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Game overview 

Approach 

We want to create this game with the idea of making board games interesting again. In the current 

digital gaming industry you do not see a lot of popular board games on different platforms. Physical 

board games always stay interesting, but digital ones seem to lose audience after an amount of time. 

 

Our goal is to create a board game which entertains and at the same time keeps the player involved. The 

problem with board games is that idle players do not have anything to do. We are going to change that. 

Our target audience will be players from all 10 years old to 60 years old. The game involves strategic 

thinking; strategic thinking gets developed at 10 years old. So out starting age is 10 year. 

Similar titles 

¶ The Amazing Labyrinth  

¶ 3d Labyrinth  

¶ G.O.O.T.M.U ( Get-Out-Of-The-Maze-Unit) 
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General information 

Platform:   

Pc, we chose this platform since our genre is not really popular; we’re aiming for the greatest 

player community to get our game across players.  

Genre:   

3D Board Turn-Based memory game, we are combining the board elements with memory 

elements, this makes the board game a little more exciting. 

 

 

Single/Multiplayer:  

Our game is focused on multiplayer gaming. Since you never play a board game alone this will 

be the only game mode available. There is an option to choose with how many players you want 

to play. The reason we don’t implement an AI is that it’s hard to realize an AI with the mechanics 

we have, and we want to encourage social play. 

Game objective:  

The main objective of the game is to gather a certain amount of items to win the game.  

Story Narrative:  

500 years in the future, 2 descendant clans of the Mayan Empire return to their roots on earth. 

The reason they returned is to find information about their past, since all the history of their 

ancestors was lost. They do know however their ancestors might have had some access to an 

ancient weapon and information. After some investigation they found out earth might have 

answers. So each clan sends 2 representatives of their clan to find artifacts that give hints about 

the weapon their ancestors used. Both clans have different perspectives about the gods. While 

one clan is more spiritual toward the gods, the other clan uses technology to be closer to their 

deity.  Both clans meet at a temple where there are several lost artifacts. Of course each clan 

wants to find out more about their history and the lost weapon. So rivalry ensues and a race 

against each clans starts. 

 

Player and Game world representation:   

Our player(s) will be in view of the camera from sort of a board overview. The player has a clear 

view of the board and has free movement with the camera 
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1. Introduction 

Tusik, an age long gone is at minimum a 2 player game and future versions will and can be played 

with up to 4 players. In the game players take control over a member from old Mayan clans. These 

clans are competing with each other to discover more about their history and a chance to find the 

ultimate weapon to destroy each other. The first clan to discovers the necessary information wins 

the game.  

2. Inside the game 
Tusik, an age long gone consists out of a game board made of hexagons, 9 item pairs (18 items, 2 of 

each item) and random generated traps (4 different traps). The game makes use of the mouse to 

interact with everything.  

 

2.1 The Board 
The game board is a hexagon shaped board with a size of 37 tiles and 

the playing area is equally big. The board represents a part of an old 

ancient temple surrounded by sea. The board consists out of 4 

different looking tiles to make the memory mechanic easier.  

 

2.1.1 Tiles 
Tusik only uses one kind of tiles: 

 

Investigation Tiles 

The investigation tiles are the tiles that players have to interact with to play the 

game and fulfill the victory condition. Items are hidden on these tiles. 
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2.2 Items (resources) and Actions (resources) 
 Items are the victory condition of the game. Each player has to find a set amount of items to win 

the game. If a player has found the set amount of items, that player wins the game.  

In order to achieve the victory. The items are found on the game board.  The items are divided in 

pairs and there are a total of 10 different item pairs on the board.   

These are the 18 item pairs: 

 

1. Normal arrow pair 

 

                 2.   Blunt arrow pair 

 

  3.  Brown Ball pair 

 

   4. Grey Ball pair  

 

   5. Grey Brick pair 

 

    6. Dark Grey Brick pair 

 

    7.  Grey Coin pair 

 

                  8.  Bronze Coin pair. 
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    9. Blue Feather pair.  

 

   10. Purple Feather pair 

 

   11. Sharp Knife Pair 

 

   12. Purple Obsidian pair 

 

   13. Cyan Obsidian pair 

 

   14. Normal Scroll pair 

 

   15. Brown Teeth pair 

 

   16. Brown Item Bag pair 

 

   17. Mayan Mask Pair 

 

   18. Green Leaf Pair 
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Players get their items if they manage to find both halves of an item.  Players cannot find the same 

item pair twice. 

Players find items by investigating the Investigation Tiles. 1 item half is found beneath 1 

investigation tile. If a player found a correct item pair, the items get removed from the board and 

cannot be collected by other players anymore. If a player has got a complete item pair; he gets 

another turn to search for more items.  When a player finds two different item halves, the items 

remain on the board and the player ends his turn. 

2.2.1 Actions 

Actions are used to achieve the victory conditions. Each player starts a turn with 2 action points.  

When investigating one tile a player spends one action point. If two action points are spend the turn 

ends and the other player turn starts. There is 1 way to regain action points: 

1. Find complete item sets. 

a. If a player finds a complete item set, the player gets 2 action points refunded and gets a 

chance to look for another item set.  
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2.3 Percentage Generated Traps 
The game gives players a trap based on a certain percentage.  A player start with a 20% chance 
to get a trap card. If a player found a complete item set, the percentage stays the same. 
However if a player did not find a complete item set, the chance increases with a 5% per turn. 
A player has a chance to get a trap card at the end of his turn. So each turn the player has a 
chance to get a trap card. 
A player can have a maximum of 3 trap cards in his hand and/or active. 

 

2.3.1 Trap Card effects 

 

 Rotate the Board 

 When someone activates this trap, the player that got or played this card          

rotates the board. The board is rotated 180 degrees and is meant to disrupt the  

player in remembering where items are hidden.  

  

 

 

 Ice Trap 

 When someone activates this trap, the player that triggered this trap    

 gets “stunned” for one turn. This means the player can’t investigate tiles  

 and look for items one whole turn. 

 

 

Scan Trap 

When someone activates this trap, the player that got or played this card 

reveals one random item on the board. 
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Fire trap 

When someone activates this trap, the player that stood on this trap is 

set on fire and is “stunned” for one turn. This means the player can’t 

investigate tiles for items. 

 

 

 

          Speed Trap 

          When someone activates this trap, the player that stood on this trap gets an       

          extra action point. This means that player can investigate an additional tile. 
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3.0 Gameplay and Mechanics 

 

The game is played on a so called grid of hexagons. Each hexagon will be referred as a tile. 

 

The game plays as following: 

A player starts out with two actions. These are the main resources of the game. 

Actions are used to achieve the winning condition of the game. 

A player turn looks like the following: 

1. The turn starts with a certain amount of time. In this time the player can do several things. 

a. Investigate 

b. Play a trap 
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3.1  Investigate 

A. Player’s use the mouse to highlight tiles. 

B. Players use the left mouse button to interact with tiles. 

C. If a player interacts with a tile he spends an action point. 

D. When all actions are spend, the turn ends. 

E. When interacting the following two events can happen: 

1. Find an item piece 

a. The item gets revealed. 

b. This is half of an item, the other half is somewhere else 

c. If a player finds two of the same item pieces he completes the item and adds it to 

his inventory. 

d. If an item is completed, it will be removed from the board.  

e. If a player finds two different item pieces they are placed back on the board and the 

turn ends 

f. For more information on the Items refer to the Memory Mechanic. 

2. Find a trap 

a. A trap can be placed on any tile 

b. Players place a trap to obstruct the player 

c. When a trap is found/triggered it will activate. 

d. For information about specific traps refer to the Trap Mechanic. 

3.2   Play a Trap 
1. If a player has a trap card he can choose to play it. The following occurs: 

a. The player chooses the trap. 

b. The player chooses a spot on the board to place the trap 

c. The game announces that a trap has been placed. 

d. If a player interacts with the tile where the trap is placed, it triggers 

e. A player can have a maximum of 3 trap cards on the board.  

f. For more information on trap effects refer to the Trap Mechanic. 

g. Playing a trap does not consume an action. 
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3.3 Win/lose conditions  

¶ A player wins when he is the first one to collect the set amount of item sets. 

¶ A player loses when he is the one that did not collect the set amount of item sets. 

 

3.4 Memory mechanic. 
¶ Items are scattered randomly on a hexagonal grid.  

¶ The items can be found on tile 

¶ Only one part of an item can be found on a tile. 

¶ When a player finds a wrong set of items, he/she can find the items again at the same 

spots.  

¶ While playing the board becomes more and more difficult to remember where certain 

items are, it becomes a memory game.  

¶ The player needs to find a set amount of item pairs. 

¶ A player can find 2 things on a tile. 

Á An item 

Á A trap 

¶ When a player finds a pair of same items, he/she gets two extra actions. 

3.5 Trap mechanic 

¶ At the end of each player turn, that player has a chance to get a trap. 

Á If a player found a complete item set the chance is 20% 

Á If a player did not find a complete item set the chance is increased with 5% 

every consecutive turn until a trap is found. The chance is then reset to 20% 

again. 

¶ If the player was lucky, he gets a physical trap card in his inventory. 

¶ The trap has either a good or a bad effect for the owner.  

¶ Traps with a good effect can be used immediately. 
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¶ Obtainable traps: 

Á Fire Trap 

¶ The player puts down a fire trap. 

¶ When a player steps on a fire trap, the player is set on fire and skips his 

turn. 

Á Ice traps 

¶ The player puts down an ice trap. 

¶ When a player steps on an ice trap, the player gets frozen and cannot 

move the next turn. 

Á Scan Probe Trap 

¶ The player puts down a scan probe trap. 

¶ When a player steps on scan probe trap, a random item gets revealed 

on the board. 

Á Rotate the Board Trap 

¶ The player puts down a rotate the board trap. 

¶ When a player steps on a rotate the board trap, the board is rotated a 

random degree. 

 

 4. Technology 
There is no new or additional technology needed to realize this game. 

5. Other resources 
Since our game is a board game, it is very easy to make a paper prototype; resources like: paper, carton, 

scissors and other material to make this are needed. 
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6. 0  In-game interaction 

6. 1 Activity 1 (Check Tiles) 
The player is able to check the tiles by pressing the the left mouse button. The player has 2 

possibilities to check tiles. When the player finds two of the same items in the same Player turn 

he collects the item pair and gets 2 possibilities again to find another item pair. The player does 

not get an extra turn when he hasn't found two of the same items. After using his action points 

his turns ends. 

6. 2  Activity 2 (Trap Placement) 
The "Trap Placement" is a bit unique. The Player can use his "Traps" whenever and wherever he 

wants. With the only exception that it cannot be placed on a tile where there is a Player on it. 

You can place a certain amount of traps on the board. After that amount you have to wait till 

one of your traps are activated or destroyed. There are different amount of trap types. See 

"Trap Mechanic" for more information about trap types. 

7. 0 GUI Flowchart 
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 8.0 Recap of concept 

Player 1 moves his mouse to a certain tile and clicks it, after flipping the tile; the player finds a part of an 

item. The player now clicks another tile somewhere else on the board. He triggered a fire trap and his 

turn is over. Player 2 clicks the same tile player 1 clicked, and finds half of an item. He then clicks another 

tile on the board and manages to find the other item half and thus completing it. The item is removed 

from the board and player 2 gets another 2 actions to search for new items. 

9. 0 Extra Information 

9.1 Story 
The year is 2514, 500 years ago the Mayan people have been almost extinct, but now they are revived.  

The start of the space age at 2050 was the catalyst for the flourish of two last remaining clans. At that 

time only 25 members of each clan existed, but longer life spans and higher separation between 

different earths nations made the perfect conditions for creating a new Mayan city on the giant space 

ship called “The Cradle”. Floating aimlessly for 5 centuries in space took its toll on the newly revived 

civilization. 2250 was the date the Great War began. The two clans Xbalanque and the Kukulkan 

separated because of incredible turmoil. The Xbalanque clan followed the “old ways” as much as they 

could, they wanted to get as close to their gods as possible through natural, spiritual ways. The Kukulkan 

followed the path of technology. Why would they get close to the gods, when they can actually become 

gods by their own right? This little difference of religious believes sparked the fires of war. On the Earth-

date 21. 05. 2250 the leader of the Kukulkan Ah Push staged a coup against the then leader of the entire 

“Cradle”: Ikan. That was all that was needed for a civil war to begin. 100 years of murder, pillage and 

plunder ensued. The end result: “The Cradle” left a lifeless husk, Kukulkan created a new sophisticated 

vessel named “Ison”. The Xbalanque people couldn’t just leave their “Cradle” behind. For 150 years they 

were rebuilding their vessel while living on Titan one of the moons of Saturn. Both clans felt like they 

were missing something until they got a signal in the year 2512 coming from the most unexpected of 

places. Their old home Earth. After decrypting the cryptic message they found out that their ancestors 

were not as technologically behind as everybody thought. Old tech given by who knows who or what 

gave them the ability to send a message through space and time to their successors. Talking about a 

weapon of immeasurable power, the message was incomplete. Both clans knew what was needed to 

win the war. Go back to Earth, find out what secrets it holds and use them to finally end this war.  


