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Overview:  
 
Theme 
Battle of the Moonstone is set in the 1600s, in a town called Donovia. All different types 

of supernatural beings (spell caster, white witch, warlock and necromancer) battle one 

another to obtain the magical moonstone. It is said to believe that whomever obtains the 

stone will be the ruler of Donovia- but they all have a different motive for wanting to rule 

the town…  

 

Battle takes place on a gloomy dark night, where each of them race against various 

locations in town to collect specific ingredients they need to use their spells and potions 

on each other.    

 

Background 
• Genre 

Inspired by my love for the supernatural genre, I decided to stick with this theme 

and wanted to base it around a battle amongst different and distinct characters. 

Wanting to take a darker, gloomy effect with the aesthetics and design, I decided 

for my target audience to be 16+, as I created the game with a few different 

mechanics and components that could be too hard for a younger audience to 

grasp.  

 

• Comparable Products 
Battle of the Moonstone can be most compared to board game, Cluedo. Having 

the same mechanics as roll and move, and similar board layout with locations, 
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my game was heavily influenced by this. Such as Splendor, my game also looks 

at the collection of specific ‘ingredients’ to action a play within the game. Loving 

the ‘character cards’ that have different abilities for each player, I was inspired by 

Monopoly: Tropical Tycoon to also include this element with my four distinct 

characters. 
 

• Potential Marketing Elements 
Product price is $30 as promotion will be over a variety of platforms; social 

media, radio and possibly TV. Will be distributed amongst the ___ website online, 

as it grows amongst the target audience of 16+. 
 

• Production Costs (estimated based on evidence) 
Using this website, my expected cost will be $18k to make 1000 games. 

Production costs for one game= $18, so in order to get some profit and maintain 

it with other competitors, final price for purchase would be $30. 
• Potential Publisher 

Flying Frog Productions is a potential publisher, as their games are known for 

being thematic and having various elements to all their games. Battle of the 

Moonstone will fit right in with the audience they have with the supernatural 

genre. 
 

Rules 
• Mechanics 

Battle of the Moonstone uses ‘roll and move’ as a mechanic. Throughout and 

outside the rules, other game mechanics can also be seen throughout the game; 

-Collection of resources 

-Players are able to trade ingredients with other players on their turn 

-Whoever obtains ‘power stone (substitutes ingredients needed) have three 

rounds to use the stone/potion 

-Players must shuffle and drop all remaining resources on board once four rooms 

are empty of ingredients 
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-Have to enter another location before entering the same room 

-Player is not able to enter a room another player is in and/or blocking 

 

 

• Description of core gameplay loops 
Players are dealt a ‘profile’ and ‘play’ card randomly prior to beginning which are 

to be kept hidden from other players. In turns, players roll die to determine how 

many squares to move. Once a character enters a room, they can collect two 

ingredients and place in their treasure chest to collect other resources needed to 

use the correspondent spell on ‘profile’ card. Once a spell/potion is used, player 

must drop back ingredients used onto board. Objective of the game is to action 

and complete quests on ‘play’ card in order to obtain a key to unlock the door 

and obtain the moonstone. 

 

• Three Act Structure 
Act I: Collect ingredients 

Act II: Use powers against other players and action ‘Play Card’ 

Act III: Race to obtain the moonstone 
 
Development Process: 

• Ideation  
Always being fascinated by the supernatural world and growing up loving the TV 

show Charmed, I knew I wanted to base it around this genre. Struggling to 

decipher what type of game I wanted to create was quite difficult. I brainstormed 

the type of games I loved and enjoyed playing; mystery, sabotage, engagement 

with other players, hidden games and distinct character cards. I decided to try 

and base my game into most of these categories. 

 
• Account of creation process  

Looking at games such as The Witches: A Discworld Game and Witches Brew, 

both these games had utilised cards which sparked an idea for my profile and 

play cards. Not knowing how to start the layout and design and lacking 
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inspiration on the motive of my game, I decided to gather my family and play a 

few rounds of a game I loved- Cluedo.  

I knew I wanted each player to be certain characters that each have individual 

abilities that were all competing for something. After a few rounds of playing 

Cluedo, it sparked an idea for me. I was intrigued by the roll and die and layout of 

the game, I thought I could use this idea for my own. All the players battling for 

the moonstone meant room for engagement and sabotage which I envisioned. 

 
• Prototype 

Regarding my prototype, I used a mix of arts and craft pieces and started first 

creating through the Cluedo board, also utilising the character pieces. I drafted 

on a piece of paper the character and play cards and had to start planning the 

ingredients and what rooms they’d be in to make it as fair as possible.  

 
 

 

Prior to getting my class mates to playtest the game, I sketched my own board 

using cardboard, and tidied up my cards, sticking with the same ‘ingredients’ for 

my material pieces. 
 

• Playtesting 
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Playtest #1- 10/05/2019: My two sisters (aged 16 and 21) had a run through the 

game as I played with them. Once going through the rules and mechanics of the 

game, they seemed interested to start. Not knowing how the game was going to 

go, it was over within 10 minutes.  

We didn’t have a chance using our potions and spells, as some feedback they 

provided were; 

-‘Spell caster’ profile card needs 

harder/more ingredients to collect 

-More ingredients to a room 

-Players to get two ingredients 

instead of one when entering a 

room 

-‘Play Cards’ are easier than others. 

Need to refine to make them fair  

 

Iteration- feedback was much 

appreciated as I refined all points 

before my second playtest. I also decided to include another element to the 

game- the ‘power stone’- which enables the players to use their potions more 

easily throughout the game to make it more interesting 

Playtest #2- 16/05/2019: Three fellow classmates played during class as I also 

played as the fourth character. Everyone seemed really eager to start with the 

layout and pieces I had which entices them. During Act I, Rachel had suggested 

their be two dice to roll, instead of the one, as first round was a bit slow. As the 

game started rolling, everyone was getting into it. Kris said it was “very fun game 

filled with sabotage and 

resource collecting, as 

asymmetry was used with 

playing cards & underling 

strategy of moving around 

board showed simplicity”. 

Rachel had thought “the 
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game was fun and challenging and kept all players engaged the whole time. 

Some overall feedback; 
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-Balancing the profile and play cards to be fair amongst others 

-Possibly use two dice 

-Build upon aesthetic  

Playtest #3- 20/05/2019: I wanted to see how playable my game was outside my 

target audience. I got my 9, 10 and 12 year old cousins to attempt to play. They 

were fascinated by the board and 

materials. It was definitely a lot 

slower for them to play as some 

parts were too complex for them to 

comprehend and keep up with the 

different types of ingredient. Overall 

enjoyment, but couldn’t complete 

game. 

Iteration- decided to stick with one 

die as I didn’t want game to be too 

quick adding in another. Attempted 

to swap and change some character’s abilities and play cards around. Changed 

the name from ‘Battle of the Witches’ to the ‘Battle of the Moonstone’, as a few 

people pointed out the warlock and necromancer weren’t ‘witches’. 

 

Playtest #4- 27/05/2019: 

Once refined, I got my 

parents and 16-year-old 

sister to play the game. 

Parents were impressed 

with the setup and 

elements to the game, 

they all used their potions 

and sabotaged each 

other multiple times 
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throughout. Play time was averaging around 30 minutes. My mum said she’d 

“never played a game with 

various elements like this and 

thoroughly enjoyed the theme”. 

Overall feedback was too add 

and create more play cards 

(oppose to just the four) so same 

players can play various rounds 

and to further develop on the 

design. 

 

 

 

Final Thoughts  
• Ideal Final Version  

Sticking with the gloomy/dark effect like the Betrayal at House on the Hill and the 

board layout of Witch of Salem, I would ideally love the aesthetic to be similar to 

those. Here is a rough sketch;  
 

Figure 1- sketch of board design Figure 2: Sketch of player cards 
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• Any Changes? 
More time for creation of time would mean I can spend more time adding more 

characters into the game, as I would have to think more about the amount and 

types of ingredients to make the game still fair. A wider selection of ideas for 

other Play Cards would mean the same people can play over and over without 

getting the same cards and ruining the game when people can guess what cards 

they have. 
 


