws the bigger number. The one who gets it starts the game. 0 is the lowest 

number, 9 is the highest number 

7. Every turn, the player has to throw the 4 dice. Then the player has to take 1 card from 

the deck. 

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

another turn. 

9. After the player decided on play a card (follow instructions), he has to make an 

άŀŘǾŀƴŎŜƳŜƴǘέ 

10. Each die define which kind of character can advance expand (General, Commander 

Lieutenant or Soldier). So, for each turn, the player advances expands his troops up to 

four times. To make an advancement expansion, the player has to put one of the 

character chips of his color either on any free square on his first line of the board, 

called the START ZONE, (the horizontal set of spaces closest to the player), or in a free 

space next to a chip of the same kind and color either Horizontally or Vertically. 

11. An attack consist in the following: If you have a troop with certain value, you can 

attack an adjacent enemy chip: 

a. If both chips are of the same kind, they both die 

b. If your piece is a general, and the other chip is a soldier, the other piece is 

removed, and your general turns into a lieutenant 

c. If your piece is a Lieutenant, and the other chips is a soldier, the other piece is 

removed, and your Lieutenant turns into a soldier 
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d. If your piece is a general, and the other chip is a lieutenant, the other piece is 

removed, and your general turns into a soldier.  

12. Coercion consists in the following: If you have a general adjacent to a soldier (only 

vertically or horizontally), your general can transform the enemy soldier into a soldier 

of his own troop. 

13. In each turn, the player makes 2 advancements, makes zero or  one attack, uses 0 or 1 

card, then 2 more advancements, zero or one attack, and then the turn ends. In each 

turn, the player has to make four advancements, make zero to one attack and use zero 

to two cards whenever he wants before the turn ends. In each turn, the player has to 

make four advancements. In each turn, the player has to make up to four expansions, 

make zero to one coercions, and use zero to two cards whenever he wants before the 

turn ends. 

14. In any moment of their turn, the players can play up to two cards they have saved. 

15. Once it is done, the player has to take a card from the deckΣ ŀƴŘ ǘƘŜ ǇƭŀȅŜǊΩǎ ƎŀƳŜ ƛǎ 

ŘƻƴŜΣ ŀƴŘ ƛǘΩǎ ǘƘŜ ƴŜȄǘ ǇƭŀȅŜǊǎ ǘǳǊƴΦ 

16. The game ends when the board is complete or they conquered the enemy line. The 

game ends when a player manages to put three of their troops in the enemy start zone 

or when there are no more moves. The amount of generals is counted, and whoever 

has more wins. The game ends when the board is complete. 

17. Once the board is complete, the score is calculated, by counting the amount of pieces. 

The player with more troops in the board wins. 

18. Once the board is complete, the score is calculated, by multiplying the amount of 

soldier * 1, the Commanders *2, and the General *3. 

19. The player with more score wins the game 

20. 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. You can put a general in the coordinates given by the dice. Replace 

whatever is already there. 

iv. You can remove any opposing soldier in the board 

v. Throw one more dice in this turn 

vi. The other  player has one less dice in his next throw 
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vii. Any General chip can remove an adjacent enemy soldier or lieutenant 

chip 

viii. Any lieutenant chip you command can remove an adjacent enemy 

soldier 

ix. Throw a 7 or more to remove all 8 surrounding hips from one of your 

general chips from the board 

x. Throw a 7 or more to remove 3 surrounding chips from one of your 

lieutenant chip 

xi. You can remove any chip in your starting line 

xii. Replace any of your lieutenant chips for a general chip 

xiii. Replace one of your soldier chips for a lieutenant chip  

b. Negative cards (they are immediately played) 

i. You throw one less dice in this turn 

ii. Your opponent can remove one of your soldiers from the board 

iii. You must remove any chip placed in the coordinates given by the  two 

10 sided dice 

21. The cards are the following 
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Playtest 7  
For this prototype, I tried playing against myself this game on 2/8/2009 at 4:00 pm. 

I noticed some inconsistencies with the cards I was using and some of the grammar. 

I found that lieutenants were good to block, but had no other special power by themselves. I 

thought that the chance of upgrading should be a lot more, in order to have a battle of powers 

in the stage, which just adds to the scoring thing 

Overall, I think changing the cards would give this game a better impression, and make it 

clearer. 

Prototype 8  
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For this prototype, I changed the cards, to make them more differentiable by the colors. I also 

changed the grammar in some of the cards, and I made all of the upgrades to be the same kind 

of upgrade. I also changed some of the name of type of card to represent the concept better. 

Ruleset 
 

The Objective of the ƎŀƳŜ ƛǎ ǘƻ άŎƻƴǉǳŜǊέ ǘƘŜ ōƻŀǊŘΣ or conquer the enemy START zone 

completely  is to put three of your troops in the enemy Start Zone or  is to have the most  

amount generals on the board. of the game is to conquer the board, which means, to have the 

most troops in the board, once there are no more movements available. 

1. ¢ǿƻ ǇƭŀȅŜǊǎ ƛƴ ŜŀŎƘ ǎƛŘŜ ƻŦ ǘƘŜ άōƻŀǊŘέΦ 9ŀŎƘ ƻŦ ǘƘŜƳ ǎŜƭŜŎǘǎ ŀ ŎƻƭƻǊ όƎǊŜŜƴ ƻǊ ōƭǳŜύΦ 

2. Each player has 4 dice (that are colored or marked in their particular color) 

3. Each player has access to little figures that represent general, commanders and 

soldiers that are colored in their color that have certain color coding: RED for soldier, 

YELLOW for lieutenant and GREEN for general. 

4. There is a set of cards with challenges 

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

of the board 

6. The game is turn-based.  The two players throw one of the 10 sided dice to see who 

throws the bigger number. The one who gets it starts the game. 0 is the lowest 

number, 9 is the highest number 

7. Every turn, the player has to throw the 4 dice. Then the player has to take 1 card from 

the deck. 

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

another turn. 

9. After the player decided on play a card (follow instructions), he has to make an 

άŀŘǾŀƴŎŜƳŜƴǘέ 

10. Each die define which kind of character can advance expand (General, Commander 

Lieutenant or Soldier). So, for each turn, the player advances expands his troops up to 

four times. To make an advancement expansion, the player has to put one of the 

character chips of his color either on any free square on his first line of the board, 

called the START ZONE, (the horizontal set of spaces closest to the player), or in a free 

space next to a chip of the same kind and color either Horizontally or Vertically. 

11. An attack consist in the following: If you have a troop with certain value, you can 

attack an adjacent enemy chip: 

a. If both chips are of the same kind, they both die 
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b. If your piece is a general, and the other chip is a soldier, the other piece is 

removed, and your general turns into a lieutenant 

c. If your piece is a Lieutenant, and the other chips is a soldier, the other piece is 

removed, and your Lieutenant turns into a soldier 

d. If your piece is a general, and the other chip is a lieutenant, the other piece is 

removed, and your general turns into a soldier.  

12. Coercion consists in the following: If you have a general adjacent to a soldier (only 

vertically or horizontally), your general can transform the enemy soldier into a soldier 

of his own troop. 

13. In each turn, the player makes 2 advancements, makes zero or  one attack, uses 0 or 1 

card, then 2 more advancements, zero or one attack, and then the turn ends. In each 

turn, the player has to make four advancements, make zero to one attack and use zero 

to two cards whenever he wants before the turn ends. In each turn, the player has to 

make four advancements. In each turn, the player has to make up to four expansions, 

make zero to one coercions, and use zero to two cards whenever he wants before the 

turn ends. 

14. In any moment of their turn, the players can play up to two cards they have saved. 

15. Once it is done, the player has to take a card from the deckΣ ŀƴŘ ǘƘŜ ǇƭŀȅŜǊΩǎ ƎŀƳŜ ƛǎ 

ŘƻƴŜΣ ŀƴŘ ƛǘΩǎ ǘƘŜ ƴŜȄǘ ǇƭŀȅŜǊǎ ǘǳǊƴΦ 

16. The game ends when the board is complete or they conquered the enemy line. The 

game ends when a player manages to put three of their troops in the enemy start zone 

or when there are no more moves. The amount of generals is counted, and whoever 

has more wins. The game ends when the board is complete. 

17. Once the board is complete, the score is calculated, by counting the amount of pieces. 

The player with more troops in the board wins. 

18. Once the board is complete, the score is calculated, by multiplying the amount of 

soldier * 1, the Commanders *2, and the General *3. 

19. The player with more score wins the game 

20. 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. You can put a general in the coordinates given by the dice. Replace 

whatever is already there. 
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iv. You can remove any opposing soldier in the board 

v. Throw one more dice in this turn 

vi. The other  player has one less dice in his next throw 

vii. Any General chip can remove an adjacent enemy soldier or lieutenant 

chip 

viii. Any lieutenant chip you command can remove an adjacent enemy 

soldier 

ix. Throw a 7 or more to remove all 8 surrounding hips from one of your 

general chips from the board 

x. Throw a 7 or more to remove 3 surrounding chips from one of your 

lieutenant chip 

xi. You can remove any chip in your starting line 

xii. Replace any of your lieutenant chips for a general chip 

xiii. Replace one of your soldier chips for a lieutenant chip  

b. Negative cards (they are immediately played) 

i. You throw one less dice in this turn 

ii. Your opponent can remove one of your soldiers from the board 

iii. You must remove any chip placed in the coordinates given by the  two 

10 sided dice 

21. The cards are the following 
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Playtest 8 
 

This playtest took place in the second floor of the ETC at 10:30 pm, 2-9-2009. 

The players were Kana Otaki and Andrew Federspiel. The game made more sense this time for 

Andrew, which played previous versions. 
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The comments I received where: 

 LǘΩǎ ƎƻƻŘ ǘƘŀǘ ǘƘŜǊŜ ŀǊŜ ǾŀǊȅƛƴƎ ǎǘǊŀǘegies to the game 
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 The way that your general work, is because of the upgrade cards 

 The time passed much faster while playing this game. 

 The colors are confusing 

The players noticed some errors (adyacent Ą adjacent), and they suggested some new cards, 

such as Heavy coercion and use the diagonal move to either expand or coerce. 

The game ended 55 points to Andrew and 45 to Kana. We just counted the chips in one side. 

Andy won for 5 points. 

This required me to make a new final set of cards (with no text problems). 
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Final Ruleset  and Prototype  
The final prototype is the following: 

 

Physical Setup 
 

The game would contain the following: 

 1 board 

 

 Figures 
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o 70 green General figures  

o 70 green Lieutenant figures 

o 70 green Soldier figures 

o 70 blue General figures 

o 70 blue Lieutenant figures 

o 70 blue Soldier figures 

 A set of 60 cards 
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 Dice 

 

o 4 blue 6 sided special dice: 3 Soldier sides, 2 Lieutenant Sides, 1 General Side. 

o 4 green 6 sided special dice: 3 Soldier sides, 2 Lieutenant Sides, 1 General Side. 

o 2  10 sided dice (green and yellow). 

 


