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Version History 

Version 1.0: 

 Basic design document structure is created and the vision statement, game overview and 

audience sections are expanded on. 

Version 1.1: 

 A change to the rules of the game alters the game overview section, mainly in the mechanics 

section.  

 Some quality assurance documentation is added after primary play testing has occurred.  

 Competitor information is added to the Audience section of the document to include two 

possible game rivals in the industry.    

Version 1.2: 

 The addition of character information and story were added as well as more information 

regarding art assets and the next iteration of the board has pictures added as well. 

 Changes to rules reflected in the overview section due to play testing within the classroom. 

 Added additional play testing sessions and discussion times to the quality assurance section. 

 Begun listing art assets that are needed to be made and the purpose for those assets within the 

game. 

Version 1.3: 

 Changes to the document based on the milestone two submissions. 

 Re worded the requirements sub section. Along with changing the quality assurance section to 

properly fit the document requirements.  

Version 1.4: 

 Added more art assets representing the cards and further development with the board. 

 Updated the quality assurance section to include final external play testing. 

 Changed story and characters to match design changes. 

Version 1.5 

 More changes to art assets based on feedback in milestone four. 

 Altered mechanics to reflect final rules of the game. 

 Update uniqueness to reflect play testing and research. 

Version 1.6 

 Added sub-sections to table of contents. 

 Added Game World Design Choices section and expanded on Asset List sub-section 
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1. Vision Statement 

1.1. Game logline 

 

The quest for the “Ultimate Adventurer” begins; grab your spell book and teleport through to 

the finish. 

 

1.2. Game overview 

 

1.2.1. Uniqueness 

 

The games mechanics have been compared to several board games available and as well 

too many game ideas both published and conceived online. In both cases there was no 

game that had a similar combination of mechanics with this style of game play. The game 

does have a base goal similar to most “race to the finish games”; yet employs a different 

method for characters to move about the board. As well as there are mechanics in place to 

hinder the player and add conflicts between players. 

 

1.2.2. Mechanics 

 

Movement within the game can happen in one of two ways. In order to move within a 

room a player rolls a six sided die. If the room does not contain a magic circle then the 

player may instead move with a teleportation spell card to another room. 

 

A player must move over, not land on a magic circle in order to roll against it. This causes 

the player next in the turn order to roll against the current player. If the current player 

wins or ties then they draw a mystery card and get the magic circle. If the player loses they 

lose a magic point. 

 

Magic points are a penalty system in which if the player loses all points they lose their next 

turn and gain five points back. The player may also use a point to increase a roll by one or 

gain another point by turning in three magic circles. 

 

Magic circles function as an obstacle to players as mentioned above. However three may 

be traded in to gain back a magic point or five to draw another mystery card. 

 

Teleportation cards allow the player to move between rooms as long as there is no magic 

circle in the room or origin. The path on the card must be matched to the grid on the game 

board. This is the only way to move between rooms. Players may have a maximum of one 

unused teleportation card at any time. Used cards go to the bottom of the pile. 
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Mystery cards allow players to gain advantages by either directly benefiting themselves or 

by hindering another player’s progress. A player can have two unused mystery cards at any 

time. Used mystery cards are added to the bottom of that cards deck.  

 

The player’s main objective is to reach the center room in order to gain a binding card. 

Then the player must visit the rooms on the north, south, east and west sides of the board 

marked by keys until they find the matching color key. Then it is a race back to the center. 

The first player to do this wins. 

 

2. Audience, Platform, and Marketing 

 

2.1 Target Audience 

This game focuses on the age group of twelve and up. People who enjoy a medieval 

themed game evolving magic, swords, and shields will enjoy the game. Also, it offers a 

mild challenge with around an hour of game play. This board game is focused on casual 

play for two to four players. 

 

2.2 Requirements 

With this game the player needs the following: 

 -A computer with a PDF viewer/printer. 

  -A color printer, with white card stock as the preferred paper. 

 -A pair of scissors to cut out the game pieces. 

 -Glue and/or tape to assemble the board, cards and player pieces. 

 -At least one six sided die, preferably two dice.  

 

2.3 Top Performers 

Ticket to Ride, published in 2004 approximately 750,000 copies sold as of 2008. A casual 

title estimated at around 45 minutes of play for ages 8 and up, collect points to win. 

Clue, published in 1949 changed graphically throughout the years, sold millions of 

different versions. Around one hour of game play for ages 8 and up, solving mysteries 

with clues based on rooms and objects. 

 

2.4 Feature Comparison  

Teleport trouble contains both collection based objectives along with a different way to 

traverse the game board. With multiple ways to approach the game, either going 

straight for the goal, or attempting to collect treasure to make it easier for you’re the 

player to complete the goals. 
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2.5 Sales Expectations  

Due to this game being free to play and produce, I only expect that people will enjoy this 

game, with family and friends.  

 

3. Legal Analysis 

This game is intended for public domain, to be distributed via the internet and the 

College of the North Atlantic as a PDF files to be printed and assembled by the player(s). 

Not for sale or resale at anytime. 

4. Game Play 

Setup for the game involves unfolding the board, placing a magic circle in each room 

except the starting rooms, centre room and key rooms. Then place the key tiles face down 

in the key rooms. Place the characters in the starting locations and roll to see who goes first, 

each character starts with three magic points. 

The player moves either by using the teleport cards to enter other rooms or roll the dice 

within rooms. Then the player checks one of the following, did they enter a room or did 

they hit a magic circle. If a magic circle is passed over then the current player and the one 

next in the turn order roll.  

If you beat or tie the roll, get a mystery 

card and losing results in losing a magic 

point. When you beat a roll of a magic 

circle you hit, that player takes it to be 

used later. 

 

 The players must reach the centre, 

gain a binding card and search the key 

rooms for a matching color key. Then 

after acquiring this key, return to the 

centre room and win the game. 

 

There are some restrictive rules 

within the game, one being you are 

restricted to either moving with dice or 

card, not both on one turn. Teleport 

cards require your destination to be in 

another room. You can only keep one 
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teleport card at a time, and you choose to either use the one you draw or the one you 

currently have. Lose all you magic means you lose a turn. Mystery cards are restricting to 

two unused cards per player at any given time. A player who loses all of their magic points 

loses a turn and gains five back immediately afterwards. A magic point can be used to give 

the player a bonus to roll; three magic circles can be traded in for a magic point, or five 

magic circles for the chance to draw another mystery card. 

 

5. Characters 

Players may choose from one of four character pieces/cards. Each is only there to help keep 

track of the player’s position and resources. They add to the game play by offering a small 

bit of insight into the world and some interesting personality traits. 

Character Description 

Amelia Flameheart A mage with one exception, fire. Unlike most she has trouble 
controlling both fire and her temper. She seeks fame as a way of 
proving herself to her peers.  

Ash Irontsand From a family of noble knights. Ash stands tall in a mostly solid 
suit of armor. Yet shaking can be heard within as fear of having to 
use a weapon overcomes him. 

Victor Springforge The doom to thieves everywhere.  This old dwarf can make a trap 
out of anything, yet when it comes to disarming them it’s a whole 
other story. 

Damian Goldsight The gold struck youth with a sense for treasure. Unfortunately 
this sense comes with the knack for getting into trouble at the 
most unfortunate times. 

 

6. Story 

 

Every year the Adventurers Guild holds a test of skill for their junior members. Four of 

the most skilled of these junior members are put to the ultimate test; to climb an old 

mage’s tower. Upon reaching the top floor, they face the hardest test possible. A floor 

littered with magic circles impedes their movement, stopping them from escaping quickly. 

  

 This year however there is a slight problem, the four junior members selected for the 

task have met with an unexpected problem. The magic books they carry no longer function 

properly. Instead of being able to choose what spell they want to use, it shows random 

spells no matter what page they turn to. 
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Four people face the challenge. Amelia Flameheart, an intrepid mage who has a little 

trouble controlling fire and wishes recognition from her peers. Ash Ironstand, standing tall 

in a full suit of armour yet reacts like a cowered when faced with a dangerous situation. 

Victor Springforge is self acclaimed at disarming traps, well his own traps at the very least. 

Finally there is Damian Goldsight, a treasure hunter who never seems to have any luck 

finding a treasure without getting hurt. 

 

 These are the entrants that are attempting to achieve the title of “Ultimate 

Adventurer”. 

 

7. The Game World 

 

7.1 Overview 

The top of a castle set up for the final trial of the adventure’s exam, full of traps 

monsters and other obstacles. Using spells to teleport through rooms with not 

entrances or exits. 

7.2 Game World Design Choices 

The board layout was designed so players would optimally have a similar number of 

moves between the start and the portal room. The key room locations were placed to 

be equally distant from the portal room. With these choices the main strategy of the 

game would be to modify how a player moves about and interacts with the board. 

Mystery cards allow players to either improve their own game play or hinder their 

opponents. So players can either go straight for the goal or collect and use mystery 

cards via magic circles to change the game play dynamic.  

7.3 Key Locations 

 

7.2.1 Starting Locations 

These are the four corners of the board shown with a small ladder icon. 

 

7.2.2 Key Rooms 

In the north, south, east and west positions of the board there are key 

rooms that are were the key tiles are placed. These are where players go 

to discover keys until they find one that matches their binding card. 
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7.2.3 Portal Room  

The central room depicted by a portal with five pedestals, is the main 

objective. Players must go there first to acquire a binding card and then 

revisit it again to finish the game  

7.4 Travel 

Dice allow you to move inside of rooms, while teleportation spell cards allow you to 

move between different rooms. 

7.5 Items 

 

Mystery cards consist of improvements to your character or ways to hinder other 

characters in your favor. Players may only carry two unused cards at a time. Artifact 

versions stay active on the player and the player can only have one artifact at a time. If a 

player receives more than one artifact, they choose one to discard to the bottom of the 

mystery deck. 

 

8. Assets 

 

All desired assets have been completed. 

 

Asset Description Development 

Character Pieces Represents player on board Completed, Hand Drawn and 
Colored 

Character Cards Gives information to the 
player and helps them keep 
track of magic points 

Completed 

Magic Points Tokens for magic points Completed 

Mystery Cards Cards to use against other 
players 

Completed, adjusted to use less 
ink 

Teleportation Spells Movement cards Completed, adjusted to use less 
ink 

Magic Circles One of the game obstacles Completed 

Game Board A collection of 
graphics/assets that make up 
the game board 

Completed 

Key Tiles Represents the key that can 
match a binding card 

Completed 

Binding Cards Represents the lock that can 
match the key tile. 

Completed 
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8.1. Art Design 

 

All assets for the game have been graphically produced and applied to the game 

system. 

 

8.1.1. Art asset list. 

 

8.1.1.1.   Teleportation Cards 

These cards are used by the player to move to other rooms on the game board.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

There are a total of six types of teleportation cards available to the players. 

-Movement to an adjacent square. 

-Movement four squares away in a straight line. 

-Movement in an “L” shape, total of four squares 

-Movement in a reversed “L” shape, total of four squares 

-Movement in a three square shape that translates into a diagonal move. 

-Movement to any adjacent room. 
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8.1.1.2.   Mystery Cards 

These cards are used by the player to gain advantages or hinder others. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

There are a total of twelve different types of Mystery cards  

Ten of these cards only work once, called Spells.  

-Memory Swap, Trade a card with another Player.  

-Door to Darkness, Target Player loses their next turn.  

-Drain Magic, Target Player loses a magic point.  

-Tar Slick, Target Player loses one on their next roll.  

-Re-arm, Place a magic circle in any room.  

-Forget, Target Player loses a mystery card. 

-Siphon Magic, Take a magic point from another Player. 

-Relearn, Draw another teleportation card.  

-Acquire, Take a mystery card from another Player.  

-Surge, Get back up to five magic points. 

Two of these are permanent effects limited to one per  

player, called Artifacts. 

-Swift Shoes, Add one to all movement rolls. 

-Amulet of Ages, Add one to rolls against magic 

circles.  
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8.1.1.3.   Magic Circles 

The primary obstacle for players and a source of mystery cards as well.   

   

 

 

 

8.1.1.4.   Game Board 

The main game play surface consisting of different assets combined into one. 
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8.1.1.4.   Player Pieces/Cards and Magic Points  

The characters that the players use to move about the board and collect items needed to 

finish the game. Magic points are tokens used as a resource that govern certain abilities in 

the game.  
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8.1.1.5.   Binding Cards and Key Tiles 

Binding cards are the lock which the player must open with the appropriate key 

tile; matched by color.  

 

 

 

 

 

 

 

 

 

 

9. Technical Spec 

Use of the internet for distribution, requires a PDF viewer and a color printer with 

preferably white card stock to produce a playable copy. To assemble, scissors and glue or 

tape. Put together by hand. 

10. Quality Assurance 

 

October 9th - 10th 

 The first rounds of play testing done in order to test main game play mechanics. The 

first group of people proved that the age limit of twelve and over was a definite 

requirement as the game is too complex for anyone younger that twelve. The second group 

helped identify problems with the board layout and possible movement mechanic bottle 

necks. 

 

October 24th 

 Discussions with acquaintances about the game play mechanics and the look of the 

board. Many errors and exceptions were discovered with the way cards worked and how 

they were rewarded. Negative cards that happened on that players turn were removed in 

exchange for having negative effects players could inflict on others. 

 

November 7th 

 Submission of the third milestone indicated some improvements needed to the layout 

of the game PDF.  Clearer assembly instructions are required, along with improving the 

layout of assets in order to reduce page size.  
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 November 20th 

 Internal play testing revealed the requirement to introduce movement restriction rules 

to prevent players from breaking certain other mechanics. Also to avoid having to roll a 

specific number to land on a magic circle was changed so the player just needs to pass over 

the circle instead of stop on it. 

 

November 26th  

External play testing with acquaintances outside of class revealed the need to clarify 

various rules within the document. Mechanics work smoother than before and there were 

no cases of bottle necking due to any game mechanics. 

 

 November 29th  

Submission of milestone five revealed a missing rule along with several 

spelling/grammatical errors. The graphic style also needed refining to match the similar 

style of the board. Most revisions are to be made graphically. 

 


