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This thesis studies the various aspects of tabletop game creation which should
be taken into consideration when designing for children. It highlights some of
the phases that occurred during the creation of an early viable product
prototype, including game and visual design.

The main goal was to create a compelling board game targeted mainly at girls
aged 8-12. The game, a project referred to as the Magical Kingdoms, became
an intuitive adventure and role-play-focused CO-OP experience set in a fantasy
universe.

The research used in the thesis was conducted by analysing the current
tabletop game market, reading published material as well as various online
studies and articles. The most utilised tools when creating the 2D visuals and
icons of the product were Adobe Photoshop (2020) and Adobe lllustrator
(2020). Other meaningful subtasks regarding the project include world-building,
character and UX design, choosing and iterating on the gameplay mechanics,
creative writing, and hands-on playtesting.

Additionally, the thesis took under examination how the current board game
scene represents women. These findings affect crucially some of the game’s
themes shifting towards inclusivity and empowerment. One of the design goals
became to inspire girls to get more involved in the tabletop game industry by
creating a title aimed directly at this demographic.

Key words: board game, game design, visual design, inclusivity, representation
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ABBREVIATIONS AND TERMS

2D
3D
BIPOC

Casual game

CO-OP

D6

D20

Game mechanic

Gateway game

High Fantasy

Lore
Match 3

One versus many

Playtest

RGP

Tabletop Game
UX design

Two dimensional

Three dimensional

Black, indigenous and people of colour

Game that targets a mass audience usually played in
shorter sessions

A co-operative play style

A six-sided die

A twenty-sided die

Construct and/or rule of a set game

A game that can be used to softly introduce a certain
game genre to an inexperienced player

Sub-genre of fantasy set in a fictional world with an
epic theme or setting

History and knowledge of a set fantasy realm

A game genre where the player aims to combine
similar elements of 3 or more

A play style in which one player has different goals
from the rest of the players

Testing a game before its release

Role-playing video or tabletop game

Board game involving pieces and a pre-marked board
User experience design including usability and

function



1. INTRODUCTION

1.1. Background

The history of tabletop games dates back thousands of years. Back then these
games were not played by, nor made for, children. Adults played early forms of
board games to gamble, while the elite also used board games to have fun and
to develop their character. These skills for example included discipline and
concentration as one of the world’s oldest board games called Go—Weigqi in
Chinese—suggests. In India as early as 200 BCE games were already used as
a learning tool for children and adults alike, exemplified by the ancient game
Snakes and Ladders, designed to teach the people about morals and religion.
(Mingren 2018; Glimne 2020; Deason 2017.)

Tabletop games became widely accessible for children much later in the 1800s,
when people in Europe started to slowly move away from using child labour
making children viable consumers for the first time in history as the concept of
childhood developed. Some of the most popular commercially available board
games during that period were classics we know and love today, like chess,
checkers, and dominoes, which were still largely enjoyed by kids and adults
alike. (Ortiz-Ospina & Roser 2013; Brown 1996; Lien 2013.)

The modern tale of board games however starts as late as the dawn of the 20th
century, with the invention of such games as The Landlord’s Game in 1903, an
early successor to the international success: Monopoly (1935). Steadily as time
passed, new games of more varied genres and themes would pop on the

market as the demand for entertainment grew. (Brown 1996.)
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Before the 1980s the games were mainly marketed toward families and only
little to few games were targeted at just one gender. A change came to be
however when the massive recession of video game sales hit the US, an event
commonly referred to as the Video Game Crash of 1983. The cause of the
sharp recession was largely believed to be poor quality control of games at the
time, but to maximise uncertain profits the demographic of gamers needed to be
redefined to ensure maximum future potential. As male gamers were the
majority video games started to be marketed mainly just toward a male
audience from this point forward. The games were now being placed in the
boys’ aisles in local stores, creating a new kind of division and an entry barrier
for girls. This development eventually also affected the board game market’s
core demographic as the gaming scene as a whole shifted. (The People History
2022; Lien 2013.)

This shift is still visible when looking at today’s market where male players
dominate in numbers in almost all game categories, female gamers being the
majority only in Match 3 and socially focused simulation games, such as family
simulators (Picture 1.). This creates a cycle, in which many new games are
initially designed for a male audience in the hopes of reaching the largest

possible audience and gaining maximum profit. (Denton 2021; Lien 2013.)
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PICTURE 1. Game genre player statistics (Denton 2021)

The mobile game market on the other hand, which is now estimated to bring in
the most revenue among all other gaming platforms combined, is according to
some surveys drawing in more female gamers than other platforms. Women are
more likely to play casual—or hyper-casual—free-to-play titles, but also through
mobile games venture into more adventurous genres as well, such as puzzle
RPGs. This indicates that there is underlying interest and could mean the entry

barrier for other role-playing games could be lowered by this method, as the



9

RPGs can be challenging to access for those not already familiar with the

genre’s rich vocabulary. (Chiovato 2021; Chen 2021.)

Share of Female & Male Gamers Who Play on Each

Platform
Based on gamers in the world’s top 10 games markets (by revenues)

Women @ Men

94% 91%

81%

69% 70%
59%

Mobile Console

PICTURE 2. Share of All Female and Male Gamers Who Play on Each Platform
(Brune 2022)

When looking at the top primary motivations of the female audience they too
seem to point at completion, fantasy, and design. Community, while heavily
marketed as being the driving motivation to the female audience, is only the 4th
most important aspect. This data provides some proof that there would be a
market for a new action-oriented role-play experience targeted toward girls as

fantasy and story both rank notably high. (Yee 2016.)
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Primary Motivation (Female Gamers)

PICTURE 3. Primary motivations of female gamers (Yee 2016)

Roleplaying games require and develop creativity significantly more than, for
example, the casual Match 3 games that focus more on quick thinking and fast
reflexes. Encouraging women and girls to get into more challenging and
creatively driven games could eventually help to shift the gender balance of the
games industry. When looking at statistics from 2018, women have created or
co-created less than 3% of the top 200 board games rated on the Board Game
Geek database while white males have designed nearly 93% of these games.
(Dufva 2022; Majander 2022; Pobuda 2022.)
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White non-binary
BIPOC men

White women o

White men

Copyright Tanya Pobuda

PICTURE 4. Top 400 BGG Designers, Breakdown by Gender & Race” (Pobuda
2021)

1.2. Objectives and structure

The goal of this thesis is to produce a visually and conceptually viable CO-OP
board game prototype for 8-12-year-olds with the core audience targeting

mainly girls. This project is here referred to as Magical Kingdoms.

The thesis consists of two main parts after the introduction: designing the
gameplay mechanics and then designing the visuals. These subjects in many
parts of the design process overlap, and the fact that related concepts
constantly shape each other means that the thesis is not entirely chronological.

Chapter four consists of the conclusion and plans for the project.

1.3. Limitations

Due to the COVID-19 pandemic and limited contacts with the chosen target
demographic, playtesting could not be conducted with the target audience,
despite its obvious benefits and importance to the project. To accomplish this, a

bigger team and more suitable connections would have been necessary.
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Some of the data presented in this thesis are also either limited in scope or
precision due to a limited pool of well-researched data being available on the
selected subject. Tabletop games remain a relatively understudied subject
compared to for example the video game market, for which recent and large-
scale studies are published more widely due to its greater market potential. The
video games industry commanded an estimation of a humongous US$180.3bn
in 2021, while the tabletop games industry was only estimated at US$11.7bn.
(Wijman 2021; Jarvis 2021.)

© Board Game Market Share
O Video Game Market Share

6 %

94 %

CHART 1. Comparison of tabletop and video game market shares in 2021
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2. GAME DESIGN

2.1. Conceptualising

When designing a new game, it is important to take the target audience, theme,
setting, accessibility, and accurate representation into consideration. Ideally, all
of these factors are accounted for at the very start of the design process to

avoid complications later. (Fullerton, Swain & Hoffman 2004.)

As the initial research suggested, a game targeted mainly at girls including
elements of role-play and adventure could have an untapped marketing
potential while also serving as a gateway game for the young audience to later
move onto more grand titles. Therefore, other starting parameters included a
classic high fantasy setting for the game, with a lot of the subject matter taken
from fables, which would softly introduce the players to this popular genre and
yet be familiar enough to be comfortable around. A common narrative theme
that matches these parameters would be the classic good vs. evil trope, as it
can be twisted and turned in many interesting ways while enabling much
creative freedom around it. This good versus evil trope is well exemplified in the
Lord of the Rings (1954—1955) trilogy, where Sauron represent pure evil might
that the main heroes are rising to challenge. (Saari 2018; Glatch 2021; Marshall
2017)

Game mechanics selected for the core of the gameplay were co-operation and
character development, as these commonly are at the core of any role-playing
experience as popularised by the fifth edition of the role-playing game
Dungeons & Dragons (Wizards of the Coast 2014). Abilities, items, and
equipment support these goals and were thus included, as well as combat and
other threats that serve both as a balancing force and as a way to create
conflict in the game. Conflict is almost always necessary in some form as it
drives all action forward and as such this benefits both the game’s narrative and
gameplay. (Saari 2018; Stern 1991.)
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2.1.1. Target audience

As the game attempts to serve as a gateway title, it needs to be rather simple
by comparison to many other tabletop games on the market. These games can
take hours to learn and many more to play in one or multiple sessions, and the

rulebooks can be as lengthy as 20 pages. (Lee 2021.)

As the game would be difficult to market and target solely adults looking for
simpler role-playing adventures, children were selected as the primary
demographic early on. A simple ruleset would suit this audience well and this
limitation would keep the game from growing too complex by default. Eight to
twelve-year-olds were selected as the primary target age group, as they most
likely have both the linguistic and conceptual understanding to be able to play
the game independently without any adult supervision. At this age, the kids can
also handle possible defeat better and even enjoy the challenge, as long as the
game steadily rewards the players and offers a sense of accomplishment in the
end. On this spectrum, there already are kids who might be searching for their
identity, in which case having multiple different and varied player characters

would suit the design well. (Lehtinen, Kuusinen & Vauras 2007; Wheeler 2018.)

Girls and women on the other hand were chosen as the primary target audience
as there is a lack of board games targeted at this group and a need to increase
female representation in board games in general. Yet ideally the game would be
enjoyed by all genders, as well as kids and adults alike. The main feature that
draws in girls should come mainly from the characters and visuals but the
chosen game mechanics should suit everyone. The system would ideally be
both easy to pick up yet complex enough to be able to offer a varied experience

each time that it is played.

Once the main age and gender demographics were settled upon, the theme of
the game came to form. The game’s fantasy setting was merged with magic
and princesses—thematically lining with the popular Magical Girl genre—and

the project was promptly titled ‘Magical Kingdoms’. (Collins 2017.)



15

2.2. Benchmarking

The benchmarking phase of the process was kicked off by researching local
game shops and online sources to find similar titles to compile an
understanding of the usual and popular gameplay mechanics. Using various
references is crucial to avoid falling into common design pitfalls, and also to see

what the current theme, genre, and visual trends are like.
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PICTURE 5. Selection of tabletop games at the local toy shop (Tampereen Pieni
Lelukauppa 2022)

It was early on concluded that there are no identical or nearly identical games to

what Magical Kingdoms was aiming to be. Many of the games looked into had

similar elements like incorporating co-operation, adventure, and roleplaying, but
these games then did not match the selected theme. A game called The Big
Book of Madness (IELLO 2015) was objectively the closest title, matching the
general playstyle and setting, but was aimed at +12-year-olds with a gloomier
visual style than intended at this point. Many of these games had a playtime of

around 60 to 90 minutes, which became the target for Magical Kingdoms as

well.
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This meant that both the theme and game genre were popular enough within
the scene, but never combined in the way intended to be done here. As it
seemed there was no direct competition it was time to move on to the project’s

plan and iteration phase.

PICTURE 6. Disney Villainous (Ravensburger & Wonder Forge 2018) and

Outfoxed! (Gamewright 2014) both present similar qualities to Magical

Kingdoms, the first one in theme and art and the second in terms of gameplay

2.3. Core loop

One of the first things needed to be able to start the prototyping process is
figuring out the core loop of the game, which may involve game board
movement and in-game actions. As players, 8 to 12-year-olds are a demanding
audience, who still long to be in a group but are currently forming their identity
and independence as well. A game designed for them needs to take several
playthroughs to master, as well as allow multiple gameplay styles and creative
tactics to beat. The game must balance between complexity and simplicity as
the rules cannot be excessive in length either, and all of this must be taken into

consideration when moving forward with the prototype. (Wheeler 2018.)

For the narrative and role-playing aspects of the project, while a little unintuitive,
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the game Betrayal at House on the Hill (Avalon Hill Games, Inc. & Wizards of
the Coast 2004) was chosen as the main source of inspiration. Even though this
is an adventure horror title aimed at young adults, which is a very different
demographic from the target group, its way of telling short stories through
different encounter cards was something both interesting, intuitive, and a great
way to include easy world-building into the mix. Some of these cards pose
challenges, some threats, and others items to strengthen the character and
increase their chances of survival. A similar mechanic was also used in a game
called Stuffed Fables (Plaid Hat Games 2018), which is an action-oriented
tabletop game with role-play elements that coincidentally is also aimed at +8-

year-olds.

In Betrayal at Baldur's Gate (Avalon Hill Games, Inc. & Wizards of the Coast
2017), a title strongly based on Betrayal at House on the Hill, more role-play
elements were included, such as individual character abilities. These help in
establishing the characters more and add a small new strategy element. These
two games also have a good combat system already implemented, which

proved to be a good basis for the project as well.

On the other side of things, a classic childhood Finnish game called Afrikan
Tahti (Peliko 1951) was used as the starting point for the movement system.
Although this is not a very popular titte among many older players due to its
very luck-based system, this game's intuitive movement mechanic combined
with the element of luck and surprise when turning over the game pieces to find
good, neutral, or bad outcomes is such a memorable concept that it has
managed to stay as a Finnish family favourite for over 70 years. The system
also provided a great way to easily vary the playing experience each time that it
is played, as the game pieces are in different locations each playthrough. On
top of all this, turning the game pieces over became an easy way to include the
aforementioned encounters cards into the core loop of the game, making this

an easy choice.

These choices meant that the general gameplay loop goes as follows: A player
first moves to figure out whether or not they can pick an encounter or threat

card. The card is then resolved by one or multiple players, after which the
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player can still use their possible items or abilities. Once all the player has done
all that they want or can, the turn passes on to the next player. One turn should

therefore be anywhere from 10 seconds to a few minutes.

4. End of Turn

. 1. Movement
3. Special Actions ~— ‘
\ )—- 2. Encounter
2.3. Resolving Encounter —

2.2. Encounter Roll .—] ;’ 2.1. Help from Party

CHART 1. The general gameplay loop of the game

2.4. Game mechanics

Although Magical Kingdoms is a game that emphasises various aspects of role-
play, it is fundamentally an action-oriented game where all the players are equal
with no game-master affecting or regulating the gameplay. This decision was
made to keep the game rules simple and the concept easy enough to grasp for
everyone without the need for one person to invest more time and effort into

learning the rules and concepts of this game.

The goal of the game is for the players to protect the kingdom, which is
represented by the game board, by defeating four great monsters before they
reach the main castle. Narratively this would be presented to the players as a

call to: “Adventure through the magical kingdoms with your allies, encounter
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new people, avoid traps and fend off evil forces trying to take over the land.”
How to implement this idea into concrete mechanics was in the end tricky

despite the relatively simple concept.

In this document, each separate mechanic’s development has been divided into
its own section. The full rules of the game can be found at the end of this
document. For reference, a general flowchart of all the selected gameplay

elements can be seen below.

Player
' actions

‘‘‘‘‘‘

.......

[ Losing
| tumns.
e e B prvsmod
Main " q
, gameplay on the Winning g
phase > ‘Sanies Gaining 7 -
map > Gems Enemies
. Player moving
» turn end  SETCE R © towards -
the caste
e 7 All enemies
, Items . are
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B , Traps =
* Encow
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IMAGE 7: General flowchart of the game

2.4.1. The goal of the game
Deciding upon the goal of the game was not an easy task and was altered a
few times during the design process. In the early stages, the goal was to find up

to 5 specific legendary item cards from the deck by exploring the map, which

Game
lost

Game

" won
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then prompted the players to return to the starting point to fight one last enemy.
This did not pan out, however, as the chances of pulling these 3 cards were too

random as proven by some early playtesting sessions.

PICTURE 8. Playtesting session in progress

The design was then changed to searching for these legendary items as tokens
on the board instead. These item tokens were shaped distinguishably to both
give the player an idea of where to go, and also make these legendary items
always available for the players to collect without having to go through possibly

over 70 cards.

However, this was not the solution either as it introduced a whole new set of
issues. If the players knew exactly where to proceed, they would not ever stop
for other encounters and all the other game elements became essentially
pointless. Even regardless of this fundamental flaw, the game pace was still too
random and was subjectively quite uninteresting to play with little investment
happening. There still was no pressure for the players to complete the game
because there was no sense of urgency, as the end of the game was also up to

the random card encounters which could tick down too slowly.



21

A key part of game design is conducting frequent playtesting sessions to find
out flaws and iterate early on to find possible game-breakers and also to see if
the players can have fun with the product in the intended or unintended ways.
These sessions helped in forming a sensible game goal, which removed the
focus from the legendary items and put it back where it should have been from
the start, conflict and therefore combat. (Gerad 2021; Fullerton, Swain &
Hoffman 2004.)

A few roaming monsters were added, their maximum number varying based on
the player amount, which would march towards the castle in the centre of the
board as the game proceeds. If the players manage to defeat all these enemies
before any of them reach the castle, they win. If not, all the players lose and
need to start again. Forcing combat and bringing the focus to it also
strengthened the CO-OP element of the game, as to defeat strong monsters on
the board the players would greatly benefit from moving together, as opposed to

each player going on their separate ways.

2.4.2. Randomness

Rather than using static values to resolve encounters and movement, throwing
dice gives the player an action to do each turn, while introducing an element of
luck and excitement to the gameplay loop. Additionally, altering the probabilities

with other game mechanics is a key feature of the experience.

For the dice, standard D6 were selected for their low manufacturing cost and
their familiarity with most players. The dice in specific terms are 16mm in
dimension with rounded corners and bright colours matching the chosen palette
as close as possible. To make the gameplay move along smoothly, each player
should have their own dice sets, which meant 3 dice per player and 15 dice in

total to accustom all maximum of 5 players.

Further customising was done to the dice however to work with a lower set of
numbers to keep the calculations as accessible as possible for the youngest of

players. The numbers chosen were: 0, 1, 1, 2, 2, and 3. These were selected



22

especially to make mediocre scores more probable, with highs and lows
occurring less frequently. Failing or succeeding massively is a great chance to
allow the players to make up their narrative and make lasting memories, as well

as being more manageable than the standard dice while the heroes power up.

PICTURE 9. Altering standard D6s’ with soluble paint to match the wanted

design

Including a 0 in the dice caused some backlash in the first player testing
session, as throwing nothing can feel extremely punishing. However, to drive
players to move together as a team when they have a much higher chance of
succeeding in their throws, which requires a chance to fail critically to work. All
players might not understand this message at first, which can indeed be a

cause of anger and frustration and can take a few rounds to comprehend.
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PICTURE 10. Dice concepts for the final product

As this particular dice design is my own, | had to make a custom chart to track
down the score probabilities. The basic calculations with one die are easy to
conceptualise, 0 and a 3 both have a chance of 1/6 at landing, while 1 and 2
both have a chance of 1/3. When throwing multiple dice, however, the extremes
become increasingly harder to hit. Moreover, these numbers are not readily
available in common databases as the dice are so unique, which makes

calculating the score chances hard even for the experienced tabletop player.



Total Score 1 die
Probability
0 (MIN) 1/6
16,67%
1 1/3
33,33%
2 1/3
33,33%
3 1/6
16,67%
4 -
5 -
6 -
7 -
8 -
9 (MAX) -

TABLE 1. Probabilities of different dice throw

2 dice

1/36
2,78%
1/9
11,11%
2/9
22,22%
5/18
27,77%
2/9
22,22%
1/9
11,11%
1/36
2,78%

3 dice

1/216
0,4%
1/36
2,78%
1/9
11,11%
35/216
16,20%
7/36
19,44%
7/36
19,44%
35/216
16,20%
1/9
11,11%
1/36
2,78%
1/216
0,4%
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Numbers
Thrown

0+0+0

0+0+1

1+1+0 / 2+0+0

3+0+0/2+1+0/
1+1+1
2+2+0/3+1+0/
2+1+1
3+2+0/ 3+1+1/
2+2+1
3+3+0/ 3+2+1/
2+2+2
3+2+2 [ 3+3+1

3+3+2

3+3+3

To trifle with the odds even more the players can also spend the in-game

currency, gems, to throw some additional dice. Gems are given to each player

from the start of the game according to their character card. They can also be

collected by defeating enemies and completing quests. These dice can be

bought and used at any point, including encounters, help, and movement, which

adds a new layer of strategy into the game, while still being an entirely optional

feature.
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2.4.3. Movement

To do a basic move on the board, the players need to throw as many dice as
their speed skill—stated on their selected character card—allows them to. The
players will advance each turn, moving their character figures to reach
encounter spaces, enemies, or other players. The players travel along twisting

and turning paths that often intersect, allowing for variety and strategic options.

As stated earlier, the movement in Magical Kingdoms is based on the game
African Tahti, but it took some iterating to come to this conclusion. First, a tile-
based system was explored like in The Settlers of Catan (Teuber 1995) or
Carcassonne (Hans im Glick 2000), where the map itself would provide some
replay value as it would be crafted and shaped differently each playthrough. In
the end, this solution did not work well together with the other game elements

and was thus scrapped to find a more eloquently simple solution.

PICTURE 11. Early stages of planning to test the players’ movement

A twist in this rather basic movement system however comes from the ability to
move together as a party with other players. The players can interlock their
characters from the start, or when moving past or landing in the same space
with another player. When moving together, all players continue to take their
turns individually as normal but they can receive help from the other party

members to move which can take place in various encounters.
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PICTURE 12. From the early player figure stacking concept (upper left) to a
playable prototype (below)

2.4.4. Encounters, items & portals

Encounters in this context mean both quests and threat cards. Encounter
spaces are special spaces on the board that the players try to move toward in
the course of the game to gain items and abilities. Both of these revolve around
giving the player a challenge, in which the outcome depends on if they succeed
or fail a dice roll. This then prompts a reward or penalty of some sort which can

be anything from losing a turn to receiving a free item, spell, or equipment card.
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HEARTY LUNCH

Effect: Give one party member an extra
heart.

Discard after using.

A home-cooked meal for the hungry
travelers. Fills the recipient with warmth
and determination

PICTURE 13. Example of an item card

Iltem cards can only be used once, equipment cards are permanent unless
damaged and spell cards can be used only a certain amount of times before
being discarded. All specialities and descriptions are always written directly on
the card, so the players would have to refer to the manual as little as possible.
These cards’ effects can include advantages to a certain challenge,

teleportation, extra movement or damage, and faster trading with other players.

Some cards can grant an extra boost to only a specific character card or must
be combined with other pieces to unlock their full potential. This is to encourage
players to work together, trade these cards with each other and try to maximise
their chances to win the game. To avoid the number of cards players have to
manage at once from getting too large, the default player hand size has been
limited to 7.

Portal tokens on the other hand are a rare thing to discover in an encounter
space. Once discovered, the portals allow the players to move rapidly between
other opened portal spaces on the map. By uncovering as many spaces as
possible, the players can create a network to allow themselves to move swiftly

through the board when nearing the endgame.
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PICTURE 14. Encounter pieces' front and back designs intended for the

different areas of the map

For the regular decks’ card size | chose 70 x 120mm as it is large enough for
the text and illustration to fit while still being common enough that the project
would not later run into production issues. The size is commonly used for tarot
cards which means it is widely available. The player character cards use the

large size instead, as they have even more data that needs to fit comfortably

LABGE S}ZE
TABGT .SIVZE .
ot 70 x 120mm 89 x 146mm
897 x 1497px 1122 x 17197px
64 x 89mm
822 x 1122px

PICTURE 15. Standard playing card sizes
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2.4.5. Combat

Players can encounter combat by coming across combat cards in the encounter
spaces, or by directly moving toward the prepositioned monster figures which
are required to be beaten to win the game. These enemies move towards the
castle each time the turn order passes by the player who started the game and
holds the first player token. Some abilities and spells can stop the enemies from

moving, as well as being in active combat.

Narratively, the beings attacking the heroines are not evil by nature but twisted
to do nasty things by the antagonist turning these beings against the kingdom.
By knocking some sense into them, the curse can be lifted and the beings
return to their peaceful activities. This is something that is commonly done in
children’s TV series to justify the violence and send an appropriate message, as

seen in the adventure title Digimon Adventure (Toei Animation 1999).

D

== O (0]

_ESCAPE IGHT 178

SPEE MICHT GEMS

[ILLUSTRATION] [ILLUSTRATION]
4 4
CHILD OF JKU TRASHDORAGON
o distuting s siep, atnera Mightroll 0 atackoran

<+ escape roll to flee from the combat. You

Your party is now entering combat. must roll higher than the enemy to succeed
Make an -#Escape Roll

or Adragon born from the filthy scrap of the
Make a } Combat Roll. Jjunkyard. Usually spends time hoarding
things others fail to see value in.

PICTURE 16. Combat card design process, new design with more appropriate

texts and intimidating colours on the right

To win the players need to reduce the enemy’s hearts within combat. The
player(s) need to throw a dice score that is at least one higher than the enemy’s
score to do damage. Both the player and the enemy throw dice the amount that

equals their might skill, which is written on their corresponding card, and each
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party member can help in the combat by throwing one additional die. During
one turn, the dice are rerolled only in the case if both parties throw an equal

dice score.

Combat’s length took a lot of testing back and forth as well, meaning whether
the combat should always be resolved in one turn, or possibly take multiple to
complete. The latter was in the end chosen to strengthen the CO-OP mechanic,
as this way other players would have the chance to move and join and help

other players in trouble between the turns.

What happens to the player once their hearts have been depleted was a difficult
question to solve that took multiple iterations to find a satisfying answer to. The
player could be made to lose their gems, items, or turns, but none of these
options ultimately made the game any more fun, rather seemed to make the
pace drag and frustrate the players. In the world of video games, the concept of
lives and having the player restart and lose progress has been deemed old-
fashioned for some time now, as it serves no purpose and can be seen as a
modern relic of the arcades monetisation tactic to maximise playtime with as

little content as possible. (Mullins 2019.)

Yet the players should somehow be discouraged from taking on the bigger
enemies before gathering some necessary items and equipment. If the game
was not designed this way, the winning tactic could simply be to ram into these
main enemies and throw dice until the players win by pure luck. This was solved
by giving the players an option to refill their hearts by spending 1 gem or be
transported back to the closest starting area, where they would need to spend
their next turn to return to full health. This also adds strategy, as players need to

balance between spending the gems and keeping some in an emergency stack.

2.5. World-building

To create a world that is easy for the players to be immersed in, the first bit of
context needs to be introduced as early as possible at the beginning of the
game. Contextualising what has happened before helps the players to
understand the setting and therefore be more involved in the action that follows.
(Stenros & Montola 2008.)
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In many games, this is done through a short extract in the manual that
describes the setting and goal in a narrative sense. In the tabletop game
Legacy of Dragonholt (2017), this was done with a letter that directly inspired
the letter included in Magical Kingdoms as well. The letter included with
Magical Kingdoms is from the in-game king, explaining to the young heroines
that the realm is in danger and only they can save it by defeating the enemies
that threaten it. The letter also gives guidance on the first actions the players
need to do and prompts a short role-playing section where the player
characters first introduce themselves to each other. This is a step that can be
skipped if the players are not into it, and it has no consequence on the rest of

the gameplay.

Another early piece of world-building comes from the character cards that the
players receive at the start of the game, each containing some facts about the
character and their circumstances. The names of the characters can be chosen
by the players themselves and ideally the material of the cards would be such
that the names could be rewritten each playthrough with a non-waterproof
marker. Giving the player the ability to write their own backstories for the
characters was as well contemplated, but in the end, decided against. Instead,
in the box, there are a few empty cards included for players to fill out to let their
imagination loose based on the example cards once they are more familiar with

the game and its concepts.

Yet the greatest and most important part of world-building comes from the
various encounter, combat, and item cards, which all include at least a bit of
creative writing. These cards highlight the small and large issues of the
kingdoms, ranging from helping a giant find its magical bean, to dealing with evil
beings terrorising a neighbourhood. Most of these cards are lighthearted in

nature, drawing inspiration from multiple sources of fiction.

To collect ideas for the various side characters, monsters, and villagers, a large
number of sources were used to design over 70 different cards, each with its
own story. These sources included the Dungeons & Dragons Monster Manual

(Wizards of the Coast 2018), Breverton’s Phantasmagoria a Compendium of
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Monsters, Myths and Legends (Breverton 2011), Fantastic Beasts and Where to
Find Them (Rowling 2017), Monsterbestiarium (Eriksson, Blixt 2018) and the —

JEo ¥YF >N X% — (Ni No Kuni. The Wizards’ Companion). While some

common beings not protected by copyright laws in Magical Kingdoms were
straight from the sources, some were created and only inspired by these
references, as some of the monsters presented had different copyright laws
associated with them than others. Some of the many mythical beings that
ended up being collaborated into the design include pixies, elf cats, serpentine,

trash dragon, jackalope, axolotls, a chamrosh, faerie dragons, and fish folk.

2.6. Accessibility

Accessibility in gaming means taking people with various disabilities, both
cognitive and physical, into consideration. When designing mainly for children, it
is especially important to keep the used vocabulary and the number of rules
limited to ensure the ease of understanding the flow of the game. Yet
oversimplification should also be avoided in order not to underestimate the
players’ capabilities. (Edwards 2018.)

The colour palette used in Magical Kingdoms was tested in a free online tool
called Coblis — Color Blindness Simulator, a test that can visualise an image
for several types of colour blindnesses, before being settled upon. This was to
pick colours that would be the easiest to differentiate even with compromised
vision. The chosen palette for example uses both red and green, and as colour
blindnesses’ associated with red and green are the most common, the pink
(FF7B9C) and light green (59C9A5) shades become very difficult to differentiate

as seen in the following image.
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20A4F3 EF2D56

Al 20A4F3

20A4F3

PICTURE 17. The regular colour palette of the game (left) and how it could be

seen by someone with colour blindness (right)

Characters, items, and their types must also be distinguished by the text and/or
icons so that the colour is never the only differentiating factor. Icons are present
in many cases to visualise and allow the players to quickly process the meaning
behind certain sections, which gives context and can also be especially helpful

to dyslexic people. (British Dyslexia Association 2022.)

PICTURE 18. Icons and colours can be used to identify cards from both the

back and front sides of a card
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The text itself is designed to be simple, short and the cards are rather large to
allow for greater font size to ensure they can be read by most players. All the
fonts have also been chosen to keep legibility in mind and are not overly
decorative but rather standard. They are widely spaced and include only
necessary bolding, underlining, or cursive. Writing in all capital letters has also
been used as little as possible, although one of the chosen fonts has a very

similar look to both the upper and lower case letters. (Edwards 2018.)

TRASH PRINCESS

<

M They love collecting random objects and ‘

V. their satchel is therefore full of items

Princess of the Trash Kingdom. P attracting nearby wildlife—and flies.

Likeable Personality: Can give charmroll
advantage to any party member.

|
‘-A&_\\,\@‘ R 7 (‘

PICTURE 19. Character card’s evolution to a more accessible style (newer on
the right)

They love collecting random objects and
the stachel is therefore full of items
attracting nearby wildlife, and flies.

While the game is unfortunately not designed to accommodate blind people, the
character cards have been designed so that in their final cardboard versions
there would be holes in the places where ability tokens, gems, and hearts are
placed, making handling them easier kinetically. This also makes the game
easier to be handled by anyone, as the tokens are less likely to spread
everywhere if someone bumps the table for example. In future iterations, braille

could also be implemented to the cards, board and rulebook.
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2.7. Rulebook

Conveying the game rules to the players as efficiently as possible is of
paramount importance to ensure the players understand the game and its
goals. Writing the rules down frequently is also a good design practice as it
keeps everyone working on the project up to date with the most recent changes
and can help to highlight problematic sections in one or multiple features of the

design. The full rulebook can be found at the end of the document.

The rulebook features a breakthrough of all the game elements included in the
box to allow the player to check they are not missing any pieces, normal and
advanced game setups, rule and turn breakdowns, and step-by-step
introductions on how to get the game started. An easy-to-use handbook
describing the legendary items can be found at the back of the booklet to be as
easy to find and keep visible during the game as possible. Visually rulebook
uses the same language as the rest of the game from the fonts to the colour
scheme to keep the player engaged and to avoid any distractions from the main

action.

Something to note is that as a European game everything included in Magical
Kingdoms is written solely in British English. This means that were the game to
be imported to other regions like the USA or Canada, a reprint with new

localisations might be necessary.
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3. VISUALS

3.1. Target look

The visual language used in products for children should generally be clean,
bright, and round rather than sharp to convey a friendly message. However, it is
advised to steer away from the overly quote-on-quote childish look, as this may
repel some children aged 8-12, who often at this point start to distance
themselves from that sort of content to fit in with their social group. (Naranjo-
Bock 2012.)

PICTURE 20. Sources of inspiration (Hilda 2018 (upper left), Ralph Breaks the
Internet 2019, Little Witch Academia 2017 (right))

To create a pretty yet simple look by using only flat colours and textures meant
some references were necessary to continue. Little Witch Academia (Trigger
2017) was a source of inspiration for the characters and encounter illustrations
because of their expressivity, Disney Princesses as seen in the film Ralph
Breaks the Internet (Walt Disney Animation Studios 2019) offered a lot in terms
of inspiring the costume designs and Hilda’s (Netflix 2018—-2019) art style was a
source for the board design as its colour and mood match the target. All of
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these references’ source material also correspond to the target audience in
gender, age, and even theme in broad terms. This means that they share some
thematic elements but range from straight-up fairytales to magical realism.
(Glatch 2021.)

3.1.1. Colour scheme

To figure out which colours children prefer some recent studies were first
observed, rather than automatically succumbing to the old stereotype of blue
being for boys and pink for girls. As most data shows, blue is the most popular
colour among genders and age groups, however, it was excruciatingly difficult to

gather any data regarding pink.

COLOR PREFERENCES BY GENDER
29

29

20

10.410.310.1

PERCENTAGE

50 43 40 40 59

Favorite s Least Favorite

18
17 17 7

PERCENTAGE

w43 4033 35

PICTURE 21. Colour preferences by gender (Scott 2017)

For example, the wide study published by Scott Design Inc. while otherwise
being a reliable source has the issue that is that there is no pink that was
provided as an option for the participants. This forces the people whose
favourite colour is pink to choose either red or purple instead or go straight for

their secondary favourite, whatever that might be. (Scott 2017.)

Even though there are studies that show genders view colours differently, for
example, men have much higher rates of colour blindness than women, many
preferences also come from the cultural norms and what is viewed as

acceptable. When creating a product that might have the potential of being sold
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commercially, something to take into consideration is the social aspect of pink.
In our culture pink toys and games have been heavily targeted toward girls,
even so much so that this guides both kids’ and adults’ purchasing habits. Pink
permits girls to indulge in a toy, but it also heavily drives away boys. Although
this has been changing recently, some of its effects may remain. (Weisgram,
Fulcher & Dinella 2014.)

3 -

2.5 A ]: I I I m Masculine Toy -

]: Masculine Color

Masculine Toy-Feminine
2 ]: Color

Feminine Toy-Masculine
Color

1.5 - | Feminine Toy-Feminine
Color

Boys Girls

PICTURE 22: How colour in toys affects children’s personal interest (Weisgram,
Fulcher & Dinella 2014)

Colour also carries meaning, and the meaning can widely differentiate between
different regions and cultures. In the game, each corner of the map is
represented with its colour which meant a difficult palette consisting of at least 5
colours was needed. All of the picks need to carry an appropriate message
based on their themes while being different enough from each other. (London
Image Institute 2020.)
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Red Green Blue

Excitement Nature Trust
Strength Healing Peace

Love Freshness Loyalty
Energy Quality Competence

Pink Brown Black White

Compassion Royalty Dependable Formality Clean
Sincerity Luxury Rugged IETELT Simplicity
Sophstication Spirituality Trustworthy Sophistication Innocence
Sweet Ambition Simple Security Honest

PICTURE 23: Some positive meanings commonly associated with colours in

the western market (London Image Institute 2020)

Taking all this data into consideration, blue, red, pink, green, and yellow were
chosen to represent the game board’s areas and the characters accordingly.
Despite its popularity purple was left out entirely, as the colour is reserved for
the future additional content part of the game. As the chosen colours create a
rather difficult tetradic colour scheme, to decide upon the specifics a free web
tool Coolors had to be used for accuracy. With the help of this tool, it was
easier to avoid accidentally creating a visually straining mess combining tones
and hues incompatible with each other. The final colours chosen became
59C9A5 for green, F5B700 for yellow, 20A4F3 for blue, EF2D56 for red, and
FF7B9C for pink.

"]
F5B700 20A4F3 EF2D56
Mango Blue Jeans Red Crayola

PICTURE 24: The colour palette chosen for Magical Kingdoms (Coolors)
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3.2. Character design

In Magical Kingdoms, the player characters are the gateway into the world and
possibly the most important factor in whether or not the player will innately be
interested in exploring the world and playing the game or not. Electing the
player characters to be royalty came from the idea that they would all feel
powerful and equal, and princesses have been popular through the ages
among the target audience in films while being comparatively underused in

tabletop games. (Johnson 2020.)

To match the picked colour palette and the areas of the game board five
different characters needed to be created, each with their specialities,
personalities, and sources of power. This choice also defined the number of
playable characters to 2-5, a rare occasion where visuals directly affected the

gameplay.

These characters needed to especially speak to the target demographic so that
the players could on some level identify with them. In terms of age, most of the
characters could range from 10-15 as children often project themselves onto
characters that are 2 to 5 years older than themselves. A cute animal mascot
character would most likely also do well as many sorts of baby characters often
are popular in similarly-themed titles, plus it can be a great player option for

those who might not want to play as a princess or a humanoid.

3.2.1. Fantasy races

Rather than solely focusing on the most common fantasy tropes, it was decided
to rather create a magical world combining modern and classic elements for the
magical young girls whose characters were inspired by Frozen’s (Disney 2013)
enormously popular character Elsa, and the classic magical girl groups, such as
in the Sailor Moon TV-series (Toei Animation 1992) or Winx Club (Rainbow
2004) whose likes are rarely seen in tabletop games. The playable characters
needed to be distinguished from each other by nature, as well as colour

scheme, size, and abilities.
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IMAGE 25: Most played races in Dungeons & Dragons (Soderlund 2018)

The first thing to consider was figuring out which kinds of fantasy races would fit
into this world. A study with analysed player character choices in the 5th edition
of Dungeons & Dragons (Wizards of the Coast 2014) gave some insight into
what kind of tropes were currently popular among role-players. Even though the
choices presented here are limited, they gave some insight into the minds of the
players. (Soderlund 2018.)

As elves appeared undeniably popular they were selected at first. This however
was later altered to make way for fairies to make all the player characters more
distinctive in size and abilities. In a narrative sense, this first character became
the classic kind-hearted princess, visually drawing inspiration from sources such
as Disney’s Tinker Bell (Walt Disney Pictures 2008) and the elven princess
Zelda from the game series of the same name: Legend of the Zelda (1986 —

present).

The resulting design however seemed a bit basic, but by twisting the narrative



42

so that these would be fairies living in a colder area having to fend for
themselves, and not only with magic but also with steel weapons, created a
typing which immediately made the character much more interesting and fresh.
The character from the earliest design combined pink and blue, a sweet

combination that fits the stereotype while not still not feeling too stale.

PICTURE 26. From the first sketch to using references to create the final design
of the pink princess (right) (Tinker Bell 2008 (top left); The Legend of Zelda: A
Link Between Worlds 2013 (top right))

The following design was also inspired by the earlier data, as classic human
characters appeared rather popular. Humans are the easiest to identify with and
the easiest to understand as there are no secret skills and know-how involved
with them, as there might be with other fantastical races. This is why this
princess was also made to be the easiest to play among all the player

characters, with high general skills at the cost of other more advanced options.

The first sketch of the character came to be a wild ranger woman of the forest,
but this idea almost immediately felt overused lacking in both creativity and

excitement. The lack of direct sources prompted then the character to draw
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inspiration directly from myself, the creator when | momentarily found myself
amongst an unruly apartment, with pieces of tin cans and plastic trash
nonchalantly piling up. Thus the idea for the happy-go-lucky trash princess was

born.

The princesses’ design implies in every aspect that she is resourceful, fast, and
powerful from all that scavenging she does daily. In her design, it was decided
to make her hair and clothes a bit unruly, as in her world there would be no time
to sit in front of a mirror. As white and grey alone made the character a bit pale,
adding the bright and energising yellow made the character feel more alive. The
trash princess is also designed for the youngest of the princesses, at only 10

years of age.

PICTURE 27. The yellow princess (right) was inspired by the need to bring an
environmentalist message into the game (Oda 1997 (top left); Ttakhwiri 2020

(top right))

A beautiful kingdom with one sector being a wide landfill also hints at an
environmentalist subtext. Rather than hoping to prompt anxiety in the young

players, the idea is to show the state of our current world as mundanely as
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possible. Here, the humans continue living in the trash land now quite happily
even recycling and reusing what they can in the world they have created for

themselves.

The third princess was in turn inspired by the game board, not the other way
around. As a large portion of the map would consist of a watery area, it needed
its own princess inhabitant. After considering a few options the choice came
down to mermaids and merfolk. As these mythical creatures are already quite
similar, combining elements from both of them into something new was not a
difficult task. Regardless, the name merfolk was more gender-neutral and it is
used in other encounter cards to speak about the race as a whole, it was

picked.

PICTURE 28. The blue princess (right) draws inspiration both from modern
mermaids to the more nefarious merfolk (Little Mermaid 1989 (top left);

Dungeons & Dragons Monster Manual 2014 (top right))

As for their personality, a sort of sassy counterpart was needed for the previous
princesses. Drawing from the lore of vast riches that lay below the waves—such

as seen in Disney’s adaptation of Little Mermaid (1989)—she became
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somewhat of a spoiled brat from what can be seen from the outside. As this
character needs to go about their business in other areas as well during the
game, a bubble engulfing their head was later added into the design. Also as
she is equipped with fins instead of legs, she is one of the slowest characters in

the game that does best when moving with a party.

The princess of the mountain regions was the hardest to design, as there were
fewer sources to draw direct inspiration from. A cool, calm, and collected
princess was a necessary addition to the group and one that would have

proficiency in using magic items. As such, this character would probably

become the oldest and tallest character.

PICTURE 29. The red princess’ (right) strong magical powers can be observed
just by looking at the design (Dungeons & Dragons Monster Manual 2014 (top
left); Dungeons & Dragons Player’s Handbook 2014 (top right))
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| ended up using the popular Thieflings and Dragonborn people from the D&D
universe as a basis for her, with both horns and a tail to complete the design.
Being a powerful sorceress from the fiery region, a little fireball sprouts from her
hands to emphasise her magical prowess. She dresses in pants rather than a
dress to be more adapt to the difficult terrain which also explains the few
scratches and bandages seen on the design. Being a little more mature and
prepared she also carries a backpack implicitly filled with the necessary
equipment to survive in the wilderness. (Dungeons & Dragons Player’s
Handbook 2014.)

As all players however might not opt to play as a princess, one neutral
character was opted for. This could for example be because someone is at the
time of the play struggling with their gender identity, or simply does not prefer to
play as female or humanoid characters. Whatever the reasoning might be, the
cute mascot character became a princen, narratively a still a humanoid at heart

but cursed to inhabit the body of a fluffy magical creature.

The design process started by going through some popular trends going on in
the world in the past few years. Alpacas—or llamas—and unicorns were all
trending on social media at some point, prompting them to appear in various
characters, merchandise as well as plushies. These animals were picked as the
basis for the royal steed and by combining them with the remaining green
colour, the leafy royal unipaca was created. Their main character traits include
being rather small, shy and withdrawn, easy to shock but always diligent and
hard at work. (Fisher 2017; Gonzales 2019.)
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PICTURE 30. The green princen (left) was born by combining some popular
trends of the past (Animal Crossing: New Horizons 2020 (top left); My Little
Pony: Friendship is Magic 2010-2015 (top right))

3.2.2. Character costumes

Designing the dresses for each of the characters was of great importance, as
they would tell a lot about each character wearing them without the need to
spell everything out literally and unnecessarily. The goal was to have each
dress and costume be believable for their circumstances and the materials had

to be available in their habitat.

The fairy princess received the warmest most luxurious coat available, with soft
thick fur lacing the inner side and visible at the bottom. The coat features a
pattern to further paint a picture of a wealthy kingdom, where high-quality
materials such as these are available. Some details include a large compass
around her neck that the player can find many meanings behind if they wish to.
She wears large warm snow boots to match the design and also to keep her
warm and wields two swords to imply her ability based proficiency with

weapons.
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The trash princess has a unique dress compiled of an old t-shirt and a dress
sloppily put together from old newspapers. These are materials that would be
readily available in her natural environment in the vast wastelands filled with
thrown-away treasure. Due to their environment, they would constantly be on
the hunt for more or less useful items to scavenge, so she needed a bag to hold
them. Some of the key details here are the paper crown and toy fairy wings that
can be seen on her back, as well as the small critters surrounding her. This is a
representation of her goodhearted nature, as even though she has little she is

never shy to share any found food scraps with others in need.

The merfolk princess is engulfed in luxury, pearls, corals, and gems. The dress,
or the fin, is a multi-layered magical enchantment that appears to reflect the
ocean itself. The dress is highly impractical, and a good contrast to the draconic
princess. She on the other hand appears to praise practicality and carries
nothing but the essentials. They almost move on barefoot, but the hard rocky
mountains require some layers of protection. Her colourful garb and the
handmade crown are also gifted to her by her people. As a draconic being, she
has a fire burning from within and absolutely no need for furs nor feathers for

insulation.

3.2.3. Representation

As mentioned earlier, when over 90% of the games currently in the popular
market are designed by white males, it is only natural that these designers then
represent the world from their point of view. In 2018 the top 100 games rated on
the Board Game Geek had more animals and aliens on their covers than non-
white people combined. What is more, is that independently aliens and animals

beat all the women represented in terms of numbers as well. (Pobuda 2018.)

In Magical Kingdoms, | wanted to make sure people of all complexions were as
equally represented as possible and that more women overall would get the
main stage on the cover art game. The meaning of representation cannot be
undermined as a tool to empower people by making them feel valued, seen,

and included. As the board game scene is already congested with hundreds of
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titles entering the scene each year, it was not the intention to create a 100%
accurate reflection of reality but to focus on those not equally represented in
this current market. (Mulata 2020.)

Top 100 BGG Games - Representation in Cover Art by Gender, Race

Non-White Females

Animals/Aliens

White Male
660 (45.7%) "

Non-White Males 101 (7.0%)

Gender Indeterminant

209 (14.5%)

White Female

Figure 7. Tanya Pobuda. "A Chart Based on Top 100 BGG Games - Gender, Race Representation
in Box Art.” 2018.

PICTURE 31: “Gender, Race Representation in Box Art” (Pobuda 2018)

3.3. Game board design

The game board’s design is one of the key elements of the game as it is always
the centre of attention. It should be well thought out from a game designing
perspective as well as visual, meaning the size of the map needs to be wide
enough to create a sense of adventure, but still compact in a way that

movement does not feel too slowed down or dragging.

Each section of the map is represented by one main colour from the colour
palette and serves as an implied home for one of the player characters. This
gives the map some instant character as well as provides the possibility to add

terrain advances or disadvantages through certain encounter cards.
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At its first stage, the map included some darker paths but these were later
scrapped. These areas in this iteration would have been unlocked by players by
drawing certain cards from the deck, but it was concluded that this was too far
from the core of the game, too random and too small of a feature while still

disproportionately complicating the rules.

The maps’ sector positions are based on the types of weaknesses introduced in
the game’s advanced play mode. Each sector and its inhabitants have a
weakness against the one on its left and strong against the one on its right.
Green cards are neither weak nor strong against any other type. Being strong
or weak in this context means the player throws their dice in a specific situation
with either advantage or disadvantage. Advantage and disadvantage in turn
mean throwing the dice 2 separate times and either picking the better or worst

outcome of the two throws.
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PICTURE 32: Map design development, most recent iteration on the right

These map designs presented in this document remain only at their most basic
prototype phase. The final design intends to visually match more closely to the
character designs, and include more terrain illustrations such as mountains,
islands, and other details around the named spaces. Some of the final elements
in already visible including the names of the five sections and the key locations
on the map. The locations and sectors are named for two reasons: to make the

world’s inner narrative more believable and game mechanics-wise to be able to
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prompt the player to go to certain areas on the map with the help of encounter

and trap cards.

3.4. Iconography

When designing icons for both the cards and the pieces on the board, the main
goal was to keep everything as simple as possible while sticking to the
predetermined palette as much as possible. Especially the character cards took
careful planning, and easy to understand icons would make the game much
faster to play. That is why many stereotypes were utilised, including the hears
for life, swords for attack and so forth. Also, their colour scheme was kept
uniform so that each character would be solely linked with one of the affiliated

colours.

ELE PRINCESS

4 &
il CHARACTER - PAIRY
A sweet young noble princess slash A sweet young noble princess and
Asweet young elven princess who's warrior in-training. Constantly cold warrior in-training. Constantly cold
- -t constantly cold despite the weather. despite the weather. despite the weather.
| Princess of the Northern Elfdom, Moves quick but gets knocked out easily. ; _ S : Tl
j - Field Medic: Can heal one party member Dual Wielder: Can equip any two
| Abe Advanced Game Ability: Add +2 to all by one heart per turn. weapons at the same time.
powerrollsin - elven areas. N
vy #3: _ fam wmPY% wm (aw m® Y

PICTURE 33: lterations of one player character card

In an early gameplay iteration, the player would receive the legendary items by
throwing a modified D20, a special die that in the course of the game could only
be thrown in very specific situations. After gathering data about the most
common artefacts from myths, legends, stories, and popular culture a list of 20

items was compiled.
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PICTURE 34: Rory’s Story Cubes (The Creativity Hub 2005) were an inspiration

behind the legendary items

This design was later scrapped, however, one of the reasons being that the
legendary item icons on each side of the D20 would have to be so small that
the accessibility of the game would suffer in turn. Still, the icons stuck and were

incorporated into the design in another way.

The icons were created in Adobe lllustrator (2020) because of the good scaling
properties associated with vector-based illustrations. These icons were kept
quite basic on purpose to ensure they could be easily identified and
distinguished from each other, even on a small scale. All of the icons can be

seen in the game rulebook attached at the end of this document.

PICTURE 35: Upscaled examples of the final legendary item icons
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4. DISCUSSION

4.1. Conclusion

In the end, the project did not come along as far along as was originally
envisioned. Through the game testing sessions, it became evident quite fast
that the game would need more complexity than anticipated to grip an audience
thus the amount of work needed on the game designing side took longer than

expected.

On the visual design side, creating the map was certainly the biggest challenge,
as the design still lacks and iterating its design to a marketable form would need
many and more playtesting sessions with various audiences. The icons,
colours, and characters, on the other hand, turned out rather well but the
princesses would have to still be modified slightly to ensure their visual

continuity.

In conclusion to complete the project in the phase that it could be published
commercially would still take a few rounds of iterations based on game testing
session feedback. The setting, theme, and world however came along as
planned, and a level of originality was reached while still introducing most of the
basic tropes to the complete beginners looking for the first foray into the world

of gaming.

4.2. Further development

Moving on with the production, both the current design would still need to be
iterated more through player testing and evaluations. Going forward, the
absolute most important thing will be testing the product with the target
audience. | was not able to set up a playtest session with the game’s young
target demographic during the thesis process, which was a huge
disappointment, as feedback from the target group would have been most

valuable.
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On the production side, a cardboard prototype of the board, the decks would
need to be professionally printed, 3D models for the enemies and the first
player token designed and manufactured. The box and its marketing art would
be more than necessary, as their quality would drive most of the game's

potential success.

The encounter cards are still missing art and more of these cards would be
required to keep the game entertaining and provide more variety, thus
increasing the game’s replayability. Much of the cards’ creative writing is still in
progress and will take much time to complete. With all these changes, the
rulebook will also need to be changed accordingly and tested to whether or not
it provides all the players with enough information for them to be able to play

the game independently.

After the game is published with an appropriate price range, it would be time to
evaluate the market potential for expansion. As | tried to keep the game as
simple as possible, | had to cut out an integral part of the design; the

antagonist.

In the expansion pack, the antagonist would be introduced as a playable
character, increasing the maximum player size to 6. The CO-OP playstyle would
now be twisted to be a more complicated one versus many type game, where
one player would begin on a new game board called the underworld. In the new
scenario, the antagonist can more actively control the game board’s enemy

pieces, making combat more unpredictable and varied.
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PICTURE 36. The design concept for the antagonist planned to be introduced in

the expansion pack
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APPENDICES

Appendix 1. Rulebook 1 (3)

BOARD COMPONENTS

1, Game Boarn

2 Encounter Deck

3. Threan [eck

L. Irem Deck

S. lrem ano Encounter Tokens
6. Kins's Lerren

1. Mowster Ficures xl

CHARACTER COMPONENTS

8. Craracter Caros xS
9. Dice 568

10. Firs1 Pumer Toxen
11, Reicire Toxens

12, Gem Toxens

13, Pearer Ficures x5
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INTRODUCTION

Macicat Kinoors s a C0-0P—3skort FOR CO-OPERATIVE—S0MD GAME FOR 1-5 PLAYERS. THE PLAYERS TALE ON THE ROLE oF

TOUNG ROYALTY TRMING 10 SAVE THEIR KINGDOM FROM FALLING 10 EVIL HANDS, 10 DEFEAT THE FORCES OF EVIL, THEY NEED 10

AVOID TRAPS, DISCOVER ITEMS AND COMPLETE QUESTS AND MUCH MORE

GAME SETUP

To SET U? THE GAME PLEASE FOLLOW THESE INSTRUCTAINS

OR ALL MAYERS ARE NEW 10 THE GAME, MLEASE READ THE

‘Famy Kin"s LETTER" BEFORE ANr OF THE STEPS To INTRODUCE THE CORL AND SETTING OF THE GAME

1. EAcs 2UATER ©4005E5 A CHATACTER CAED AND 115 MATCHNG
FIGLRE, MCE AND TOKENS Encs 561 0o BE WFFERENTINTED BY

LOORING AT THE COLOZR ANE 1CNS,

1 SETUP THE CHARACTERS INTTML SPEED FND MIGHT SKILLS, HEARTS
AND CEMTS MY PLACNG TORENS ON THE CHRRACTER CARD. i

VALUES CEN BE SEEN IN EACH CHARACTER CARD IN LABKER COLOUR

3 ToE 1 IHE GAME SOARD = LEGENDARY (TE11 AND ENCOUNIER

SMUFFLE T

OKENS FACE DOWN ON TE BOARD AVD

PLACE THEM OF TIE BOMRL REMEMSER T0 MAIOH THE C2LOUR FAD

CON OF IHE PECES 10 IHE CORRECT SECIION 06 THE 50380

L PUT PLAYER FIGURES AT At ONE F THE STARTINC ARERS

MuLTiPLE PLAYERS CAY CHOCSE THE SBME SIRRTING LOCATON,

5. SUFFLE THE 1TEM CARD DECK, QUEST DECK AND THREAT DECK
§, Eacn puare 1asts 3 16 canog, Eacw piarte can omcost 1o
CEEP ], AND THEY M1 TROW AWAY AT LEAST oNE. Pur Tie

THROWN AWAY CARDS A7 THE BOTTOM 0F T ITEMS DECK

1. Fut 1€ L MONSTER FIGRES oM ThE CHE BOSRD oY TR

W EAH CORNIR OF TnE Mar. At

starcn 8
THEIR CORRESPONTANG MONSIER CARSS, AND SET THEM NERR THE

om0

3, DETERPNE w0 ST2675 B1 nAVING EAZH MAER TiRaw 1 0t
[HE ONE WO GETS THE MGHES] NUMBER G0FS FRST RECEIVES THE
EIRST PLAER TOREN, AND THE TURNS THEN MOVE Y CLOCKWSE

SRIER 10 THE LEFT
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FIRST TURNS

ONCZ THE GAME 15 SET WP, 17 15 TME 10 START PLAYING. THE PLAYER WITH THE FIRST PLAYER TOKEN STARTS 37 MAKING A
MOVEMENT ROLL, MEANING ROLLING BICE EQUAL 10 THE AMOUNT OF THEIR SPEED SKILL IF THEY REACH AN ENCOUNTER SPRCE, THEY
CAN CHOOSE TO STOP AND CHECK WHAT KING OF ENCOUNTER THEY MAVE UNCOVERED, A THREAT, GUEST CR PERMARS A PORTAL THen
THE ENCOUNTER 15 PLAYED AS WRITTEN IN THE ORAWN CARD, AND THEN THE TURN MOVES 10 THE NEXT PLATER IF 1HE rLaveR

CHOOSES T0 STOP RT AN ENCOUNTER, THEY LOSE THE REST OF THEIR MOVEMENT

INVENTORY

EAcH PLAYER HAS & 3ASE NVENTORY THAT 1S LIMIED 10 7 CARDS AND b CEMS. THESE CAN BE EXPANDED BY SOME ITEMS
HOWEVER

ADVANCED RULES

I norrAL GAME, THESE RULES CAN BE SKIPPED, (ONCE 10U ARE FAMILIAR WITH THE CAME, OR ARE AN EXPERENCED BOARD CAME
PMAYER, TOU CAN START 10 INTRODUCE NEW RULES AND WAYS T0 EXPERIMENT WTH THE CAME.

TYPE ADVANTAGES AN DISADVANTACES (hllll[ﬂ BELW:I CAN NOW ALSO BE INCLUDED. THE PLAYER TYPE CAN BE CHECKED N THER
CHARACTER CARD, AND THIS TIPE CAN CRANT ROVANTAGE 10 ROLLS IN RANDOM ENCOUNTERS IF THET MAVE R FAVOURABLE TrPE. IF
THE PLAYER RUNS INTC AN ENCOUNTER WHERE THEY WOULD SE ACAINST SOMECNE WHO HAS AN ADVANTAGE OVER THE PLAYER, THE
FLAYER MUST ROLL AT DISADVANTRGE INSTEFD.

o Faumn - No 17PE WEMKNESSES OR SIRENGTHS
Fairr - Rovantace acamst Humans, oesaovantnce 10 Deacone:
Hursan - Aovanace acainst MesroL. oisaovatace 1o Fairy
* Merrouk - Aovantace acainst DReconics, DisanvanTaGe 10 Humas
% Dracomic = AovanTact acamst Famies, DisaovanTrce 1o MERFoLK

m fIFIER T ENCOUMTER MaS BEEN RESOLVED [+ PLATER AN 3TRL TRADE WITN OTMER PLAYERS, USE ITEMS OF FSILTIES
T IHEY WANT 10, ACTIONS CAN BE DONE AT 8N PSE OF THE 2LATERS TURN AND AND %[ NOT LIMITED 10 THE (N OF THE TuR,

Heumic - IF 1W0 0 HORE PLATERS SRE TRAVELLING TOCETER, THE ACCOMPANMING PLATERS CAN 'ELP THE PLAYER WWOSE TURN 1T 15 BY
THROMING T GCE TRAT WEL BE AROED 10 The P SCORE. HELP AN OMLY USED ONCE PER CITIE PER PLAMER

Tuaome - Treoivc e ITEMS, CEMS AND EGUPMENT WiTH OTHER PLATERS CAN BE DINE OME THE PLAYERS TURN. [HE TRACED MEMS CAN BE
USES INSTANTLY OMLY, F THE PLATERS ARE ONE INE SAME 8204, AND OTHERMISE THE TRAOED MEM Con ONLY BE USES I TE MEXT cvaat Tt
SAME ITEM CAN ONLY BE TRADED OMCE PER CYCLE BETWEEN PLAYERS

ABAITIES - EA0r CHARACTER CARD a3 A SPECIAL A8ILITY WHITTEN ON 1T, THAT CAN SE SOMETIES SE TIGCERED ON ThE FLAYERS TURN,

[OR0) GIvE TrE TURN T0 THE NEXT PLAYER IN CLOCRWSE CRDER MOVE THE MONSTER FIGURES | STEP TOMMRDS THE CASTLE EAC< THE
THE TURN PASSES 10 THE PLAYER WIIN THE FIRST PLAMER TOKEN IF THE MONSTER FIGURE MOVES 10 THE SAME SACE W1TH A MLATER, START

AN ADMTIONAL COMBAT FIASE

COMBAT RULES

OncE THE comear STARTS, TME PLATER CAN CHOOSE WMETMER 10 FIGHT OR FLEE IH[ PLAYER MAKES THIS CHOICE EVERT TIME AT THE
CINNNG OF THER TURN, IF THE COM3AT TAKES MULTIPLE TURNS, THE MONSTERS DICE CAN 3E ROLLED BY ANY PLAYER AND WITH ANT OIXE
1. FicHTNG = T0 FIGHT, THE PLAYER ROLLS THEIR MIGHT FGAINST THE ENEMY'S, THIS 15 CALLED & comBRT RotL. CoMpere 1HE SCoRE. THE
ONE WO THREW THE LOWER FHOUNT LOSES AN AMOUNT OF KERRTS EQUAL TO THE DIFFERENCZ BETWEEN THE SCORES FOR EXAMPLE, IF THE
PLAYER ROLLS A b AND THE MONSTER A [, THE MONSTER WILL LOSE ] HEARTS, [ THE ENEM? AND THE PLAYER ROLL AN EQUAL NUMBER, ROLL
ACAN
2, FLEBING - To FLEE FRoM A BATTLE, THE PLATER NEEDS 10 ROLL AN ESCAFE ROLL MEANNG THROWINC THEW SPEZD AGANST THE ENEMY'S,
IF THE PLATER FALS{THROWS A LOWER NUMBER THAN THE ENEMP), THEY LOSE | HEART. I CASE OF & SUCCESSFUL ESCAPE, THE ENCOUNTER
15 RESOLVED
3 lM ALL HEARTS - | THE MONSTER RUNS 0UT OF HEARTS, THE ENCOUNTER 1S RESOLVED AND THE PLATER GANS AS MANY GEMS AS
WRITTEN ON THE MONSTER CARD. [F THE PLAYER LOSES ALL THEIR HEARTS HOWEVER, THEY LOSE | GEM AND ARE INSTANTLY TELEPORTED BACK
10 THE CasTLE REOW000. THE ENCOUNTER 1S THEN COUNTED A5 RESOLVED, THE PLAYER THEN LOSES THER NEXT TURN, BUT ARE BACK AT
THER ORIGINAL HERLTH.
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GAMEPLAY RULES

m THE 21A7ER MOVES BY 1HROMING DK EQUAC 10 THE AMOUNT OF THER SPEED vaLUl THE 21AYER CAN £058 USE 11EMS OF
AUTIES TARGENNG MIVEMENT 10 81051 THER SCRE [+E PLATER CoN CHOOSE 10 STO ON AN ENCOUNTER SPACE. O CONTINUE A5 Fak AS

THER MOVEMENT ALLOWS ThEM TC

MoviNG A3 & PARTY - WHEN PASSNG B, Ok ENDING MOVEMENT O THE SHE SPACE Wil ANDTHER PLAYER, DU CAN C003E TO MOVE ON AS
A 1ARTY. WHEN MOVING £5 6 PRRTY, Y0U SINL TAKE INDIVIDURL TWINS, BUY MOVE 10CE 1R AKD CAN GIVE NEL? 10 ANY AND ALL PRRTT

MEMSERS LUNG ENCOUNTERS. fINY MEMSER OF THE PARTY CHY CHOGSE TO SEPARATE FROMI THE PHRTY @N THER TURN.

m |+ THE PLATER LENDS ON AN ENCOVNIER SPACE THET CAN CROOSE 10 2FEN 11 10 OPEN 3 LEGENSARY ITEM, THE PLAER PRSI
e 2 GEms,

QuEsTs - QUEST ENCOUNTERS ARE CHALLENGES THE PLAYER CAN CHODSE T0 TALE ON 0K, NSTANTLY COMPLETE IF THEY AN IF THE PLAYER
DIES MOT WANT THE QUEST HOWEVER, 1T COES UP FOR CRAS FOR OTHER PLAYERS, F NOBODY TAKES ON THE QUEST, 17 GOES BACK 10 THE .
HOIIOM OF THt ENCOUNIER DECK. ONE PLATER o HAVE UP 10 3 UNRESOLVED Quesis 1 cact. ABRMIONMG A QUES! cosis 1 cen |
THREATS ~ THREATS, LIE TRAPS MO COMBAT, 2055 BAMCER 10 THE FLATERS 'Wh0 UNCOVER THEM, SOMETRES TRAPS LA ALTERNATIVELY BE d’
SETILED WATH GEMS, W TNESE CASES THE PRICE WILL BE WRITIEN OV Tuf catt (OMBAT & A TNREAD 30 Wi SPEOR RuEs BERD MoRe |
FBIUT COMBAT RULES W THE ‘LOMBAT' SECTION I THS rANUGL ‘
17MS & EQUPHENT - [TEMS MV EQUPHMENT ARE CARDS THAT TAKE SPACE ON YOUR WVENTORY THAT CAN EITHER BE USED CNCE 08 MULTPLE K
11E3. THED USWELLY BOOST ONE SULL OR FBILIIY AND MAKE ROVENCIG [ GAME EANIER

PoranLS - PorTALS GRANT FAST TRAVEL FROM SPACE 10 SPACE AND B0 NOT COST MOVEMENT 10 UsE. PORTALS ARE WITALLY HIZOEN AND

MUST BE UCOVERED FIRST 10 BE USED PCrInLS (AN ALSO BE USED To sTANTLY TRavEL To i (astie Reowoon

Lectmoney 1mers - LEGEsDARY TEMS ARE SO ARTEFSCTS THAT GRANT THE PLATER GREAT ADVANTACES THESE 11EMS 00 NOT TAKE 1P e
WVENTORT SPACE. SEE MORE ABOVT THE LECENDARY 1TEMS AND THEIR EFFECTS W THE “LECENBARY 1TEMS’ SECTION IN THE BACK PAGE OF THIS

MAVKEL

LOSING THE GAME

THE GAME 15 LOST IF ANy OF THE £ MONSTER um1s REACH (ASTLE REDWOOD ® THE MIOLE OF THE BORRD.

WINNING THE GAME

THE CAME 15 WON WHEN ALL THE L MONSTER UNITS ARE DEFEATED AND THE KINCDOM SAvED. HuRRes!

GLOSSARY

FOVANTAGE = RLL THE DICE TW0 TRMES AND TAKE THE BETTER SCORE. IF THERE ARE CONFLICTING ADVANTACES AND[OR DISADVANTACES,
DISREGARD BOTH,

DisAOVANTAGE = ROLL THE DICE TWO TIMES AND TAKE THE WORST SCORE. [F THERE ARE CONFLICTING RDVANTAGES ANDJOR DISRDVANTAGES,
DISRECARD BATH,

PR1Y - PLAYERS MOVING TOCETHER AS ONE LN,

CYLIE - Whin THE l'lF\V[lS‘ TURNS HAVE ALL BEEN TAKEN ONCE AND ROTATED BACK T0 THE PLATER WITH THE FIRST MLAYER TOCEN.
Resotven (AR = ENCOUNTER OR COMBAT CARD THAT HAS FILLED 15 FURPOSE AND CAN BE MOVED BRCK 10 THE BATTOM OF THE CORRE=
SPONDING DECK.

Qice SCORE = SOMETIMES FN NEM OR ABRITY ALLOWS THE PLAYER TC AOD ADDITIONAL POWTS TO THE FINAL DICE SCORE

Dice RoLL = | 4 CARD PROMPTS YOU 10 ROLL FOR SOMETHING, CHECK THE ASSOCITED SKILL FROM YOUR CHRRACTER CARD AND ROLL THAT
AMOUNT OF D, IF Y0U HAVE APPLICABLE ITENS OR EQUPMENT FOR THAT NAMED ROLL 0U MAY ALSO USE THOSE

MovemenT RoLL = RoLL THE AMOUNT OF DICE THAT TOUR CHARACIER'S SPEED STAT ALLOWS YOU 10,

Escape RoLL = RoLL THE AMOUNT OF DMCE THAT fOUR CHARACTER'S SPEED STAT ALLOWS YOU T0.

Corigar ReLL = ROLL THE AMOUNT OF DICE THAT TCUR CHARACTER'S MIGHT STAT ALLOWS 20U T0.

Crnees Rote = KoLl THE AMOUNT OF DICE THAT YOUR CHARACTER'S MIGHT STAT ALLOWS YOU 10
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LEGENDARY ITEMS
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Curse Dott - WHEN ENCOUNTERING A THREAT, LOOK AT
THE 107 ] CARDS AND CHOOSE ONE. PUT THE OTHER CARD

BACK ON THE T0POF THE DECK
S1aRRy Tiara - REROLL WHOLE PARTY'S THREAT SAVE ONCE

Fenie's Featner - Puaver DOES NOT LOSE THE NEXT TURN

AFTER LOSING ALL THEIR HEARTS,

Love Lenter - TRADE 1EMS INSIANILY WITH OTHER PLAY-
ERS

LecEnoaRr WAND - +] SCORE To ALL PARTY MEMBERS'

CHARM ROLLS,

Bac oF fiR - +3 INVENTORY SPACE FOR ITEMS AND

CEMS

Mrimcar Hare - ENErty ROLL Wit DisaDVANTAGE N

COMBAT ONCE PER CYCLE

DRACOMTE CEM - +2 SCORE 10 MKHT ROLLS IN THE

Mouwtai Recion

Fmy Dust - +2 SCORE 10 MOVEMENT ROLLS W THE

Encranten Reciow,

Timecess Hourcuass - Caw eerowe any 1 DICE ONCE PER

CYCLE 1N ENCOUNTERS OR COMBAT AFFECTING OWN PARTY.

ForBooen Box - +3 DCE 10 ALL ESCAPE ROLLS ONCE PER

Ui,

Semat Mask - TELEPORT PuaYER[PARTY T0 AN PLAYER ON THE

MAP INSTEAD OF TAKING MOVEMENT

Mecic Mireor - Treow +1 0KE FoR ALL CHARM

ROLLS N THE TRASH REGION.

Gowo Rmvc - Trirow +1 Dice FOR ALL COMBAT
ROULS,

Henume Hers - Heae ruaver ok 1parTr Memser By 1 et

ONCE PER TURN,
BNCIENT JWORD — +] SCORE T0 COMBAT ROLLS

EncrantED Beaw - +2 SCORE 10 MOVEMENT ROLLS IN THE

WoooLano Recion

Mezraio Teaz - +] SCORE T0 MOVEMENT ROLLS I THE OceaN
Recion

GEwe"s TenPoT - WHEN GANING NEW ITEMS, LOOK AT THE T0P
1 1TEM CARDS ANO CHOOSE ONE. PUT THE OTHER CARD BACK ON

T0P OF THE DECK

Euinm oF LIFE - ONCE PER BATTLE, F A PARTY MEMBER WAS

10 LOSE ALL THEIR HEARTS, THEY ARE NOW AT | HEART INSTEAD.
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Appendix 2. Game board

DesoLate
Mountains

HiGHWIND - = —————
- HiLLsioe .

 Tempie oF

(ASTLE
REDWOOD

~ Crystaume
River



Appendix 3. Item & encounter card types

[ILLUSTRATION]

h
TRAINING SWORD
__ WEAPN

Effect: +1 to combat score
Only one weapon can be active per turn.
Pretty basic sword mainly used to batter

target dummies with. The handle feels
always sweaty for some reason.

[ILLUSTRATION]

e
PATH TO THE SKIES

“

Astrange dragging trail catches your
attention. You see a massive giant on all
fours. “I've lost ma bean, ma magic bean ya
see. Can’t get home without it but | know |
must’ve dropped it somewhere round here...”

Task: Find the legendary item “Magic Bean”.
Reward: Each player draws 1 item card.
Discard this card afterwards.

65

(WA

STATS

[ILLUSTRATION]
¢

,
OLD MAN'S TALE
[ T ]
You pass by an old man who immediately
runs up to you and starts rambling on and on

about the weather and their 232 grandkids.
Make an < Escape Roll now.

0-2: You are stuck in this conversation. Lose the
next turn.
3+: You manage to come up with an excuse and
slip away. Keep this card, it can be used once for
+2 score to a Charm Roll.

PNGOEP
HEARTY LN

|I i__,v-—-,

Effect: Give one party member an extra
heart.

Discard after using.
A home-cooked meal for the hungry

travelers. Fills the recipient with warmth
and determination.

[ILLUSTRATION]

&
SPIRIT RUNES
-

Old dusty portal runes await you. With the
right spell, it could be awakened.
Make a \Might Roll now.

+5: Free teleport to anywhere on the map.
3-4: Nothing happens.

0-2: You mutter the spell wrong and get stuck
between worlds. Each turn you or a party
member may attempt to rescue you once by
scoring +3 on an escape roll.

[ILLUSTRATION]

¥
TRASHDORAGON

COMBAT « DRACONIC

You are under attack! You can perform
either a wmight roll to attack or an

~»escape roll to flee from the combat. You
must roll higher than the enemy to succeed.

Adragon born from the filthy scrap of the
Jjunkyard. Usually spends time hoarding
things others fail to see value in.

VYV
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Appendix 4. Player character cards

CHARACTER * HUMAN

Engulfed in a magical bubble, this sassy They love collecting random objects and
princess is not afraid to spend her vast their satchel is therefore full of items
riches whenever necessary. attracting nearby wildlife—and flies.

TSR —

g Hasty Pace: Can give +1 score to all
movement rolls for players in the same
party.

LI R @

Ve T

Likeable Personality: Givé; charm roll
advantage to players in the same
party.

INNR

CHARACTER - DRACONC CHARACTER - FAIRY

Dragon blooded princess blessed by A sweet young noble princess and A royal princen cursed(or blessed) to
powerful magic. Always covered in warrior in-training. Constantly cold embody a unipaca. A simple kiss would
bandaids due to their reckless nature. despite the weather. . lift the curse, but due to their severe
A PO 7 N social anxiety this is not so simple.
Inate Magic: Can use any spell without & ~ Dual Wielder: Can equip a

Nimble Delivery: Can trade resources
with other players instantly.

PV Y

awand. B /eapons at the same time. b2
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