Game Design Project – 2
TEKKEN DICE

Brain Storming:
Use two dices preferably. 
Dice mechanics using two dice.
Result = DiceA + DiceB  (Max value=12, Min value=2)
Result = DiceA * DiceB  (Max value=36, Min value=1)
Result = DiceA -  DiceB  (Max value=5, Min value=0)
Base the dice game on the concept of Ondaku (A game concept I previously brainstormed.)
Ondaku is a construction game which involves creating buildings using cubes.
The game should be playable by any number of players.
Players should be able to get immediate feedback as they find the result on the dice. Snake game’s principle.
Rule Sets:
Dice Mechanic is:
Result = Greater Dice Value – Lesser Dice Value
If the result is 0 then the player loses his chance.
The game uses two D6 dices.
This game is designed for an age group of 6 to 45.
Each player has a platform called the Foundation.
Each Foundation has 5 regions.
Region 1 can be used to construct apartments holding 1 person.
Region 2 can be used to construct apartments holding 2 persons. 
Region 3 can be used to construct apartments holding 3 persons.
Region 4 can be used to construct apartments holding 4 persons.
Region 5 can be used to construct apartments holding 5 persons.
Each player is given a fixed number of building blocks called Cubox.
The player will roll the two dice and he will place the Cubox in a region corresponding to the result obtained from the dice i.e. on regions 1 to 5. 
The Cuboxes can be placed using an alternate approach also:
 Sum of Region values (1 to 5) of Cuboxes = number on dice.
A dice result of 5 can be build in the following alternate ways by placing Cuboxes at regions:
1,4
2,3
1,1,1,1,1
2,2,1
1,2,1,1
3,1,1
A dice result of 4 can be build in the following alternate ways by placing Cuboxes at regions:
 2,2
3,1
1,1,1,1
1,1,2
A dice result of 3 can be build in the following alternate ways by placing Cuboxes at regions:
2,1
1,1,1
A dice result of 2 can be build in the following alternate ways by placing Cuboxes at regions:
1,1
Every block that is placed in region 5 has a bonus point of 2 for its increased difficulty.
After completing 10 blocks for any of the regions, the player can either build over the same structure or continue building from the ground adjacent to the created structure. 
If the player builds over the same structure he gets a bonus point of 5 for every block added.
The blocks which fall off go into a common repository called the Recycler. When a player runs out of blocks he will be able to throw the dice (only 1) and claim blocks equal to the number on the dice from the Recycler.
The player who creates a building with maximum population wins the game. 
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Fig 1:
 Layout of the Foundation.
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Fig 2
:
 
The game layout
.
)PlayTest No.1
Details:
Player1: 
Name: Chaithanya Kamath. 
Gender: Male
Age: 24
Player2: 
Name: John Kolencheryl
Gender: Male
Age: 25
Time:  11:30 pm
Date:  2/1/2009
Playtest Analysis:
For the playtest I had used chips instead of the cubes. The following were my findings from this playtest:
The game was easy to understand and play.
There was confusion about the objective of the game.
The numbers on the Foundation weren’t visible after the first level of all the regions were covered with the chips. This led to confusion about where each region was.
Chaithanya found the lack of a score display took away anticipation in the game. 
When the dice was rolled, it would sometimes strike the stack of chips itself and interfere with the game’s progress. 
Strategy was not possible when the result was a ‘1’.
Using the chips took away the fun aspect of the game since it provided only little feedback.
Placing chips on the region 5 is challenging especially when other regions have grown tall.
Having the theme of a landlord and making money from these buildings was suggested by Chaithanya.
Using the Recycler concept seemed like an apt penalty when Cuboxes lost balance and fell down.
Iteration 2
The changes in rule set for Ondaku for the second iteration are as follows:
The numbers of the regions are provided on the sides of the squares so that players can see it even if they have chips on top of it.
Each Cubox now has a money value to it. The greater the region number more would be the money obtained by constructing using that Cubox.
There should be ample space while playing the game so that the dice doesn’t roll and strike the stacked blocks.
Each player is now required to have at least one Cubox in all the regions before they can start the alternate approach.

PlayTest No.2
Details:
Player1:
Name: Theresa Chen.
Gender: Female
Age: 23
Player2: 
Name: Chung Ho
Gender: Male
Age: 28
Player3:
Name: Camilo Garcia
Gender: Male
Age: 25
Time:  11:30 pm
Date:  2/2/2009
Playtest Analysis:
This playtest was with my assigned playtest group. I was hoping to see some variations between genders when the game was played. Following were my findings:
Everyone understood the game.
There was a doubt amongst players on how the game would complete.
The players felt bored after a while because chips were used for this playtest also.
The girl playtester seemed to do a better job in stacking as compared to the male playtesters.
 (
Fig 3
:
 Playtest
.
)The probability of getting a 1 was high and for getting a 5 was very low. This affected the game balance. 
The dice kept rolling into the stacks made by players.
Some players found it difficult to stack using the chips.
Players suggested adding some way of being able to destroy opponent’s structure.


Iteration 3
The changes in the rule set of the game after the second playtest are as follows:
A small barricade was made to prevent the dice from rolling to the players’ structures.
The aim of the game was changed to which ever structure had the highest population would win the game.
While placing a Cubox on top of another the players aren’t allowed to touch the block beneath it. Doing so would send the block directly to the recycler. 

PlayTest No 3:
Details:
Player1:
Name: Srinavin Nair
Gender: Female
Age: 22
Player2: 
Name: John Kolencheryl
Gender: Male
Age: 25
Time:  11:45 pm
Date:  2/2/2009
 (
Fig 4: 
Stacked chips.
)
Playtest Analysis:
This playtest was intended to get more feedback on the game. There weren’t many changes to the original game mechanic. The game was played using chips as the wooden cubes were delayed again. 

I noticed the following things for this play test:

The dice did not interfere with the construction now.
The interest curve of the game falls flat after a while.
It was very difficult to say if the game was fun because of using the chips.
Players didn’t seem to care about the strategy. There wasn’t really a need to place the blocks using the alternative approach.
There are definitely probability issues however it wasn’t to the extent that it made the game impossible to play.
Srinavin suggested adding another Region 1 to balance the probability.

Iteration 4

The changes for this version of the game are as follows:

Added another Region 1 to the foundation for probability balance.

PlayTest No4:
Details:
Player2: 
Name: Ben Taylor
Gender: Male
Age: 
Player3:
Name: Dimitry
Gender: Male
Age:
Time:  11:30 pm
Date:  2/3/2009

Playtest Analysis:
As the wooden cubes had not arrived I was not sure whether to perform this playtest. However, I did this one to get more feedback and see if there were any new suggestions the players had to give.
The findings are as follows:
The game’s interest curve continued to remain flat after a while. 
The new play testers had a tough time stacking the chips. Probably because they felt bored and didn’t care or they simply couldn’t do it. 
The players would drop the chips at a height and this is probably why they had a tough time stacking the chips.
The concept of recycler didn’t impress the playtesters. 
The game felt very long and dragging.
Again the concept of strategy using the alternative approach never came up.
Playtesters were confused about how the game ended.
Adding that extra region 1 made the game more boring since it took longer to produce any sort of challenge to the players.
Iteration 5:

When one or more blocks in the stack fall off due to imbalance, that player cannot stack anymore.
The game ends when all the players have lost one or more blocks from their stacks due to imbalance. The winner is then decided based on the number of blocks that are standing and totaling their corresponding points. The player getting the maximum total wins the game.
 The colored wooden cubes came in finally and will be used in the next play test. 
The white colored cubes will be used when the player gets a double. This cube can be placed anywhere on the stack.
The player could choose from red, orange, yellow, green or blue for each of the 5 regions. 

Playtest No5:
Details:
Player1:
Name: Francisco Souki
Gender: Male
Age: 23
Player2: 
Name: John Kolencheryl
Gender: Male
Age: 25
Time:  11:30 pm
Date:  2/6/2009
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 Playtest
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Playtest Analysis:
This was my first playtest using the wooden cubes and was my chance to experience the real feel of the game. The following were my findings: 
The wooden cubes definitely gave a very good feedback with all its bright colors and bigger sizes.
The instructions were understood easily.
Taking difference as the result from the 2 dice felt awkward for Francisco. 
The irregularity in the probability was more challenging than making the game impossible to play.
The probability of 1 being highest however didn’t make the alternative approach in placing the cubes meaningful. The player did not have a choice to place the block elsewhere when the result was 1.
The mechanic of being able to use the white colored cube allowed for some good game balance.
The orientation of the game’s layout affected gameplay. While Francisco had a tough time trying to place on region 4, I had a tough time placing in region 2.  
Francisco set a record by stacking upto 25 blocks.
Since the play area of both players was close to each other there was a very high probability of a player’s falling blocks destroying the other player’s stack.
The colored 1 inch wooden cubes could not save the game’s bad interest curve. After a short while the interest curve of the game went flat until it reached towards the end when stacking more blocks became harder.
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After this playtest I was sure the game needed more mechanics and elements to make maintain the interest curve. How can a stacking game be made more fun. It was time to brainstorm again.


Brainstorm:
Real Time strategy meets stacking blocks. Each player had to build 3 buildings; a Center Tower, a barrack and a power station at the start of the game. The structures can be however they wanted. Each color of the wooden cube represented parameters like defense, fire power, health etc.
Each player creates a structure and hide a white block within it. The players had to then find out where their opponents hid the block.
The players had to build a massive tower once they completed 4 smaller towers. These smaller towers add strength and stability to the massive tower at the center. 
Create a game which takes the theme of heroes in Warcraft 3. Each color of cubes depicts a vital parameter like defense, health etc. The players play as heroes who start with level 1 and then have to gain skills to progress into higher levels and ultimately defeat other players in the game.
Creating a 2 player versus fighting game using dice. The health will be represented by the stack of cubes and the goal is to deplete the opponent of all the cubes. The players would also be able to use special powers.

Iteration 6:
This iteration is very different from all the previous iterations of the game. This version of the game is made in the hope that it will handle the interest curve in a better way than previous iterations.
Rule sets:
This is a 2 player versus games based on fighting genre and elements from RPG games.
The basic game mechanic of stacking cubes still holds.
Each player has 3 elements; Body, Mind and Soul. 
There is also a special element called Mugen. This element is required to perform special moves.
The players start off with 4 cubes each on Body, Mind, Soul and Mugen. The color coding for these elements are as follows:
Body – Red 	(Numerical value = 1)
Mind – Yellow	(Numerical value = 2)
Soul – Blue	(Numerical value = 3)
Mugen – White	(Numerical value = 4)
The concept of stacking is brought about by a mechanic called Practice Run or the Build Mode. 
This mechanic is used by the player to build his BODY, MIND, SOUL and MUGEN stacks. 
The player throws a D4 and a D6 dice. The result on D4 indicates which elements to stack on and the result on D6 decides the number of cubes to be stacked. 


 (
3
1
4
2
SOUL
MIND
BODY
MUGEN
)
 (
Fig 8
:
 Fight Matrix
.
) (
Fig 7
:
 Player’s anatomy
.
)







The game uses a new fighting mechanic called the Fight Matrix. It is a 3x4 matrix which consists of arrows indicating directions. There 4 directions; Up, Down, Left and Right. The Fight Matrix looks as follows:
The Fight Matrix:











The Fight Matrix is the game’s combat system. 
The player is initially given 12 objects called Movement Orbs. These orbs are used on the Fight Matrix to perform special moves. 
Suppose a player wants to do Mind damage to his opponent. He has to perform the following sequence of moves to execute it.
Mind Damage = UP, RIGHT + 2 on a D4.
To execute this move the player has to place 2 orbs on any of the UP and RIGHT directions on the Fight Matrix and then he has to roll a 4 sided dice. If he gets it then the move is executed successfully and his opponent loses 2 cubes from his MIND stack.
Once the player has used up all the directions available in the Fight Matrix he has to sacrifice 1 MUGEN from his stack to replenish the orbs and free the Matrix.

Moves List for the Fight Matrix:

BODY damage:

DOWN, RIGHT + 1 on D4  (Removes 2 cubes from opponent’s BODY stack)
DOWN, RIGHT + 1 on D6  (Removes 4 cubes from opponent’s BODY stack)

MIND damage:

UP, RIGHT + 2 on D4         (Removes 2 cubes from opponent’s MIND stack)
UP, RIGHT + 2 on D6         (Removes 4 cubes from opponent’s MIND stack)

SOUL damage:

LEFT, RIGHT + 3 on D4      (Removes 2 cubes from opponent’s SOUL stack)
LEFT, RIGHT + 3 on D6      (Removes 4 cubes from opponent’s SOUL stack)

MUGEN steal:

LEFT, DOWN, RIGHT + 4 on D4   (Steals 1 MUGEN cube from opponent)
LEFT, DOWN, RIGHT + 4 on D6   (Steals 2 MUGENs cube from opponent)

The game is won using any of the following ways:

Defeat your opponent by removing at least one entire stack of any of his vital elements i.e. BODY, MIND and SOUL. 
Capture the soul of the Legendary MUGEN fighter. This is performed by attaining his stack heights for BODY, MIND, SOUL and MUGEN. 
The stack heights for the legendary MUGEN fighter is  as follows:
BODY  Stack Height = 10
MIND  Stack Height = 10
SOUL   Stack Height = 10
MUGEN  Stack Height = 17
When a player attains these stack heights he successfully captures the Legendary MUGEN Fighter’s soul.
Every time a player attains any one of the stack heights required to capture the MUGEN fighter’s soul he is rewarded a pawn which depicts that he has successfully captured the corresponding element of his soul. 
Incase both players have attained a stack height of 10 then the one who made it first will be rewarded the corresponding pawn for that element. However, if the opponent makes a stack height greater than 10 then the pawn has to be handed over to him. 
If either of the player loses stack height below than is required for capturing the MUGEN fighter he has to return the pawn to where it came from.
If the stack loses balance and follows off, then the cubes which stay on or within the border line of the stack area for that element can be stacked up again.
The Legendary MUGEN Fighter’s graphical representation on board:

 (
MUGEN
17
SOUL
10
MIND
10
BODY
10
)







 (
Fig 9
:
 MUGEN fighter graph representation.
)




Board Layout:
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Playtest No: 6
Details:
Player1:
Name: Srinavin Nair
Gender: Male
Age: 22
Player2: 
Name: John Kolencheryl
Gender: Male
Age: 25
Time:  10:30 pm
 (
Fig 10
:
 Game layout.
)Date:  2/7/2009
PlayTest Analysis:
This is the first playtest after the complete makeover from the previous concept. The combination of a fighting game with an RPG genre proved to impress my first playtester and me. Following were the findings for this play test:
The player easily understood the game’s objectives and instructions.
 The theme of the game felt right using elements like BODY, MIND, SOUL and MUGEN.
The fighting mechanic was efficient and helped enhance the gameplay. However the probability of a hit was only 25%. This reduced the dynamicity of the game.
Also, the D6 attack in the fighting mechanic had a very less probability of 17%. As a result the player never attempted a D6 attack.
It seemed almost impossible to capture the soul of the Legendary Mugen Fighter because the stack height required was very challenging. 17 cubes on the Mugen stack was very difficult to achieve.
Stacking blocks is a skill and some people are not as good as others.
Since the game is started with 4 cubes on each of the vital elements there is a possibility of a fatal hit. If the player gets a D6 hit on his opponent in the very first turn, the game ends. This needs to change.
The moves list is not balanced because after a while the players aren’t able to perform new moves.
Since the MUGEN blocks help replenish the movement orbs there must be some restriction on getting the MUGEN blocks in the first place.
There wasn’t enough space for both the players to stack.
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Iteration 7:
The next iteration of the game has the following changes based on the last playtest:
The probabilities for the D4 and D6 attacks have been increased to 50% and 33.33% respectively.
The new moves lists are as follows:
BODY damage:

DOWN, RIGHT + (1 or 4) on D4  (Removes 2 cubes from opponent’s BODY stack)
DOWN, RIGHT + (1 or 4) on D6  (Removes 4 cubes from opponent’s BODY stack)

MIND damage:

UP, LEFT + (2 or 4) on D4         (Removes 2 cubes from opponent’s MIND stack)
UP, RIGHT + (2 or 4) on D6         (Removes 4 cubes from opponent’s MIND stack)

SOUL damage:

UP, DOWN + (3 or 4)  on D4      (Removes 2 cubes from opponent’s SOUL stack)
LEFT, RIGHT + (3 or 4)  on D6      (Removes 4 cubes from opponent’s SOUL stack)

MUGEN steal:

LEFT, DOWN, RIGHT + (4 or 2) on D4   (Steals 1 MUGEN cube from opponent)
LEFT, DOWN, RIGHT + (4 or 2) on D6   (Steals 2 MUGEN cubes from opponent)
The game starts with 5 cubes on each of the BODY, MIND and SOUL stack. The MUGEN stack will still have only 2 cubes at the start of the game.
When the player stacks 10 cubes in any of the 3 elements they are rewarded a MUGEN cube.
Provide sufficient space between both players.
The design and layout of the board will now be themed based on the Tekken series.
[image: E:\ETC\GameDesignClass\photos\GD2pl4e.png]Playtest No: 7
Player1: 
Name: Francisco Souki
Gender: Male
Age: 
Player2: 
Name: John Kolencheryl
Gender: Male
Age: 25
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:
 Playtest
)Time:  3:00 pm
Date:  2/8/2009
Play test analysis:
Following were my findings from this play test:
The game could be won easily by using the fighting mode. This change is because the probability of a hit was now increased to 50% and 33% (for D4 and D6 attack respectively).
The game was over in less than 5 turns. 
The probability of getting to stack on a particular element was far less compared to hitting your opponent on a particular element on the stack. For example:
Probability of getting to stack 5 dice on SOUL was = 1/4 * 1/6 = 1/24 = 4%
Probability to attack a stack on SOUL was = ½ = 50%.
Though there were other factors like MUGEN replenish and build mode giving a atleast 1 block to stack, these never could take care of the imbalance in the game.
There was no balance between the fighting mode and the build mode and so the players never tried to capture the soul of the Legendary fighter.
The player found the fighting mechanic very interesting and the concept of MUGEN.
 (
Fig 14
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)[image: E:\ETC\GameDesignClass\photos\GD2pl4d.png]

Iteration 8:
My big challenge with this game was being able to balance it. Keeping that in mind, following are my new additions to the game:
MUGEN can now be used to transform between BODY, MIND or SOUL. The player can convert one element to another by sacrificing a MUGEN. He can also do this any number of times provided he has that many MUGENs to sacrifice.
The game starts with 5 MUGEN at the start of the game.
The probability of a D6 attack is now 1/6 i.e.
The new moves lists are as follows:
BODY damage:
DOWN, RIGHT + (1) on D6  (Removes 4 cubes from opponent’s BODY stack)

MIND damage:
UP, RIGHT + (2) on D6         (Removes 4 cubes from opponent’s MIND stack)

SOUL damage:
LEFT, RIGHT + (3)  on D6      (Removes 4 cubes from opponent’s SOUL stack)

MUGEN steal:
LEFT, DOWN, RIGHT + (4) on D6   (Steals 2 MUGEN cubes from opponent)

Transformation of elements and replenishing of the movement orbs are now separate turns and cannot be followed by an attack or build during the same turn.

Playtest No: 8
Details:
Player1:
Name: Vimal Sathish
Gender: Male
Age: 25
Player2: 
Name: John Kolencheryl
Gender: Male
Age: 25
Time:  10:00 pm
Date:  2/8/2009

Playtest analysis:
 (
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)The following are my findings from this playtest:
The game was more balanced this time; however the build mode and attack mode still created uncertainties in the game. Having to satisfy either of the 2 goals confused the player. At any point of time the player could not say if following a particular mode will help him to strategize and win the game. 
The players ran out of MUGEN at some point of time in the game after which attacking the other player seemed to be the only way to win the game.
The challenge of stacking was there as the players tried to build and seemed to be the most fun aspect of the game.
It was very difficult to capture all the 3 pawns of the MUGEN fighter at one time due to the varying stack heights between the 2 players.
The players didn’t have enough MUGEN as they progressed in the game to satisfy the MUGEN stack height to capture the soul.
The game had a lot of uncertainties due to which the players couldn’t say if they were going to win or not.

Iteration 9:
‘Capture the soul’ goal is now removed from the game. The players focus only on one objective and that is to defeat your opponent via attack. The only goal is now to remove completely any one of the BODY, MIND or SOUL stacks of the opponent.
The game starts with 7 cubes on each of the elements i.e. BODY, MIND and SOUL. MUGEN also now starts with a stack of 7.
Everytime any player completes a stack height of 10 on any of the elements he is rewarded 2 MUGENs.
Everytime any player completes a stack height of 20 on any of the elements he is rewarded 3 MUGENs.
MUGENs are still capable of element transformation.
The player now has 2 ways of attacking the opponent:
Imbalance attack: In this kind of attack the player throws a D4 and D6 (similar to the build mechanic in previous iterations) and the result will be used by his opponent to stack his own elements. So this causes the opponent to stack cubes onto his stacks.
Normal attack: In this kind of attack the player selects moves based on the Fight Matrix and rolls a D4 dice. This is similar to the fight mechanic of the previous versions of the game.
The D6 attack probability is brought back to 33.33%. However, there is a trade off now. If the player performing the attack is not successful he loses 2 cubes from his stack for that particular element.  Also the MUGEN steal can now be performed only if the player has atleast 1 MUGEN available.
The new moves lists are as follows:
BODY damage:
DOWN, RIGHT + (1 or 4) on D6  (Removes 4 cubes from opponent’s BODY stack if successful else you will lose 2 cubes)

MIND damage:
UP, RIGHT + (2 or 4) on D6         (Removes 4 cubes from opponent’s MIND stack if successful else you will lose 2 cubes)

SOUL damage:
LEFT, RIGHT + (3 or 4)  on D6      (Removes 4 cubes from opponent’s SOUL stack if successful else you will lose 2 cubes)

MUGEN steal:
LEFT, DOWN, RIGHT + (2 or 4) on D6   (Steals 3 MUGEN cubes from opponent if successful else you will lose 1 cube)


Movement orb replenish and element transformation is not a separate turn now. Either of them can be performed before attacking the opponent. 

PlayTest No.9
Details:
Player1:
Name: John Kolencheryl
Gender: Male
Age: 25
Player2: 
Name: Chung Ho
Gender: Male
Age: 28
Time:  6:30 pm
Date:  2/9/2009
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Playtest Analysis:
With just one goal in the game it proved to be a much more fun experience than prior iterations. The game was clearer and predictable than the previous versions. The following were my findings from this play test:
At first, when all the rules were told to the player he found it confusing and thought there were too many rules. However as he played through the game he found it far easier to understand.
The penalty when a D6 attack wasn’t successfully executed was actually advantageous to the player. If he was having a tall stack then failing at the D6 attack was good for him as it would take out 2 of his blocks.
The player felt that there should be more options for MUGEN regeneration.
Once the MUGEN was depleted the player had little chance of winning which made it a strategy in this game.
When one of element stacks fell, it took down another stack along with it since all the other elements were close by. It had more element of surprise to the game. 
Since the players did not have there on set of rule and moves list there was a slight delay in playing the game.
The play tester defeated me by using the strategy I wanted the players to use. He kept attacking me via imbalance attack and then once my SOUL stack fell, he used a normal attack and finished me off. 
Until the last few moves, it is anybody’s game. 
Stacking cubes is a challenge and requires skill and precision.
Having just one goal in the game made it a lot easier and clearer.
Using MUGENs to replenish the movement orbs and transform elements proved to be very useful in resisting countering attacks.
With the imbalance attack you could give away more MUGENs to your opponent, however having more MUGENs becomes a disadvantage because now the player has to worry about balancing that stack. And since MUGENs are the middle stack, if they fall they take away other stacks also along. 

Iteration 10:

The Fight Matrix can be replenished only if no more moves are possible or if all the slots in the matrix are full.
The orb replenishment or element transformation is a separate move. The player cannot perform attacks during this turn.
The D6 attack does not have a penalty and the player will remove only 3 cubes if successfully executed. 
PlayTest No.10
Details:
Player1:
Name: Vimal Sathish
Gender: Male
Age: 25
Player2: 
Name: John Kolencheryl
Gender: Male
Age: 25
Time:  1:00 am
Date:  2/10/2009
PlayTest Analysis:
In this final playtest I wanted to see how the game would play when the orb replenishment and element transformation were separate moves. The following are my findings:
Vimal’s good stacking skills snatched victory. He went on attacking my SOUL stack and won the game. He had made a stack height of 16 blocks easily on the BODY stack.
Making the orb replenishment and element transformation separate moves was a good choice as it allowed more game balance. 
The game had a good interest curve.
Vimal suggested making this into a 3 player game to involve more conflict and chances of a comeback for players in bad state.
Final set of rules and instructions:
Objective:
Defeat your opponent by removing at least one entire stack of any of his vital elements i.e. BODY, MIND and SOUL. 
Rules:
A two player versus game based on fighting genre and elements from RPG games.
Each player has 3 vital elements; BODY, MIND and SOUL.
There is also a special element called MUGEN. This element is required to perform special moves.
The players start off with 7 cubes each on BODY, MIND, SOUL and MUGEN. The color coding for these elements are as follows:
Body – Red 	(Numerical value = 1)
Mind – Yellow	(Numerical value = 2)
Soul – Blue	(Numerical value = 3)
Mugen – White	(Numerical value = 4)
The game uses a new fighting mechanic called the Fight Matrix. It is a 3x4 matrix which consists of arrows indicating directions. There are 4 directions on it; Up, Down, Left and Right.
The Fight Matrix is the game’s combat system. 
The player is initially given 12 objects called Movement Orbs. These orbs are used on the Fight Matrix to perform special moves. 
Suppose a player wants to do MIND damage to his opponent. He has to perform the following sequence of moves to execute it.
Mind Damage = UP, RIGHT + 2 on a D4.
To execute this move the player has to place 2 orbs on any of the UP and RIGHT directions on the Fight Matrix and then he has to roll a 4 sided dice. If he gets it then the move is executed successfully and his opponent loses 2 cubes from his MIND stack.
Once the player has used up all the directions available in the Fight Matrix he has to sacrifice 1 MUGEN from his stack to replenish the orbs and free the Matrix.
The moves lists are as follows:
BODY damage:

DOWN, RIGHT + (1 or 4) on D4  (Removes 2 cubes from opponent’s BODY stack)
DOWN, LEFT + (1 or 4) on D6  (Removes 3 cubes from opponent’s BODY stack)

MIND damage:

UP, LEFT + (2 or 4) on D4         (Removes 2 cubes from opponent’s MIND stack)
UP, RIGHT + (2 or 4) on D6         (Removes 3 cubes from opponent’s MIND stack)

SOUL damage:

UP, DOWN + (3 or 4)  on D4      (Removes 2 cubes from opponent’s SOUL stack)
LEFT, RIGHT + (3 or 4)  on D6      (Removes 3 cubes from opponent’s SOUL stack)

MUGEN steal:

LEFT, DOWN, RIGHT + (4 or 2) on D4   (Steals 1 MUGEN cubes from opponent)
LEFT, DOWN, RIGHT + (4 or 2) on D6   (Steals 2 MUGEN cubes from opponent)

The probabilities for the D4 and D6 attacks are 50% and 33.33% respectively.
The design and layout of the board is based on the Tekken series.
The player has 2 ways of attacking the opponent:
Imbalance attack: In this kind of attack the player throws a D4 and D6 (similar to the build mechanic in previous iterations) and the result will be used by his opponent to stack his own elements. So this causes the opponent to stack cubes onto his stacks.
Normal attack: In this kind of attack the player selects moves based on the Fight Matrix and rolls a D4 dice. This is similar to the fight mechanic of the previous versions of the game.
MUGEN can be used to transform between BODY, MIND or SOUL. The player can convert one element to another by sacrificing a MUGEN. He can also do this any number of times provided he has that many MUGENs to sacrifice.
Everytime any player completes a stack height of 10 on any of the elements he is rewarded 2 MUGENs.
Everytime any player completes a stack height of 20 on any of the elements he is rewarded 3 MUGENs.
The Fight Matrix can be replenished only if no more moves are possible or if all the slots in the matrix are full.
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)
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Tekken Dice Cost:
Tekken Dice is a game that is meant for fans of the fighting genre as wells as anyone who enjoys a stacking game. If this game was to be mass produced it would be directed towards the age group of 10 to 35. Currently my game is a 2 player game; however I would really want to make it a 3 player game if I had the resources. An additional player would require more number of wooden cubes. 
The cost estimate of this game would be as follows:
Two A4 sheet papers which can be used to print the layout for both the characters. ($1)
Two smaller sheets of paper to print the moves list. (20 cents)
A pair of D4 and D6. (4 * 60 cents = $2)
A packet of 26 orbs. ($2.39)
Two large boxes of the colored wooden cubes. (2 * $12.00 = $24)
And, so based on the break up specified about the game would total to $29.59. However, the price of some of the objects mentioned above can be cheaper so this price is like the highest this board game can cost.

Probability check for Tekken Dice:
Probability of D4 attacks = ½ or 50%
Probability of D6 attacks = 2/6 = 1/3 or 33.33%
Probability of an Imbalance attack on a particular element for example BODY = ¼ * 1/6 = 1/24 = 4%                                          
                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                        
Conclusion:
This assignment taught me a lot about brainstorming, game balance and maintaining interest curves. It also allowed me to take dice games to a completely new level while keeping my primary motive of a stacking game intact.
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