Game 1 - Escape Documentation

Week 6

For this concept, | envisioned a prison escape—themed game in which the player must roll die to
escape their way out of confinement and reach the center of the board that acts as their
freedom. The center represents freedom, serving as the ultimate goal and symbol of success.
Throughout the game, players face obstacles and strategic challenges that simulate the tension
and urgency of escaping, making each move feel purposeful and high-stakes.

R

Week 7 Play test
During playtesting, | received constructive feedback on both the gameplay and the overall rules.
However, these elements were found to be confusing and did not fully meet my expectations.
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Week 8
This week, | refined the game board and continued developing the rules while making
adjustments to improve the overall gameplay.
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|
| War
‘ Game Overview:

| o Goal: Capture the opponent's "Home Base" o eliminate their piece in a face to face.
battle.

Players: 2-4

o Materials: A 8x8 grid, 3 blockades per player, and two 6-sided dice.

Set Up the Board
On an 8x8 grid

Home Bases: One corner square on each side as the "Home Base".

Starting Positions: Each player places their piece on their “Home Base”
Blockades: 3 for each player, can be placed anywhere on the board prior to play.
Forests and water: Forests (darker green) Water (ight here the
player cannot move, must stop and go around
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How to Play
Players take turns moving their units and engaging in combat.

. Roll ¥ 3
 Move: When you roll on your turn, you move your player piece on the square towards
Your opponents HOME BASE (move the amount you roll.
® Combat: If you move your piece into a square in front of an opponent player, you can
“Attack."
© Both players rolla die.
‘The player with the higher roll wins. The loser removes their piece from the
board and loses the game.
Tie (Warl): f the rolls are equal, both players roll again. The winner of this.
“War" takes the square, and the loser's piece is eliminated and loses the game.
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Winning the Game
A player wins immediately i they:

1. Move a unit into the opponent's HOME BASE square.
2. Eliminate all of the opponent's units.

Week 9
During this week, | expanded the size of the game board and updated the dice to include letters
indicating the direction of player movement. | also added an additional die that determines how

many spaces a player moves.
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