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Summary

● Get To The End is a college-themed board game inspired by Candy Land, 
where players progress through a path-based board by drawing cards that 
influence their journey. Each card presents a Boost, Challenge, or Choice, 
creating moments of advantage, setback, or decision-making.

 

● The game is designed for college students, using relatable scenarios like 
academic struggles, motivation, and college life. The goal is to reach the end 
of the board “getting to the end”, while navigating unpredictable events that 
reflect real student experiences. 



Game Design Document (GDD)

Core Concept:
 A linear progression board game where players roll the dice and draw cards that 
determine movement and outcomes.

Theme/Purpose:
 To reflect the ups and downs of college life in a fun, accessible format.

Core Mechanics:

● Card-based movement system
● Event-driven progression
● Risk vs. reward decision-making



Design Process & Thought Process 

The idea originated from wanting to create something familiar but re-themed for a 
specific audience. Inspired by Candy Land, I simplified movement mechanics and 
replaced color-based progression with event-driven gameplay. 

I introduced three card types:

● Boost – Positive progress (moving forward, gaining advantages)
● Challenge – Setbacks (moving backward, losing turns)
● Choice – Player decision-making moments

The goal was to make the game feel relatable to college students while keeping it 
easy to learn and play.



Play Test

I did a playtest to make sure the gameplay worked with my 
initial concept and met my expectations for the finalized 
version.



Game Mechanics

Card Types:

●  Boost Cards: Move forward, gain advantages
● Challenge Cards: Move backward, lose turns and have 

disadvantages
● Choice Cards: Decide between two outcomes

Movement System:

● Players advance along a fixed path
● Movement is determined by card effects rather than dice

Win Condition:

● First player to reach the final space (“The End”) wins



Week 11-14 Early Development 



Week 13 Iteration & Refinement  

During this week i adjusted the game board 
and any other rules that needed fixing. Like 
the cards and their relation towards the 
Challenge, Boost, and Choice. I also 
wanted them to enforce a narrative to 
better convey the message of the college 
life.



Week 14 Play Test

I did a play test this week for test the 
rules and how the gameplays holds up 



Week 15 FINAL



Game Reflection
This project helped me understand:

● How to adapt an existing game concept into a new theme
● The importance of balancing randomness with player control
● How visual design supports gameplay clarity

What worked well:

● Strong, relatable theme
● Simple and accessible gameplay
● Effective use of card variety

What I would improve:

● Add more strategic depth
● Introduce additional mechanics (what happens when you move back too many spaces?, more player 

interaction)
● Expand replayability with more card variations, (maybe a random card that has everything like the Boost, 

Challenge card etc.)


