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BACKGROUND 

Since this game idea is an adaption of the video game genre of battle Royale, I 

tried to keep as many rules directly translated from the video, but without making it 

complicated.  

If produced I was going for an audience who had already played any type of battle 

Royale games, so the age range would be from 14 years up. Can be a good 

alternative to play with friends or when the internet is down and need something to 

pass the time. 

Comparable to video games such as Player Unknown’s: Battle Ground (PUBG), 

Fortnite, Apex Legends, Realm Royale, Call of Duty’s Blackout. 

The direct competition of a similar idea is called ‘Last One Standing: The Battle 

Royale Board Game’ on Kickstarter: 

https://www.kickstarter.com/projects/mccaskellgames/last-one-standing-the-battle-

Royale-board-game 

Although, this battle genre has other similar board games such as Risk (image), and 

War (image)  

 

‘Risk’, 1993 Box Cover 

‘War’ 2nd Edition Box Cover 

https://www.kickstarter.com/projects/mccaskellgames/last-one-standing-the-battle-royale-board-game
https://www.kickstarter.com/projects/mccaskellgames/last-one-standing-the-battle-royale-board-game
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MARKETING ELEMENTS: 

- Advertising to kids who enjoy battle Royale, 

- Marketing to YouTubers or Live Streamers to advertise 

- Bringing in adults or parents as a form to connect with their children even if 

it’s not a board game they usually go for. Especially with the cartoonish 

design and colours 

 

Mock Production Costs of materials: 

According to howmuchtomakeaboardgame.com, they estimate it to cost £10,081 

(AUD$18,335) to make 1000 copies [or AUD$18.33 per copy] with inclusion of a the 

box, a deck of cards up to 55, a cardboard playing  board, custom designed 

character pieces/movers, folded game instructions, and tokens/indicators. 

Searching other sites to find individual parts can reduce this cost. And most sites that 

discuss about production costs suggest selling board games at 40-50% increase of it 

production cost. (Pixy Games UK) 

https://pixygamesuk.blogspot.com/2016/12/board-game-manufacturing-

production_4.html 

Potential Publishers: 

The most common form of funding for publication usually comes from crowdfunding 

sites such as: 

- Kickstarter 

- Indiegogo 

- Patreon 

- GoFundMe 

However through previous research, an Australian based distributor known as ‘VR 

Distribution’ is a safer, more concrete option for entering the market since they have 

the tools and capabilities to produce a final product for selling in stores.  

 

~~~  
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THEME 

Why the name ‘Atomize Royale’? 

‘Atomize’ – to convert or breakup into fine particles or droplets. 

Literally the name follows up on the action which is to eliminate players, and with the 

theme being futuristic/monochrome/technological styled, the card’s description 

emulates this theme of reducing another player to particles. 

 

The characters developed are meant to replicate those of what you would see in 

other futuristic themes (e.g. cyborgs, robots, other forms of A.I based characters).  

The closest my idea would relate to the theme would be the video game Halo 

(Bungie, 2001-2007) or Destiny/Destiny 2 (Bungie+Activison, 2014/2017), or even the 

most current (Battle Royale), Apex Legends  

 

  

‘Monochrome Texture pack’ (Colour Palette) 

‘Futuristic Texture pack’ (Colour Palette) 

(Top Left) Halo 

(Top Right) Destiny 

(Bottom Left) Apex Legends 
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These are the 

prototype design of 

the board materials 

and cards. A field 

showing the tiles, 

and several player 

board colours.  
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RULES + MATERIALS 

Age Range:   14+ 

No. of Players:   2-6  

Duration:   Multiple rounds, games could go as quick as 5-10min, or as long as 20-

30min, depending on amount of players 

 

How to win: 

- Decide on how many rounds or time limit group wants to play. During each 

round, the goal is to be the last remaining player on the board and/or try for 

as many eliminations as possible. 

- Points are distributed based on no. of players (e.g. if there are 8 players, then, 

8pts for 1st, 7pts for 2nd, 6pts for 3rd, etc.). Also receive points based on how 

many eliminations a player receives in the round (e.g. 1 elimination = 1pt, 5 

eliminations = 5pts, etc.). 

- Winner is determined either by reaching a score limit, or most points by the 

end of ‘X’ amount of time or rounds. 

 

Structure of game: 

1. Each player chooses a Character Personality + matching Colour Token. Then 

everyone is randomly given two Ability Cards and must select 1 out of the 2. 

(Abilities are either Offensive or Defensive) 

2. Each player places their character on any space on the board and the die is 

rolled for turn order. The highest number goes first, any ties decided by 

another roll. 

3. Each player receives 3 AP (Ability Points) EVERY TURN. (The maximum amount 

of AP is 21. 

4. Turns are split into 3 phases: 

a. Moving phase: During their turn, a player rolls a dice, the number of 

spaces a player can move is determined by the dice roll. 1-2 moves 1 

space, 3-4 moves 2 spaces, and 5-6 moves 3 spaces. 

b. Item selection phase: Can ONLY be done AFTER the Moving Phase. 

From the Item deck, players are shown 3 cards (faced up) and can 

selects 1 card or skips this selection, the rest are shuffled back into the 

deck. Players hold 1 weapon indefinitely, and up to 2 status cards in 

their inventory, depending on the Status card’s weight value (shown 

on the top corner of the card). 

c. Action phase: At the start or the end of a player’s turn, they can now 

either attack another player if within proximity, or use 1 status card, or 

neither (end turn). 

5. Every 3 Cycles of turns, the outside ring closes by 1. Any player who is in this 

‘Out-of-Bounds’ (OoB) zone receives ‘X’ amount of damage each turn 

(including other player’s turn) AND for every step within the OoB zone.  

 

Important Notes: 

- When attacking, players roll the die. Each weapon has an ODD damage 

counter, and an EVEN damage counter. Whatever value the player rolls 

equates to the damage output. 

- Abilities can be activated at ANY point in the game. In event 2 Abilities are 

activated at the same time, a Defensive Ability activates first. If they are the 

same type, players roll the dice and the high result activates first. 
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- When selecting an item, players can trade out their current weapon for 

another weapon or status card for different status card (based on its weight 

value). 

- You must be within 1 space of another player to attack 

- In event damage (from being halved) has .5, it is rounded up to the whole 

number (i.e. 4.5 becomes 5) 

- When a player is eliminated, weapon and status cards are re-shuffled into the 

deck. 

- During an attack, damage prioritizes shield before HP, if a player has 0 Shield, 

then damage is dealt to remaining HP. 

 

To have some variation on the game (and to change durations of games), multiple 

game modes may be an inclusion similar to shooter video games. Some details on 

possible game modes include: 

 Atomize Competitive: 

- 5 Matches are played 

- Players receive more points the longer you are alive 

- Players receive points for eliminations 

- The most points at the end of the 5 matches played wins 

 

 Recharge Mode: 

- Players respawn on their next turn after an elimination 

- Player receives 1 point per elimination 

- First player to reach 10 points wins 

 

 Light Speed: 

- 1st Elimination worth 5 points, 2nd elimination worth 2 points 

- Game resets after 2 players are eliminated 

 

 Blackout: 

- Regular game of Atomize Royale but players must hide all cards (ability, 

weapon, status’) 

~~~ 

Three Act Structure: 

Atomize Royale’s three act structure is pretty clear in terms of its start, middle and 

end. 

The players at the start of the game are building up their arsenal, although some 

strategies act early to catch some players off guard, but that requires a certain luck 

value for it to be worth it. 

The middle phase is when all players are already set up and are now set out to 

obtain their eliminations. This part can vary in length depending on the frequency 



 

9 
 

recovery items used. So timing of certain status cards and/or abilities paired with a 

strong enough weapon is the turning point to break through these long stalemates. 

The End phase begins to emerge once a few players start to get eliminated 

(especially when it is a 1v1 situation). The player with the strongest inventory or 

highest set up of defenses are generally more likely to end up winning, but can be 

turned around depending on abilities, just like in the middle phase, so anyone can 

win (providing they do not mess up their decision making). 

 

~~~ 
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IDEATION 

Creation Process: 

My history of gaming started with video games (some people may have started with 

board/card games). So generally I wanted to come up with an idea that has taken 

inspiration from a video game which isn’t seen in an analogue perspective (i.e. 

board games). Coincidentally, with the rise in popularity of the Battle Royale genre, I 

was interested to see if there was any direct board game versions. 

There was only 1 ‘Battle Royale’ named board game being funded by Kickstarter so 

the idea seemed original. 

Prototype Details: 

- Circular Board with hexagonal positions (similar to photosynthesis) 

- Colour Tokens (like monopoly) 

- 2 Decks of Cards (1 for Items [weapons or status], 1 for ability selection) 

- A single die 

- 1 red token/counter 

- 6 HP tokens 

- 6 Shield tokens 

- 6 AP tokens 

 

~~~  
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PLAYTESTING 

There were 3 games to test out how the game ran. 

 

Group 1: 3 Players 

- Noah, Emily, and Emily 

Group 2: 4 Players 

- Brooke, Louis, Dylan, and Grace 

Group 3: 2 Players 

- Matt, Robert 

Feedback was quite similar across the board from all the players. The general 

consensus was that the game was fun, provided enough entertainment throughout 

the whole game even when eliminated. The rules took a few rounds to get 

accustomed to (but that’s usually how most new board games start out when 

learning how to play), but the game flowed after only 2 or 3 turns each. 

The theme of the game was compared as a ‘Fortnite 2.0’ which is to be expected 

since Fortnite is the biggest in the Battle Royale genre, so trying to pull away from 

Fortnite is difficult without changing the way the game plays. 

Players enjoyed the HP/Shield/AP point and counter system and the fact that 

strategic passive or aggressive actions can determine your alliance or enemies 

(although, being young and competitive, passiveness did not last long!). 

I always knew there needed to be improvements on the game with the biggest one 

being the board size, and that was a consistent improvement recommendation, to 
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make the board bigger since players were almost always near another player 

regardless of the amount of spaces they could move. 

The 2nd improvement suggested was the mechanic of the ‘Out-of-Bounds’ outer 

circle. The mechanic is a bit confusing to understand unless you have played the 

battle Royale genre before. 

All games were timed to be relative to the amount of players (i.e. more players = 

longer games), except a 2 player game (1v1) can become one-sided. 

 

~~~ 
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ITERATION 

 

Much of the feedback from the playtesting confirmed my own judgement about 

potential issues with the game (including issues with ‘Out-of-Bounds’ mechanics). 

When mentioning to the testers potential problems, they agreed with my reasoning 

for not making the game too confusing at the start, as well as some difficulties of 

directly translating a video game mechanic into an analogue game. 

The feedback from the testers confirmed better options for the games are some 

‘bug-fixes’ are simply listed below. 

Patch Update v1.2: 

- Changed the way player move spaces from a set 1-3 to a dice roll to 

determine the amount of spaces allowed.  

- Out-of-Bounds mechanic changed from turn based to No. of players 

remaining. 

- Add a way to make games quicker through added weapon damage 

- Various buffs to damage for some weapons 

- Balance to character abilities by increasing AP cost – Super Soldier 

- Balance to character abilities by decreasing AP cost – Teleport 

 

~~~  
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FINAL THOUGHTS 

What would the final version look like? 

The idea I was going for with my board game was a similar materiality to the ‘Last 

One Standing’ board game (Although I had planned for this style before I became 

aware of this game being a creation already). Focusing on good/sturdy quality 

cardboard for the board tokens, and custom designed player pieces (whether it is a 

type of plastic or metallic) 

What would I change about the game?  

I would like to get a more concrete design with my characters and item images, but 

personally I’m not the best at drawing up clean designs, so I would have liked to 

brainstorm some rough sketches of potential characters. 

All the rule issues were known from the beginning and just needed a fuller physical 

board to be played on (and longer dedicated time to playtest the game), as well as 

having the entire variety of abilities and weapons/status so that more strategies 

could have been seen instead of hoping to get the ‘strongest’ weapon and the 

opponent not getting anything good. 

 

~~~ 


