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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

In
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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

8



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

10




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.

11
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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 | addal 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).

(0]

o

Any Soldier chip can remove an adjacent enemy SOLDIER chip

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

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

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

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



0 You can remove ANY enemy chip in your starting line
0 Replace any of youieutenantchips for a General Chip

0 Replace one of your soldier chips for a lieutenant chip

Playtest 2

For the second play testingisedthe prototype 2 | play tested with my play testing group
consisting of Whitney Babcod®kcConnell Michael Cole and Ryan Kifthis was done in the
first floor of the ETC building.

We set up a Match of my game (unnamed yet) between Michael and Whitneymd@tch
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 Soldierd,6 Lieutenants, 8 Generals = 81 points

16



Whitney won the match.

17



The overall comments were that it was a fun gawed while they were playing, their
comment was that they liked the game . They liked the strategy of the game.

¢ KS@& RA RY Qdne ad#ifeRubed Bt thgyRound some errors in the grammar of the
cards. Everyone made some good suggestions.

Some of the things | caught as problems while they were playing were theifadjo
cGCKNRYG 2yS Y2NBE RAOS¢ OFNRY {K2dzZ R alre dac¢KN
¢ 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.

e Some poss$ie ending scenarios could be:
o /I NRa R2y Qi NBaAKdZFTES
0 You get every enemy starting square
0 You finish the board

¢ | 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:
e The firstline should have a name like START ZONE or something like that

e |t was not clear at first that they could move horizontally. It was in the rules, but |
RARY QG SELXFAY Al ¢Sttt o
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e They should roll right away, before using any cards
e . £ 101 Ol NRa& n&kd tfieTivo plagabis/céardslod ea¢h turn
e They wanted more black cards that do some random danger.

e ¢KS OFNR GKFG aFAR awSLX FOS 2y 2F @2dz2NJ [ ASdz
correctly

e The option of moving diagonally was good and fun.
e They wanted eme cards for rapid development

e Also some cards that will discard your hand, make you lose a card, or not allow the
player to play a card next turn

Ly aoFrfS FTNRY m (G2 pX G4KS 3AFYS NBOSAOGSR (62 na
long games.

Prototype 3

| maintained the board, because it suited me well for play testing, and it was clear enough.
C2NJ GKS ySEG LI I & rueStathe\foll@vihg (In Y aredtielchamgdsy 3 (K S

Physical setup
The game would contain the following:

e 1 board

70 green General figures

e 70 green Commander figures

e 70 green Soldier figures

e 70 blue General figures

o 70 blueGemmanderLieutenantfigures
e 70 blue Soldier figures

e A setof4Qcards

e 4 blue 6 sided special dice

e 4 green 6 sided special dice
19



e Two 10 sided dicifferent color)

Ruleset
The ruleset will be the following:

The Objectiveofth@ I YS A& (2 & OdyelindzSrNg enériySTARZ tolR =
completely

16.¢ 62 LI I @8SNB Ay SIOK &aARS 2F GKS 4062 NRéd 9
17. Each playehas 4 dice (that are coloras—markedin their particular color)

18. Each player has access to little figures that represent general, commanders and
soldiers thatare-colored-intheircelothat have certain color coding: RED for soldier,
YELLOW for lieutamt 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 turbased. The two players throw one of the 10 sided dice to see who
throwsthe bigger number. The one who gets it starts the gatnie.the lowest
number, 9 is the highest number

22. Every turn, the player has to throw the 4 didden-the-player-hasto-take-1-eardfrom

25. Each die define which kind of character can advance (Ge@aaimandet ieutenant
or Soldier). So, for each wirthe player advares 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 boacdlled the START ZQNthe horizontal
set of spaces closest to the pkx), or in a free space next to a chip of the same kind
and color eitheHorizontally orVertically.

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

27.0nce it is donethe player has to take a card from the deakdthe pf @ SN a 3IF YS A a
R2ySs IyR AGQ&8 (GKS ySEG LI I @SNBE (dNy @

28. The game rds when the board is complete they conquered the enemy line

20



29. Once the board is complete, the score is calculated, by multiplying the amount of
soldier * 1, the Commanders *2, and the Gealet3.

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)

Vi.

Vil.

viii.

Xi.

Xii.

Xiii.

Your general can kill an adjacent enemy commander

. Your commander can kill aadjacent enemy soldier

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

whatever is already there.

You can remove any opposing soldier in the board
Throw one more dice in this turn

Theother player has one less diceliis next throw

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

Any lieutenant chip you command can remove an adjacent enemy
soldier

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

general chips from the board

Throw a 7 or moréo remove 3 surrounding chips from one of your
lieutenant chip

You can remove any chip in your starting line
Replace any of your lieutenant chips for a general chip

Replace one of your soldier chips for a lieutenant chip

b. Negative cards (they are immedifteplayed)

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

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

10 sided dice.

21



Playtest 3

For thethird play testing I play tested witha goup consistingof Aaron Vanderbeek, Naveem
Nair and Chris Stagnim this occasion, the players were Naveem, and Chhie game was
done at 12.25at the Game Design workshop cld3se to time constraints, the game did not
end, bu several suggestionsete made:

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

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

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

e Aaron mentioned considering to upgrade with the dice, instead of the cards.
e ¢CKSNBE IINB &a2YS OFNRA G GKS o0S3IAyyAy3a GKI G
e DSYSNIf 4o2Y0é¢ OFNR O2aid asSSyvya (2 o06S (22 KA

e They wanted combat a lot soer and a lot more.

Prototype 4

My own observations were that therdasuld be an attack once or twice by tyrand those
attacks could be done with chips, and maybe with upgrades.

A newturn could involve:
e Throwing the dicemaking 2 moves.

e Attacking fank difference: Ayeneral fights soldier, and turns into a lieutenant, or a
Lieutenantfights a soldier and turns into a soldier.

e Usingl or Ocards to upgrade your chips whatever your card says
e Making 2 other moves

e Attacking (rank difference: A geral fights a soldier, and turns into a lieutenant, or a
Lieutenant fights a soldier and turns into a soldier.

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

e Taking a card from the deck.
22



e The turn ends.

The fact that there is more attk implies a requirement of change in the emtbde. 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, | designed a new set of cards, and a new boaptd€theus one was

just a big grid with colored humbers. The new set of cards now is more about upgrading than
attacking, but there are still random attacks included. Also, they haeagericonography so

you know what kind of card it is.

(]

The physicadetup would remain the same, but the rules would change:

Ruleset

The Objective of tha@- A3 /ehndzS M
completely is to put three of your troops in the enemy Start Zone

1. ¢g2 LI IF28SNBR AY | SIROK D1rRE 2% KkSYaasdst SO
2. Each player has 4 dice (that are colossdnarkedin their particular color)
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3. Each player has access to little figures that represent general, commanders and
soldiers thatare-colored-intheircelothat 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 turbbased. Th two players throw one of the 10 sided dice to see who
throws the bigger number. The one who gets it starts the gdirie.the lowest
number, 9 is the highest number

7. Every turn, the player has to throw the 4 di@den-the-player-hasto-take-1-eardfrom

ave it for

10. Each die define which kind of character can adegi@eneralcemmandet_ieutenant
or Soldier). So, for each turn, the player adwesap 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 boacd]led the START ZON{Ehe 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 s®ldier, 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 advanceitsemakes zero or one attack, uses 0 or 1
card, then 2 more advancements, zero or one attack, and then the turn ends.

se-saved.
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14. Once it is donethe player has to take a card fromelleck 'y R G KS LJX I @ SNDa
R2ySs IyR AGQa G(KS ySEG LI &@SNR (dNy o

indhe

zone.




10 sided dice

19. The cards are the following

UPGRADE

e

g

You can replace one of
your SOLDIER chips

UPGRADE

-

Nt

You can replace one of
your LIUTENANT chips

You can position a
SOLDIER chip in the
coordinates given by

the two 10 sided dice if

You can position a
LIUETENANT in the
coordinates given by

4

You can throw a dice
one more time to get
another troop in the

boar

One of your troops can
be expanded diagonally
for this turn with this
card.

ATTACK

Throw the two 10 sided |

dice to get the coordi-
nates of a bomb. If an
enemy is in that spot,
that chip and up to two
enemy chips surroun-
ding it are destroyed

with a LIUETENANT with a GENERAL chip s the two 10 sided dice if
| chip | the space is empty or the space is empty or
‘ | enemy occupied enemy occupied.
EXPANSION MOVEMENT

ATTACK

.

Select one of your GE-
NERALS. Throw one 10
sided dice. If the value
is 5 or more, then up to
%enemy surrounding
hips cSyou select) are
estroyed

BLOCKING

Your enemy gets one
less dice throw in his

UPGRADE

e

. e

You can replace one of

UPGRADE

—_—

=) . e

You can reg;lace one of

ATTACK

Select one of your |
LIUETENANTS. Throw
one 10 sided dice. If the
value is 5 or more, then

Xt turn. our SOLDIER chips our LIUTENANT chips t t
e witha LIGETENANT ||| "With a GENERAL chip || | g Chine (e selecty
‘l | chip ‘ are destroyed
L Ftaz 3FI4S 0KS 3JFLYS | ySé yIYSY
Playtest 4

G¢KS DSYSNIf Q:

ChrisStagnoand AndyFederspiel played a small iteration on this new version on 2/6/2009

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

tKSe@

i K2 dzaKi

i KF

i GKS ySs

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

e GLQY f 2alzNFA IKAYRAS y2 g D¢
e The order is really annoying.
e The score is too hard to count

e Bombs need to be more gratifying

Prototype 5

Based on the review, | did a quick revision to the rules and started a new game.

27



| changed the rules, so that the order of the akkagas not important (you can attack at any
point, only once) and also use up to two cards anytime before your turn ends.

The game endalsowith the playemwith more general in the field if there are no more moves.
If the gameis a tie, then theamount oflieutenants untiesThis allowshe winner to be easier
to determine (counting is less painful).

Ruleset

The Objective of th&: A y SN S RP
completelyis to put three of your troops in the enemy Startn@mr to have the most amount
generals on the board.

1. ¢g2 LIXIE&@SNBR Ay SIFIOK AARS 2F (G(KS dao02lF NR{ED 9
2. Each player has 4 dice (that are colossdnarkedin their particular color)

3. Each player has access to little figeithat represent general, commanders and
soldiers thatare-colored-intheircelothat 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 playemsto shuffle the cards and put them on the side
of the board

6. The game is turbased. The two players throw one of the 10 sided dice to see who
throws the bigger number. The one who gets it starts the gdirie.the lowest
number, 9 is the highest number

7. Every turn, the player has to throw the 4 diddentheplayerhastotake-lcardfrom

ave it for

10. Each die define which kind of character can advance (Ge@aalmandel ieutenant
or Soldier). So, for each turn, the player advangp to four times. To make an
advancement, the player has to put one of the chaeachips of his color either on
any free square on his first line of the boacd/led the START ZQNltBe 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. Anattack 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 gur 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.

- leachturnthe playermakes 2 advancementsmakeszero-oroneattackuses O or 1
cardthen 2 more-advancementszero-orone-attack-—and-thenthe turh éndach

turn, the player has to make four advaments, make zero to one attack and use zero
to two cards whenever he wants before the turn ends.

re-saved.

14. Once it is donethe player has to take a card from the deakd the playBld 31 YS A &
R2ySs IyR AGQa (KS ySEG LI &@SNB (dNy o

A ptdhey Hinghe
game ends when a player manages to put three of tlieps in the enemy start zone
or when there are no more moves. The ambohgenerals is countednd whoever
has more wins.

mount of




19. The cards are the following
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UPGRADE

o

You can replace one of
your SOLDIER chips

UPGRADE

i | !ﬁ‘

A~

| You can replace one of
your LIUTENANT chips

SCOUT

You can position a
SOLDIER chip in the
coordinates given by

the two 10 sided dice if

SCOUT

You can position a
LIUETENANT in the
coordinates given by

the two 10 sided dice if

with a LIUETENANT with a GENERAL chip : :
chip the space is empty or the space is empty or
enemy occupied enemy occupied.

EXPANSION

You can throw a dice
one more time to get
another troop in the

MOVEMENT

One of your troops can
| be expanded diagonally
| for this turn with this
card.

ATTACK

Throw the two 10 sided

| dice to get the coordi-
nates of a bomb. If an
enemy is in that spot,

that chip and up to two

ATTACK

@& |

Select one of your GE-
| NERALS. Throw one 10
sided dice. If the value
is 5 or more, then up to
%enemy surrounding

enemy chips surroun- hi I
bos ding it are destroyed Ipséz::»;;;jd) RE

BLOCKING

Your enemy gets one
less dice throw in his
next turn.

UPGRADE

| Youcan regace one of

| your SOLDIER chips

with a LIUETENANT
chip

UPGRADE

You can replace one of
your LIUTENANT chips
with a GENERAL chip

EA ! !ﬁ' |

ATTACK

oo

Select one of your
| LIUETENANTS. Throw
one 10 sided dice. If the
value is 5 or more, then
up to 2 enemy surroun-
ing Chips (you select)
are destroyed

Playtest 5

Chris Stagno and Andy Federspiel played this new version on 2/6&3p06ximatelyat 4.50

pm. Theplaytesting took place at the second floor of the ETC building.




With the new revised ruleshe game took place, and | got the following reviews, about the
attack system:

e |t 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

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

e |f the end game is reaching the enemy start zone, thEndommon strategy is to fill
your own start zone with chips, and make it hard for the enemy to reach it.

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

e The upgrades should have been given to every troop insteadrt€piar upgrades for
each type of troop.

e The movement card and the concept should say expansion.

Personally, | thought at the beginning that the attack would give the game more of a dynamic
feeling, but | felt it more fulfilling to be a game that haetattack 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, | 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, | changed my game, so instead of attacking with the dice, you would
actually2 yf @ dzaS GKS 3ISYSNIf T hiddvay e GhaiwsiddéelSy SY &
the troop advance, by replacing an enemy soldier with a personal soldier. This allows the

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

now are not valid.

Another change is thahe 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 | preferred to go back to
just general counting.

Ruleset
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The Objective of th&-:
eempletely;s%—puﬁh#ee—e#ye&ﬁmps—m#&e—enemy—&a;@mto have the most

amount generals on the board.

1. ¢ g2 LIl @8SNB Ay SIOK aARS 2F GKS 4062 NRéd 9
2. Each player has 4 dice (that are colossdnarkedin their particular color)

3. Each player has access to little figures that represent general, commanders and
soldiers thatare-colored-intheircelothat have certain color coding: RED for soldier,
YELLOMWbr 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 turbased. The two players throw one of the 10 sided dice ¢ovgeo
throws the bigger number. The one who gets it starts the gdirie.the lowest
number, 9 is the highest number

7. Every turn, the player has to throw the 4 didden-theplayerhastotake-1cardfrom

10. Each die define which kind of character eslvance=xpand(GeneralGommander
Lieutenantor SoldieJ. So, foreach turn, the playeadvanecesxpands his troopap to
four times. To makenadvancementxpansion 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 ZQIihe 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.

34



'- o eralturas i ier.

12. Coerciorconsists in the following: If you have a geneamjacent to a soldier (only
vertically or horizontally), your general can transform the enemy soldier into a soldier
of his own troop.

totwo-cards-whenever-he-wants-before-the-turn-entilseach turn, the player has to
make fouradvancements. In each turthe player has to make up to four expanss,
make zero to one coercigand use zero to two cards whenever he wants before the
turn ends.

re-saved.

15. Once it is donethe player hago take a card fromthede@& Iy R G KS LX I @ SNDa
R2ySs IyR AGQa G(KS ySEG LI &@SNAR (dNy o

Na Adame - ana AR eRthe-bo all ompletdne onhduered-ithe enam\ §he

game ends when a player manages to put three of tliemps in the enemy start zone
or when there are no more moves. The amount of generals is couatetiywhoever
has more wins.

mount of
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10-sided-dice

20. The cards are the following
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UPGRADE

i

\ |
g 3

You can replace one of |
your SOLDIER chips

'UPGRADE

You can replace one of
your LIUTENANT chips |

You can position a
SOLDIER chip in the
coordinates given by

the two 10 sided dice if

You can position a
LIUETENANT in the
coordinates given by

the two 10 sided dice if

You can throw a dice
one more time to get

One of your troops can
be expanded diagonally
for this turn with this |

Throw the two 10 sided
dice to get the coordi-
nates of a bomb. If an

enemy is in that spot, |

that chip and up to two

witye LLL#,EJ ENAE with a GEHEESERE the space is empty or the space is empty or
enemy occupied enemy occupied.
EXPANSION | MOVEMENT ATTACK ATTACK
_— — - —
| | -

Select one of your GE-
NERALS. Throw one 10
sided dice. If the value
is 5 or more, then up to

Your enemy getsone |
less dice throw in his
next turn.

N |
W‘?

You can replace one of
your SOLDIER chips |
with a LIUETENANT

chip

You can replace one of
your LIUTENANT chips
with a GENERAL chip

vy
Select one of your
LIUETENANTS. Throw
one 10 sided dice. If the
value is 5 or more, then
up to 2 enemy surroun-
ing Chips (you select)
are destroyed

another troop in the ardl ) 4 enemy surrounding
b emss T all]| Swjoidche
—_— — cc— E—— L ——— J
BLOCKING | UPGRADE | UPGRADE ATTACK
== o i i

Playtest 6

The playtesters for this iteration wetd®hnCoromikesand Michael Cole (meeting with
playtesting groupgt 2/6/2009 approximately at 6:30 pnThe playtesting took place at the
first floor of the ETC buildingVhitney BabcockicConnell was also present.

As a general comment, | told them the new rules, andarpd that the cards for upgrades
GSNBE (2 0S dzaSR o0& lye GNR2LI® ! faz2 L
and up to two cards per turn. That was easier to explain. And it made it cléatso.

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

The gameook 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 territaki which allowed Michael to be the first to stop
playing, but win because of the amount of generals. | felt it to be unfair somehow.
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| received the following feedback:

e {2YS 2F (KS NMzZ S&a NP 022f G2 YS:=

L QY swelout 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 Genera for John / 15 G for Michael => Michael would have won
But if we count territory
9G+15L +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, daMt. If we
add the soldiers, John would have won.

| also thought about shifting the scores, but that add a whole new level of complexity to the
scoring system.

So | decided to go back to the roots, and make it about the amount of pieces in the ldock. Y
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, | 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 tha-: a
eempletely;s%—pat—th#ee—e#ym*ﬁpe@ps—mme—eneﬁﬁt&n—zenmr is to have the most

amount generals on the boardf 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. ¢ g2 LI I @8SNB Ay SI OK &A RSctsa golodi(dgte®n oit @du2)l NR& & 9 |
2. Each player has 4 dice (that are colossdnarkedin their particular color)

3. Each player has access to little figures that represent general, commanders and
soldiers thatare-colored-intheircelothat have certain color codg: 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 turbased. The two players throw ooéthe 10 sided dice to see who
throws the bigger number. The one who gets it starts the gdirie.the lowest
number, 9 is the highest number

7. Every turn, the player has to throw the 4 didden-the-player-hasto-take-1-eardfrom

it for

10. Each die define which kind of character eslvance=xpand(GeneralGemrander
Lieutenantor Soldier). So, for each turn, the plagahancesxpands his troopap to
four times. To maken-advancementxpansion the player has to put one of the
character chips of his color either on any free square on his first line of thel boa
called the START ZQNithe 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.




'- o eralturas i ier.

12. Coercion consists in the follong: 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.

totwo-cards-whenever-he-wants-before-the-turn-entilseach turn, the player has to
make fouradvancements. 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.

re-saved.

15. Onceit is done,the player has to take a card fromthed&ck Yy R G KS LJX I @ SNDa
R2ySs IyR AGQa G(KS ySEG LI &@SNAR (dNy o

has-mere-winsThe game ends when the board is complete.

17. Once the board is complete, the score is calculated, by counting the amount of pieces.
Theplayer with more troops in the board wins.

mount of




21. The cards are the following
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UPGRADE

-

N - ‘,“I>J

You can replace one of

UPGRADE

-

- “.' -1

You can replace one of

You can position a
SOLDIER chip in the

SCOUT

)

You can position a
LIUETENANT in the

You can throw a dice
one more time to get

One of your troops can
be expanded diagonally
for this turn with this

Throw the two 10 sided
dice to get the coordi-
nates of a bomb. If an
enemy is in that spot,

i 3 coordinates given b coordinates given b
&?&ras 8%,%‘-%,&;&% Y‘?,KLL;%EN'\JEQAI Emgs | the two 10 sided diceylf | the two 10 sided diceyif
chip the space is empty or the space is empty or
‘ | ’ enemy occupied ‘ enemy occupied.
EXPANSION | MOVEMENT ATTACK ATTACK
1 g
ho ¢

Select one of your GE-
NERALS. Throw one 10
sided dice. If the value
is 5 or more, then up to

¥ g ,x\)

A

T

anothertroosinithe Y that chip and up to two enemy surrounding
Book cara. ‘ enemy chips surroun- Ehips you select) are
‘ | dingitare destroyed éestroyed
| |
BLOCKING | UPGRADE | UPGRADE

ATTACK

» Y ‘

Select one of your
LIUETENANTS. Throw

Your enemy gets one one 10 sided dice. If the
less dice throw in his You can re%lace one of You can replace one of value is 5 or more, then
next turn. your SOLDIER chips | your LIUTENANT chips | up to 2 énemy surroun-
| chip [ are destroyed
l | 1
Playtest 7

For this prototype, | tried playing against myself this game on 2/8/2009 at 4:00 pm.
| noticed some incondmencies with the cards | was using and some of the grammar.

| found that lieutenants were good to block, but had no other special power by themselves. |
thought that the chance of upgrading should be a lot more, in order to have a battle of powers

in the gage, which just adds to the scoring thing

Overall, | think changing the cards would give this gafetter impression, and make it

clearer

Prototype 8
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For this prototype, | changed the cards, to make them more differentiable by the colors. | also
changed the grammar in some of the cards, and | made all of the upgrades to be the same kind
of upgrade. | also changed some of the name of type of card to represent the concept better.

Ruleset

The Objective of th&-: a
eempietely;s%—pat—th#ee—e#yeeﬁmps—m#&e—enemy—&aﬁ—zmels to have the most

amount generals on the boardf the game is to conquer the board, which means, to have the
most troops in the board, once there are no more manants available.

1. ¢g2 LIXIE&@SNBR Ay SIFIOK AARS 2F (G(KS dao02lF NR{ED 9
2. Each player has 4 dice (that are colossdnarkedin their particular color)

3. Each player has access to little figures that represent general, comnsaaddr
soldiers thatare-colored-intheircelothat 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 putahéhe side
of the board

6. The game is turbased. The two players throw one of the 10 sided dice to see who
throws the bigger number. The one who gets it starts the gdirie.the lowest
number, 9 is the highest number

7. Every turn, the player has to throvag¢ 4 dice Frentheplayerhastotake-lcardfrom

ave it for

10. Each die define which kind of character esvance=xpand(GeneralGemmander
Lieutenantor Soldier). So, for each turn, the plagavancesxpands his troopap to
four times. To maker-advancementxpansionthe player has to put one of the
characte chips of his color either on any free square on his first line of the board,
called the START ZQNitke 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.




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.

g 00 atta a-4dse zero

to-two-cards-wheneer-he-wants-before-the-turnendB) 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.

aved.

15. Once it is donethe player has to take a card fromthe d&ck I Yy R G KS LJX I @ SNDa
R2ySs IyR AGQ&a G(KS ySEG LX I &SNB (dzNy o

a A NO-MO aala N aalalllal WatllalaYa

has-mere-winsThe game ends when the board is complete.

17. Once the boards complete, the score is calculated, by counting the amount of pieces.
The player with more troops in the board wins.

mount of




1o-sidesdice

21. The cards are the following
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UPGRADE

You can replace one of
your troops with one of
Higher RANK (soldier ->

| littenant, livtenant ->
general)
|

UPGRADE

e

You can replace one of
your troops with one of
Higher RANK (soldier ->
livtenant, livtenant ->
general)

RECKON

@

You can position a
SOLDIER chip in the
coordinates given by

the two 10 sided dice if

the space is empty or
enemy occupied

You can position a
LIUETENANT in the
coordinates given by

the two 10 sided dice if
the space is empty or
enemy occupied.

EXPANSION

P

You can throw a dice

EXPANSION

One of your troops can
be expanded diagonally

BOMB

"

Throw the two 10 sided
dice to get the coordi-

nates of a bomb. Ifan |

ATTACK

‘ W
vy
Select one of your

GENERALS. Throw one 10
sided dice. If the value is 5

7

Your enemy gets one
less dice throw in his
next turn.

You can replace one of
your troops with one of
Higher RANK (soldier ->

liutenant, liutenant ->

general)

-

Y _ Lo

You can replace one of
your troops with one of
Higher RANK (soldier ->

livtenant, liutenant ->

| general)

: t 3 5 : enemy is in that spot, , th t
%r:‘e" mz:et ;%nge itr?t ee for this turr::i with this that chYp and up to two e:;g;) {ﬁwpi';ﬁﬁafeit
‘ boart card, enemy chips surroun- vertically or horizontally
| ding it are destroyed (you select) are destroyed
| | |
BLOCKING | UPGRADE | UPGRADE | ATTACK

vy

Select one of your
LIUTENANT. Throw one
10 sided dice. If the value
is 5 or more, thenupto 3
enemy troops adyacent

vertically or horizontally
(you select) are destroyed

Playtest 8

This playtest took place ié¢ second floor of the ETC at 10:30 pr®-2009.

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

Andrew, which played previous versions.




The comments | received where:

e LGQa 322R GKF{ dpisSoNmR gamdlB G NBAY 3 &0 NI
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e The way that your general work, is because of the upgrade cards
e The time passed much faster while playing this game.
e The colors are confusing

The players noticed some errors (adyacAntdjacent), and they suggested some new cards,
such & 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 prohlems
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Final Ruleset and Prototype
The final prototype is the following:

Physical Setup

The game would contain the following:

e 1 board

(]

e Figures
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0 70 green General figures
o0 70 greerLieutenantfigures
o0 70 green Soldier figures
0 70 blue General figures

0 70 blueLieutenantfigures
0 70 blue Soldier figures

e A set of60 cards
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Dice

0 4 blue 6 sided special dice: 3 Soldier sides, 2 Lieutenant Sides, 1 General Side.
0 4 green 6 sided special dicg Soldier sides, 2 Lieutenant Sides, 1 Gerg&ida.

0 2 10 sided dice (green and yellow).
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