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Included in this package
1 Game Board

4 Control Panels
4 Sarship Tokens
4 Setsof four-sided dice, for atotal of 20

3 Stsof energy towers, for atotal of 21
4 Energy markersto keep track of life totals

1 Golored six-sided die

Stating the problem

The goal of this assignment is to design and create a game that utilizes dice as a main mechanic,
or that at least features dice as one of its primary elements. Before the brainstorming process
takes place, the intended awghice will be stated to be young adults. This intended audience
could change according to any ideas that doobme up during brainstorming. The problem,
then, will be to:

Design and develop an engaging game for young adults that features dice as an
important element.

Interesting ways of using dice | have encountered

| have played many games that utilize dice to some extestme of them in an innovative or
interesting way. Some of the most interest dice mechanics that | have encountered in my
gaming expegnce include:

1. Monopolyand thereward for rolling doubles Getting rewarded for rolling doubles feels
right, for some reason. Being punished for rolling doubles three times in a row is a very
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2. Settlers of Catarand choosing what rolled numbers to benefit fromat setugp L (i Q&
usually a probability exerciséut which resources you want to have accessdoring
the game also influences your decisiot { § SSG alLl2G&a¢ ySIN &AES
considered higtvalue real estate

3. Vampire: the Masqueradand letting players roll more dice In this tabletop role
playing game you need to roll dice to perform relevant actions. You need at least one
dice roll to be over a set number in order to perform the action. Being better at that
action lets you roll more dice and therefore have a better chance at succeefixig.



and Allieshas a similar mechanic, letting players roll more dice for more soldiers in
battle.

4. Dugeons and Dragons (3.&hd different dice for different purposes Dung®ns and
Dragons is based on the twentyded die, but other dice are used for more purposes.
Six, eight and tensided dice are commonly used for weapon and spell damage, for
example.

5. Dungeons and Dragons (3.8hd opposed rolls It is usual for a strugglbetween
characters to be decided by who rolls the highest number. Modifiers usually apply,
giving the players bonuses to the roll depending on traits like level, or who is the
offender.

6. Axis and Allieand making lower rolls more desirableWe tend to asociate high rolls
with good results, but Axis and Allies is all about rolling epic ones.

7. Scattegoriesand the twentysideddie with letters. The best way to choose a letter at
random.

8. The general concept afacking life points with dice particularly pecent dice.

Brainstormed Idea s

Mechanics

1. Players can choose which combination of dice to roll according to the number they need
to roll.

Each player has a good die and a bad die, used for good and bad effects.

Each player has a beneficial number and a hatmfimber they can roll on the dice.

Player rolls public dice and secret dice, which only he knows about.

Player rolls a dice that everyone except him can see.

There exists a pool of dice and each round players take turns choosing which dice to roll.
No two players can roll the same die in one round and sometimes it is beneficial to roll
low dice and other times high dice.

7. Foursided die to determine wind direction.

8. Sixsided die to determine a side or ex of ahex

9. Roll 1d6 + 1d8.

10.1d6 beneficial for oppnent, 1d8 for you.

11.1d6 hurts opponent, 1d8 benefits you.

12.Rolling doubles on uneven dice benefits you.

13.3 numbers: one public, one secret, one only you cannot see.

14.You have dice and coins. Coins buy you dice.

15.0ne coin buys you one die for this turn, fiversoone die for the whole game.
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16.Players have a number of dice for each turn, which they may spend in a number of
different ways or tasks.

17.Players have d4s, d6s, d8s, and d10s. They spend them for different actions. The d4s can
only be used to empower throsv

18.You can spend money to get powaps, more dice, or temporary dice.

Technology

1. Using several kinds of dice at once. 4, 6, 8, 10, 12 and 20 sided.
Mechanism for hiding one or more dice rolls.

Mechanism for hiding a dice roll only from certain players.

Dice with letters on their faces.

Dice with customized symbols on their faces.

Dice as digits for different based numbers. Eiglded die: base 8 number.

Hexes in the board.

Players have a player board that represents them. This board has HP and a ndmber o
actions they can perform.
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Story

1. 1d4: North, south, east, west.
2. 1d4: Add, sutract, multiply, divide.
3. 1d6: Sixpack.
4. Wind direction: for tennis, golf, flying objects, flying an airplane.
Aesthetics
1. Colors in dice as indicative of something.
2. Player boardas a lot of tables representing stats so players can track with counters.

Brainstorming ideas for particular case

Players have a number of dice for each turn, which they may spend in a
number of different ways or tasks.

1. Battle between spaceships.
2.0n a grid.
3. Actions: movement, repair, attack, defend.

4. Scale for movement to represent speed, so players can't go from very low to very fast too
quick.



5. If player moves to fast, he must set his marker at a low speed afterward, to represent a
turbo.

6. Scale for Hit Points.

7. Player has 4d6 and 1d10, every time he is hit he loses 1d6.

8. Player always rolls for defense.

9. Player saves dice to roll for defense.

10. If player saves dice to roll for defense, this number should be secret.
11. If playersaves dice to roll for defense and nobody attacks him, he gains some HP.
12. Lost dice can be recuperated.

13. Players can spend HP to gain extra dice for the turn.

14. Players can sacrifice defense to power up attack.

15. Defense is a set number.

16. Defase is die roll plus a set number.

17. Grid: hexes or squares?

18. Defense is a set number, equal to number of remaining d6.

19

Play with foussided instead of sixided.

20. Players can only move forward.

21. Is it possible to shoot front and back?

22.Turn phases must be: mowwhootmoveshootmove-shoot and end with repair.
23. Tensided might not be necessary.

24. You may not need to lose a die when hit.

25. Planets could be added as obstacles.

Starship Combat: Version 1

This game includes
1 playingboard.
5 sets of colored dice. (5 fogided dice per color, 25 total)

5 player boards.



5 starhip markers.
10 energy/movement markers.

5 temporary movement markers.

Goal
Your goal is to be the last spaceship standing in thisfiseall space fight. Toalso, you must
move strategically and balance your actions right.

Setup

Each player places his starship token randomly in one of the squares labeled "outer rim", facing
the center of the board. Then, each player places his player board in front of hirsedsithe
movement marker to 4 and the energy marker to 10.

Each player startsith all his colored dice activand available to him.

A starship must always be placed on the board on the center points of the hexagons and must
always face a line.

The game

Players take turns moving through space and attacking each other. During their turnssplayer
can perform a number of actions: attack, move and repair the ship. They can dedicate up to two
dice to any of these tasks, and may leave any number of dice urtosad in the starship's
defense.

The turn

Players musimove through space and attack other starships. The actions to be performed
during a turn are: movement, attack and repair. Movement is the only action that must be
performed. At the end of turn, thactive player moves all dice from the "spent energy" zone
and places them in the "available energy" zone.

Movement

A player must move during his turn a number of spaces equal to, one higher, or one lower than
what his movement marker indicates. Before viry, she may roll up to two dice and add or
subtract the total rolled to his movement spaces for this turn. She must choose to do so before
moving any spaces. After moving, she must set the movement marker to the number of spaces
moved. If she chose to ddany die rolls to her movement total, she must set her movement



marker to 2 at the end of the turn. Any dice rolled by the player become inactive and must be
placed in the "spent energy” zone.

A starship can only move in three directions: directly over line it is facing or the ones to
each of its sides. When a starship moves, it must be placed on the hexagon it is moving to
facing the direction opposite from the line through which it moved into the hexagon.

After entering each hexagon, a player méypase to enter the attack phase. If she chooses to
do so, she must place a temporary movement marker on the movement scale in the square
corresponding to the number of moves she has left. This marker is removed when attack is
resolved.

Attack

The attack fhase can be entered multiple times in a turn, before moving or after entering a
hexagon. A player may choose to attack any other starship that is in range. A starship is
considered in range if it is within two legal moves of the active player's starship.

When attacking a starship, a player chooses to roll any number of dice. The attacked player
then may choose to roll up to two dice to defend herself. If the total rolled by the attacking
player exceeds the total rolled by the defending player by a numissatgr than the number of
remaining foursided dice the defending player has (this includes inactive dice), then the
defending player must discard one of his faitled dice. When a player discards his last four
sided die, he loses the game. All dice mblfer attack and defense then become inactive and
are placed in the spent dice box. Any dice rolled by both players become inactive and must be
placed in the "spent energy"” zone.

Example: Player 1 has five active feided die, and he chooses to attadayer 2 with two of

them. Player 2 has three remaining fesided die, but only two of them are active, since he
already defended himslef against another player last tuptayer 2 chooses to defend with two
four-sided die. Player 1 then proceeds to atamlling a 4 and a 3, for a total of 7. Player two

rolls a 1 and a 2, for a total of three. Player 1's total must exceed Player 2's total by more than
three (because Player 2 has 3 remaining die), which it does, so Player 2 must discard a die. All
dice olled by the players then become inactive and are placed in the "spent energy" zone.

A player may attack any player more than once per turn, but only once from any given hexagon
(even if the hexagon is left and-emtered).



Repair

In this phase, a playenay attempt to recover a previously discarded die. To do so, the player
rolls any number of dice. The total rolled must be higher than twice the number of remaining
dice the player has (this includes inactive dice) which is to mean higher than 8 for four
remaining dice, than 6 for three, than 4 for two and than 2 for one. A player can never have
more than five dice. If the player succeeds, the recovered die is placed in the "spent energy"
zone. A player may only attempt a repair once per turn.

End of turn

At end of turn, the player whose turn is ending moves all dice from the "spent energy" zone and
into the "available energy" zone. She may spend any dice for defending during other players'
turns, but any dice spent on other players' turns do not becomailable again at the
beginning of his turn, but at the end.

The player then places his movement marker in the 2 position if any dice were added to the
movement marker during the turn.

Winning the game

When only one player has dice left, he wins the game.

Losing the game

When a player discards his last die, he loses the game.

First Playtesting Session

A The first playtesting session was conducted with a group of four other people, making for a
five-player match.

A Players took a while to understand the ruldsit playing through the game helped them
understand easier. Also, not having enough feitled dice proved detrimental to the

experience.
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play.

A Players expressed that meplay was too complicated and some mechanics lacked
consistency.

A Some additional corrections were made as the game ran, which provided for excellent
feedback.



Specific feedback

> >y > >y > D>

Consider adding a turning mechanic that allows the ship to do a 180.
Considemusing more dice to allow for more actions.

Make the whole map a big hex.

Rolling for defense is a cool mechanic, do not get rid of it.

Activating all dice at tend of turn feels weird.

Do not activate dice both at the beginning and end of the turn.
Theme he player boards as control panels.

Possible solutions

A

> > > >

Add a turning mechanic that allows players to perform a 180 degree turn, but costs one
movement unit.

Keep the number of dice constant, but make themsided dice.

Will make the map a big hex.

Increase the number of dice and discard the idea of dice representing lives.

Activate the dice at the beginning of the turn, because it feels unnatural not to do anything
at beginning of turn.

Starship Combat: Version 2

This game includes

1 playing board.

5 set of colored dice. (5 foesided dice per color, 25 total)

5 player boards.

5 starhip markers.

10 energy/movement markers.

5 temporary movement markers.

5 energy level markers.

Goal
Your goal is to be the last spaceship standing in thisfiveall spacdight. To do so, you must
move strategically and balance your actions right.

Setup



Each player places his starship token randomly in one of the squares labeled "outer rim", facing
the center of the board. Then, each player places his player board ihdfdrim and sets the

movement marker to 4 anthe-energy-markerte-1the energy level marker to.5

Each player starts with all his colored dice active and available to him.

A starship must always be placed on the board on the center points of thegbexand must
always face a line.

The game

Players take turns moving through space and attacking each other. During their turns, players
can perform a number of actions: attack, move and repair the ship. They can dedicate their
active dice to any of thestasks, and may leave any number of dice unused to aid in the
starship's defense.

A phyer may never roll a number dice greater than his current energy level to perform an
action.

The turn

Players start their turns by moving all dice from the "spen¢rgy” zone and placing them in
the "available energy" zone. Players must move through space and attack other starships. The
actions to be performed during a turn are: movement, attack and repair. Movement is the only

action that must be performed each turm—the—end—ef—twn—the—aetnm—player—meves-au—dlce

Movement

A player must move during his turn a number of spaces equal to, one higher, or one lower than
what his movement miker indicates. Before moving, she may w@ily number ofdice (lower

than or equal to her current energy level)d add orsubtract the total rolled tdrermevement
spacesforthisturthe maximum number of spaces she could move this.t&me must choas

to do so before moving any spaces. After moving, she must set the movement marker to the
number of spaces moved-she-chose-to-add-any-dierolisto-hermovementtofahdding dice

to the total makes her move over fiveexagors, she must set her moveent marker to 2 at the

end of the turn. Any dice rolled by the player become inactive and must be placed in the "spent
energy" zone.
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A starship can only move in three directions: directly over the line it is facing or the ones to
each of its sides. Whem starship moves, it must be platen the hexagon it is movirfgcing
the direction opposite from the line through which it moved into the hexagon.

Also, a player may do a 180 degree full turn as part of his movement, but this action counts as if
she move one hexagon.

After entering each hexagon, a player may choose to enter the attack phase. If she chooses to
do so, she must place a temporary movement marker on the movement scale in the square
corresponding to the number of moves she has left. This araik removed when attack is
resolvedand is used to remember how many moves the player has left

Attack

The attack phas can be entered multiple times in a turn, before moving or after entering a
hexagon. A player may choose to attack any other star#hgh is in range. A starship is
considered in range if it is within two legal moves of the active player's starship.

When attacking a starship, a player chooses to roll any number of dice. The attacked player
then may choose to roliny number oflice todefend hersel{no more than her current energy
level, though) If the total rolled by the attacking player exceeds the total rolled by the
defending player by a numb@qual to or greater than her current energy Ie@ea!eer—than
e-dice),

then the defending player mushove his energy marker one level down the sadikcard-one
ofhisfoursided—dice When a playercannot move his energy level marker further down
discads-hislastfousided-de, he loses the game. All dice rolled for attack and defense then
become inactivend are placed in the spent energy zone

11



A player may attack any player more than once per turn, but only once from any given hexagon
(even if the hexagon is left and-emtered).

Repair

In this phase, a player may attempt to recover a joasly lost energy levelTo do so, the
player rolls any number of digequal to or lower than his energy levelhe total rolled must
be higher than twicdnis current energy levahe-rumberofremaining-dice-theplayerhas{this
ireludes-ractive-dicayhich is to mean higher than 8 farcurrent level fourthan 6 forcurrent
level three, than 4 forcurrent leveltwo and than 2 forcurrent levelone. A player can never
havean energy level higher than fivaere-than-five-dicelf the player succeedbe regains one
energy levetherecovered-die-is-placed-inthe“spent-energy“zof@layer may only attempt

a repalr once per turn.

End of turn

The player then places his movement marker in thposition if any dice were added to the
movement marker during the turn.

Winning the game

When only one player hamergy levels lefthe wins the game.

Losing the game
When a playetoses his last energy leydie loses the game.
Second Playtesting Ssan

A Playtested with three players.

A New system with five fousided dice available to players at all times handles better.

A Five dice per person seems like a good number for three players, but may not be enough for
more players.
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A Turning mechanic adds a It the flow of the game, as players do not feel frustrated when
they are close to another starship but cannot shoot it because they are awkwardly
positioned. Turning fixes this problem in an apparently good manner.

A Attack system should be modified so ttdefender wins in case of a tie. Also, rules should
be rewritten to better express the bonus defender gets for his energy level.

Player feedback

A Adding planets may not be good idea. Players suggested to focus on other problems first.

A Number of dice feelsght.

A It becomes easy to shoot and destroy players with low energy level, so maybe something
should be done to prevent this.

A Movement is still a bit confusing, especially since the playtesting board is not themed or
colored.

Possible solutions:

A Change comtssystem so defender wins in case of a tie.

A Let players roll any number of dice for defense.

A Add special rules for different number of players, particularly the number of dice players
can use, and maybe vary the size of the board (more playtesting isredquith greater
number of players).

Third Playtesting Session

A This session was conducted before altering the rules after the second platyesting session.

A Playtested with four players.

A Five dice per person held up relatively well with four players. | festi 4dding one more
dice may be too much.

A Players found it difficult to identify with the theming, and expressed discontent about some
decisions been made with theming in mind, over other decisions they deemed more logical.

A Players seemed to enjoy the gammeich less than previous playtesting group.

AL 20aSNBSR GKIFG GSFYAYy3 dzLJ F3FAyad | LX &S
experience, as he may lose the game very quick. Team combat could fix this.

Player feedback

A The Control Panel section is Weésigned and is the most interesting part of the game.

A The mechanic for saving and distributing dice for actions is fun.

A The board is too confusing, hexes and triangles are too much to have at the same time. One
suggestion was to remove one of the two.

13



A

One player suggested that it should be possible to attack multiple opponents upon entering
a square. | will keep this in mind in case it comes up again, but for now believe that it would
not fit the theming, as the starship must keep moving and it wouldmake sense for it to

stop and attack.

Players suggested that the board could have more elements to make it more interesting,
like dice lying around or a base players can do reparations at.

One player suggested that the same move amount be used everyHerhas been the only

one to express this concern, and other players have shown positive reactions to the
movement mechanic.

Players expressed enthusiasm in playing the game in the future with more themed
elements created.

Possible solutions

A

Either hexes ptriangles should be removed from the boatdelieve that hexes are good in
conveying the nature of the game, since they are typically used in combat games and that
the triangles help the players orient themselves and provide for an easy way to untkrsta
movement, so this decision is yet to be made.

Will eventually develop rules for team combat when the game is at a more reliable state.
Will consider making the board a big hexagon and add a base for each player in the corners,
so every player has to dmack there to repair his ship. If this is done, though, the repair
process should be infallible, and players will therefore have less actions to choose from
when playing.

Will consider adding extra dice on the board that players can pick up to gain etinasa

for each turn for the rest of the game.

Will also reconsider adding planets to the board to provide for obstacles and different
combat situations.

Spaceship Combat: Version 3
This game includes

1 playing board.

6 sets of colored dice. (5 fosideddice per color, 30 total)

6 player boards.

6 starhip markers.

12 energy/movement markers.

6 temporary movement markers.
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6 energy level markers.

Goal
Your goal is to be the last spaceship standing in thisfiveall space fight. To do so, you must
move grategically and balance your actions right.

Setup

Each player places his starship tokendomby-in-one-of-the-squareslabeled“outer+im-—facing
the-centerof-the-beardn the base square that corresponds to their color. Then, each player

places his @lyer board in front of him and sets the movement marker to 4 tmalenergy
markerte-10the energy level marker to 5.

Each player starts with all his colored dice active and available to him.

A starship must always be placed on the board on the cententpof the hexagons and must
always face a line.

The game

Players take turns moving through space and attacking each other. During their turns, players
can perform two actions: attack and mosad-repaithe-shipThey can also repair their ship if
they are currently in their base square. They can dedicate their active dice to any of these tasks,
and may leave any number of dice unused to aid in the starship's defense.

A player may never roll a number of dice greater than his current energy level toripesn
action.

The turn

Players start their turns by moving all dice from the "spent energy" zone and placing them in
the "available energy" zone. Players must move through space and attack other starships. The
actions to be performed during a turn are n@ment and attackand—+repair.Movement is the

only action that must be performed each turAtthe-end-ofturn-the-activeplayermoves all

Movement

A player must move durg his turn a number of spaces equal to, one higher, or one lower than
what his movement marker indicates. Before moving, she may move the movement marker
one square up or down to represent the number of spaces she will move. She may then roll any
number d dice (lower than or equal to her current energy level) and add or subtract the total

15



rolled to her+movement-spacesfor-thistuthe maximumnumber of spaces sheomld move

this turn. She must choose to do so before moving any spaces. After movingushsehthe
movement marker to the number of spaces movéidshe-chose-to-add-any-dierollsto-her
movementtotal If adding dice to the total makes her move over five hexagons, she must set
her movement marker to 2 at the end of the turn. Any dice roligdhe player become inactive
and must be placed in the "spent energy" zone.

A starship can only move in three directions: directly over the line it is facing or the ones to
each of its sides. When a starship moves, it must be placed on the hexagonavirgyinto,
facing the direction opposite from the line through which it moved into the hexagon.

Also, a player may do a 180 degree full turn as part of his movement, but this action counts as if
she moved one hexagon.

After entering each hexagon, a p& may choose to enter the attack phase. If she chooses to
do so, she must place a temporary movement marker on the movement scale in the square
corresponding to the number of moves she has left. This marker is removed when attack is
resolved and is usedto remember how many moves the player has left.

Attack

The attack phase can be entered multiple times in a turn, before moving or after entering a
hexagon. A player may choose to attack any other starship that is in range. A starship is
considered in rang if it iswithin the area indicated by the picture belowsithintwolegal

moves of the active player's starship.

When attacking a starship, a player chooses to roll any number of dice. The attacked player
then may choose to roll any number of dice tdeled herself (no more than her current energy
level, though). If the total rolled by the attacking player exceeds the total rolled by the
defending player by a number equal to or greater than her current energy @eater—than
ve-dice),

then the defending player must move his energy marker one level down the disalad-one
of-hisfoursided—dice When a player cannot move his energy level marker further down
discardshislast-foursided-de, he loses the game. All dice rolled for attack and defense then
become inactive and are placed in the spent energy zone.




/more than
a die. All

A player may only attack once for each time he enters a space.

A player may attack any player more than once per turn

Repair

In-thisphaseA player may attempt to recover a previously lost energyele To do so, the
playermust move his starship back to his base. The player tbks any number of dice (equal

to or lower than his energy IeveI) The total roIIed must be hrgher than hrs current energy level

and-than 2 for currentlevel ond player can never have an energy level higher thanafimes

than-five-dee. If the player succeeds, he regains one energy knetecovered-die-isplaced in
the"spent-energy—zoneA player may only attempt a repair once per turn.

The turn after repairing the ship, the player may choose to stay in his base and perfonm a ne
repair attempt.

A player may not attack from his base.
tflF@SNR OFyy2id SYR | (daNy Ay GKS aLl OS O2NNBa
Players may be attacked while on the bas and they can choose to defend themselves.

When in her base, a player may moves kice from the spent energy zone to the available
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End of turn

After a player depletes all of his available moves for the turn, hegsase turn.
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The player then places his movement marker in the 2 position if any dice were added to the
movement marker during the turn.

Winning the game

When only one player has energy levels left, he wins the game.

Losing the game

When a player losesslast energy level, he loses the game.

Fourth Playtesting Session
A Playtested with three players
A Used only the lines in the board, got rid of hexes.

What went right

A Lines worked way better tan hexes.

Lines do not feel restrictive and players feel likeytiiave a a lot of movement options.

Five dice per player is a good number.

Theming is consistent.

Being able to move up and down the move scale is nice.

tfl@SNAR Sye22eSR GUKS aYlFyl3S @2dz2NJ NB&a2dz2NDS4a¢é

> > > > > >

What went wrong.

A Range of threat is not eviderfind a way to visually aid the player.

Movement can feel confusing when turning.

Changes to repair mechanic do not really work.

Being able to repair at all feels weird.

Players are being ovgrenalized for losing energy levels.
Attacking other peoplefedl (| AYR 2F akKlftft2¢g G2 06S O2yairRSNFE
The board feels empty, adding things to it will make the game more exciting.
The goal of the game should be modified to make combat less important.
Players who lose the game cannot continue pigyi

The movement scale is confusing when you go over 5 movements.

You can potentially move really far in one turn.

Consider a capture the flag scenario.

D>y D> > D> P

Possible Solutions
AtftlFreSNBR Oly aLIe¢ Y2@Sa G2 Gdz2Ny Fye RANBOGA?Z2
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A | will consider notdtting players pay for turning more than once per turn, as it easy to
abuse.

A Players should be able to roll any number of dice for defense.

AL Ydzald y20 LdzyAakK LXIF&@8SNAR (22 YdzOK FT2NJ KI @A
ydzYo SN 2 F RA O&isribthdeesearyy NRf f ¢ NIz

A | will add more depth to the game, making combat only a part of it.

A This will mean that a different win condition will be put into place.

A 1 will most probably eliminate the movement dice mechanic, as well as the movement loop
in the baard. Players will be able to determine how many moves to take in the same way,
but no movement boost will be allowed.

A Moving less spaces will have to become relevant somehow.

A A brainstorming session is necessary.

Emergency Brainstorming Session

Add planes and obstacles to make the board more interesting.

Add powerups players can take to make their ship better.
Powerups can be stolen between players.

In capture the flag scenario, the flag increases your defense power.

Players have to conquer planets.
Anddifferent planets are worth different amounts of points.
First player to reach a number of points wins the game.

Players have to deliver merchandise or people from one point to the other.

© © N o o k~wdhpE

Players have two moves plus dice.

10.Players can "park" their spacephn a planet.

11.Ships have a crew that can be left behind to defend a planet.
12.Controlling a planet also gives a bonus to a player.

13.When your energy reaches 0, yougpawn in the closest planet you control (not very
good).

14.Players have to power up energyters, and to do so they must surrender their own
energy.

15. Attacking and hitting a player makes him lose one point in the movement scale. This
doesn't prevent a player from winning if he's about to win and everyone decides to
attack him or her, which couldebbad.

16.Energized towers make a line between themselves that other players cannot cross.

19



17.Energized towers make a line between themselves that may not collide with any other
line on the board.

18. A player may regain energy by revisiting a tower that has bedoroa while.

19.1f a player crosses a line between two energy towers that belong to an opponent, he has
to roll for defense against a fotsided die.

Starship Combat: Version 4
A Players have to surrender energy to power up energy towers. First player to pgaéere
energy towers wins the game.
A Defense value and attack mechanics remain the same.
A In Prder to power up a tower, players must ,make a successful Vat'EackAagainsAt it from an 5
IR2F OSyid aLl OS® ¢KS U2¢gSNNa GRSTSyaS¢eé Aa 02y
A Movement changesni the following manner: players do not have a movement scale, but

must roll foursided dce to move.They may not want to move, so they are allowed to
remain stationary.

A2KSy I LXFT&SNI A& FGidlFO18R YR KAGST K©BAadzsd
Zone.

A Players can steal towers owned by other players. To do this, they must make a successful
FGdarol +raAFAyad F G26SN) 26ySR o0& Fy2G0KSN LI |
defense is considered to be 10.the attack succeeds, the player whead to own the
tower regains his token and the player who attacked may put his marker on the tower.

Fifth Playtesting Session

A Built the board in hexagonal shape, also obtained playing pieces, all the dice, markers and
spaceship tokens.

A Playtested by myselgimulating a three player game.

Observations

A Size of the board seems to be good for three players, and potentially four.
A Allowing players to use as many dice as they want to move in a turn is excessive.

A Limiting players to the number of dice they canl fior any actions to be the number of
energy points they have remaining is too punishing, since at the end they would feel
impotent that they cannot move anywhere. Moreover, one die would not be enough to
overtake the last energy tower.

A Inter-player interation loses almost all importance, since players are more concentrated on
gaining control of the energy towers.
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another.

A The energy towers makes players move arduhe board, which is good. But they stay
Y2aiaGgte Ay GKSANI FNBIF® hyteée 4G GKS SyRI gKSYy
do they seek the interaction.

A Conquering energy towers seems more like a convincing purpose than destroying every
other opponent.

Conclusion

A This is a completely different game. It fixes some of the flaws of the previous version, but
introduces new ones of its own.

A The mechanic that had gotten the best feedback from previous vergiogh&k S a al @A y 3
SYSNB@2 ¢ cYoSeS #nbsydll @levance in this version, which leads me to believe that
the changes made were not good enough.

A Still, the foundations for an interesting variation are there, and | will continue to explore

them.

Starship Combat: Version 5

A

A

> >

> > > >

>\

After staring atthe B NR F2NJ | f2y3 gKA{tS |yR LXF&Ay3
pieces | have come up with a new game concept.

Players have to power the energy towers in determined spots of the board, just like the
previous version.

However, the goal is to trap otherglers inside three of your own energy towers.

The tower in the center changes colors every turn in a random order. Asfdad die is
rolled to determine what color it changes to. If three players are playing, a roll of 4 is
disregarded and the tower kespts color.

To power up a tower, players attack it as before, with the tower having a defeaiseof 5.

Players can also attack towers controlled by opponents. These towers have a defense value
of 10.

Players move by rolling only a fesided die.
Playes may attack each other.
If a player gets hit, he must go back to his spawning point.

LF (g2 G26SNARA 2F GKS alFyYyS O02ft2NJ I NBE 0O02yySO
Players cannot cross barriers that belong to other players.

If Ehree or more towes of the same color are connected through Ijnes, then they create a
Gl 2ySéd tftle@SNA OlFyy20 SyYyadSNIIT2ySa GKFG oSt 2
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A The first player to get 3 poinigins the game.

A A player may recall any tower he has placed at the beginning of his turn. But aelyen
turn.

Sixth Playtesting Session

A Playtested with four players, none of which was me.

What went right

A Players enjoyed very much playing with actuatship pieces.

A Players caught on to the "three towers make a triangular zone" mechanic pretty easily.
A Players actively tried to get each other inside the triangular zones.

What went wrong

A Defense mechanic was not accounted for in new version, duringtphegsi established that
the number of spent dice would act as a base modifier for defense.

Having occupied towers defend at 10 seemed like too high a number.
Players felt like they were not moving enough spaces per turn.

Taking a hit and "dying" did not fekke it had too big of a punishment.
Players never got to actually trap other players in the triangular zones.

> > > > >

There were too many zones, which made it easy to survive.

Conclusion
A In general, the game did not develop too well because some mechanicgtahflith each
other.

A Taking into account the experience from the playtesting session, | modified the rules on site
in order to attempt to correct some of the biggest problems. | then playtested with the
same group one more time.

Starship Combat: Version 6
A Towers controlled by enemies can be overturned by beating a defense of 5.

A The board size was reduced, as was the number of towers. Now players play in a smaller
hexagon. The vertexes of this hexagon are the spots with energy towers. The color at the
center still changes randomly.

A Players can now move a base of 4 moves per turn. They may add-sidedrdie to this
total.

A If a player gets hit, he goes back to his starting point.
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A

Players win by getting 6 points. Trapping a player in a zone gives youtg, pmid hitting a
player gives you 1 points.

Seventh Brainstorming Session

A

Playtested with the same four players as the sixth brainstorming session.

What went right

A

A
A

A

Letting the player move more spaces added more interaction between players, and
provided fa more strategic moves. Still, it did not seem like the increase was terribly
significant.

Players were a lot more active in exploring their options.

Players were excited about the possibility of trapping other players in their zones. This only
happened oge, though.

Players liked the fact that the center tower changed colors randomly every turn.

What went wrong

A

A
A

A

Players recognized that hitting other players rewarded them and so proceeded to make
player to player combat their priority.

Players felt frustratd that it was so hard to trap other players in their zones.

The game eventually became a fri-all battle, which is what | was trying to get away
from.

The "resources" mechanic still feels relevant, but it has lost protagonism.

Player suggestions

A

A

Playes can deswy or steal a tower, depending on how far away they are when they shoot
at it.

Having less colors could be nice. | also thought about having players being able to choose
what color a tower changes to. This would make it possible to trap youtlseligh.

Conclusion

A

A

The trapping mechanic and player to player combat are very hard to combine. They cannot
live together unless they are very well balanced, and that balance point is proving to be
guite elusive for now.

It was interesting to see how plags kept going back to shooting each other down, even
though they had never played older versions of the game.

A comment was made about how the trapping mechanic was very promising but did not
feel yet complete. | agree that this mechanic is far from beiogpletely developed, and
do share the feeling that it feels somewhat promising.

| will have to decide on one path: combat or trapping; and redesign the game around it.
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A

The "resources” mechanic has consistently gotten good feedback, and should probably be
kept to a point that it feels highly relevant.

Starship Combat: Version 7

A
A
A

People cannot shoot each other.
Players still get 4 moves plus one optional fsitted for extra spaces.

If a player gets trapped in a zone or barrier, the zone attacks him. Ktsehg, he loses one
energy level. Players hatleree energy levels.

Energy tower in the middle rotates randomly between three colors.

Players can shoot towers to make them change colors in the following order: white, blue,
pink.

Attacking works the sam&ay, with towers having a defense of five.

tflr@SNAR OFy RSTSYR F3lFAyad o6SAy3 (NI LLISR
OF NNASNR&a adlFrOl Aa 1@

Players still cannot enter zones or cross barriers.

Players can only defend by rolling dice. Thereionus to defense.

Eighth Playtesting Session

A
A
A

Playtested with three players, including myself.
Both players had previously played the game, when it was only about ship to ship combat.

Before the game, these new rules were implemented: players can mowehatever
direction they wantplayers can attack twice from the same spoid players can attack the
center tower.

What went right

A
A
A

A

Players understood the zone and barrier mechanic, and interacted well with it.

tfr8SNBR aGAftf FStdicwasielovani KS aNB&2dzNDOSa¢ Y SOK

A lot of the feedback focused on how to make the game look better, rather than on broken
mechanics.

Attacking the centerawer makes for most of the fun strategy.

What went wrong

A

A
A
A

Players can be gotten twice in a row, before their turn hgsin.
{I @Ay3 2yS RAS F2NJ RSTFSyasS R2SayQid NBIffe
Ships are all the same colors, which is definitely confusing.

Letting players move wherever they want to makes for some awkward turns.
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Player suggestions

A
A
A

Add teleporting.
Put incentives for players to end the turn on a line.

Give the players less than five dice (not a fan of this one).

Possible solutions

A
A
A
A

A

Paint the ships.
Have the towers attack on 3 for a zone and 5 for a line. Their defense should remain on 5.

Let players move up to the number of moves they have for the turn instead of making them
move the max.

Add teleporting so that the teleporting vortexes are on the barrier lines and your turn ends
immediately after you teleport.

Color the threat ranges of ghtowers.

Conclusion

A

Finally removingcombat seemed to be a good decision, as players still felt like they were
messing with each other, but more strategy was involved. Also, it made them explore the
board more.

The game definitely needs some artistic thas in the sense of theming the boards and
painting the ships.

Some modifications should be made in order to make defense a bit easier and make the
lines moreappealing for players to stayno

Starship Combat: Version 8

A
A
A

Energy zones now attack at 3 insteafcb.
Players are not required to move their maximum number of moves for the turn.

Players are allowed to roll two movement dice.

Ninth Playtesting Session

A

Playtested with four people, not including myself.

What went right

A
A

A

Players continue to give good§eR 6 I O1 2y a1 2y Saé YSOKIyAOo
Players understand the game and try to develop a strategy for it.

It does not feel like senseless shooting, but as strategic combat.
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What went wrong
A Players start in lines between barriers, so the one who goes last is easly to ge

A CKSNBEQa auAaft y2 AyOSyidA deweerRtdwersJ | @ SNARA (2 Sy

A Energy towers attacking at 3 does not feel like enough. Players are so much harder to get so
the game takes way too long.

Possible solutions
A Go back to towers attacking &t

A Zones do different damage based on color. Color die is changed so that it is more probable
to roll the color that deals the least damage.

A Players can change two towers in one shot if the center tower is between them and the
tower they want to change. Hy can shoot the center tower and the shot bounces off it
and to the edge tower. They must end the turn in the line if they do this.

Conclusion

A Saving only one die for defense needs to feel relevant, but at this point defense is way too
easy. Increasing daage based on color may be a very good solution.

A There is no incentive for ending the turn in a line between towadding the double shot
mechanic may still not be enough.

Starship Combat: Final version

This game includes

1 game board.

4 player boards.

4 starship tokens.

4 sets of fowsided die, 20 total.
3 sets of colored towers, 21 total.
1 colored sixsided die.

4 life tokens.

Number of players

For two, three or four players.

Goal

The goal of this game is to be the last spaceship standing. To dglyers must shooat
energy towers to make them change colors and trap their adversaries in energy zones.
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Setup

Each player sets up his control panel board by placing the fivefduR SR RA OS 2y (KS
zone.

Players set their starship tokens ¢ime board in a starting point according to the number of
players. For two players, players must take diametrically opposite starting points. For three
players, players each player must leave an empty starting point between his ship and each
2 0 K S NJ $bip.[Far oiIplayers, two players set their ships in adjoining starting points and
the other players take the diametrically opposite starting points.

Finally, the energy towers on the edges of the board are set up so that there are two of each
color on he board, in diametrically opposite positions.
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Playing board.

The game

Players take turns in order to try and trap other players inside energy zones.

Energy zones

An energy zone is created when two adjoining energy towers located on the edge of thte boar
share a color with the energy tower at the center of the board. Energy zones bigger than a
triangle can be created.

Players may not enter or exit energy zones.
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Energy towers

lff SySNHe (26SNAR OKIFIy3aS O2f2NB oRAeYy (RVENB & FE
more information on this. When shooting an energy tower, the order of the color change will

always be white> orange-> blue-> white-> orange-> blue and so on.

The energy tower at the center of the board also changes color every turn.

The turn

'd GKS o0S3IAYyYyAy3a 2F GKS (daNys> GKS FOGA@GS L
G @FrAflofSéad

Then, the player rolls the colored siided die to determine the color of the center tower.

During a turn, a player may perform two actions: movargl dtacking a tower. He may do
them in any order and may even stop his movement to attack a tower and resume his

movement afterward.
tflr@SNAR R2 y20 3IS0 GKSANI dalLlsSyié RAOS ok O1 i
if they wish to defendiiemselves.

CONTROL PAR

Control Panel.

Movement

A player may move up to four spaces per turn, and may roll up to twodoled dice to add
movements to his total. He may move in any direction and need not move the total number of

spaces.
Dice rolled thisway must S LJ | OSR Ay GKS 4aLSyilié¢ 12ySo
A player may decide to roll the fosided dice at any point of his turn.
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A player may stop his movement at any time to attack a tower. He may then resume his
movement.

A player may not share a space with a tower or with &eotplayer.

Attacking an energy tower

In order to attack an energy tower, a player must be within range of the tower, which is the
colored area demarcated on the board around an energy tower.

To attack a tower, he may choose to roll any number of f&ided dice. If he rolls a total higher

than 5, the attack is successful. On a successful attack, the tower changes to the next color
according to the color order (white, orange, blue, white). Any dice rolled this way are placed in
0KS aallsSyiaéeg 12ySo

A player nay attack more than one tower, or the same tower twice during a turn.

Getting trapped in an energy zone

If a tower changes it color, causing a triangular area to form, any players inside the area get
attacked by the energy. The players may roll defens&dicA ¥ (G KS& KIF @S RAOS A\
zone. They rolled total must overcome a fixed number depending on the color of the energy

zone: 3 for a white zone, 4 for an orange zone and 5 for a blue zone.

If a player does not succeed in his defense, he mustentos energy marker down one space
on the scale. If the marker reaches the X square, he loses the game.

Energy Zones.

Winning the game
The last player standing wins the game.
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General Conclusions

The game went through many, many iterations which afrse ended up doing it a lot of good.

L 6l a OSNEB KILILR 6AGK Y& AGFRYAYAAGSNAY3I NBA2d
ship combat was definitely the best way to make the most of it.

| must admit | got very confused when my playtesters starto give my game love and hate in

equal parts, but the haters definitely had a strong point in some cases, so | decided to focus on
fixing those aspects.

Tidying up the board and buying the spaceship and tower pieces did the game a lot of good, but
there eventually came the point when the game was feeling too simple and straightforward.
Players had to take each other out, and so they would proceed to the center of the board and

do just that. It could be fun at times, but the strategy was minimal.

Keepingd KS A NX&a2dz2NOS&dé¢ YSOKIFIYAO G GKS O2NBxX L ¥
players that would add depth to the game. | came up with the energy tower idea, which |
thought was a good one. My playtesters backed me up on that, liking the ideaatusmearlier

stages. However, they kept on preferring to shoot each other when presented the chance.

This went on for a while, until | finally decided to remove the ability to shoot other players
altogether. This was hard for me to do, since it brokenwity original idea, but it proved to be
the best thing for the game. | definitely did not miss straightforward combat when | saw my
players trying to strategically get each other.

| am very happy with the end product, even though | know it still needsesiixes. However, |
believe it is at a stage where it would need tweaking, rather than complete redesign. | am
excited to look back and see all the changes the game underwent, especially since it ended up
in completely different state than what it startesh.
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Playtesting Pictures
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