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Overview 
 
Theme/Background 
 
On your walk home from walk, the walk you take every day, the walk 
you are so familiar with you could just about do it with your eyes 
shut. You notice something strange. A shop, that you cant seem to 
remember ever seeing. A small creepy looking shop with purple 
walls, yellow stars all over and incense pouring out the door so thick 
you actually might have thought the place was burning down if the 
stench of musk and gypsy sticks wasn’t so strong. 
This wasn’t your kind of shop. Not at all, but something… Something 
urges you to go in and see what it’s all about. 
Instantly upon entry a women with bright blue, but lazy eyes 
announces she’s been expecting you. She hands you a deck of cards. 
“These cards, these cards are not for the faint hearted. They are the 
eternal homes of demonic creatures bent on defeating one another. 
These cards contain something sinister, they are yours now, and the 
power they contain must not be under estimated”. 
 
Get ready to challenge your friend’s in a demon battle! 
 
Genre..? RPG/Vs/Battle/Card 
 
Materials: 
The game will come included with: 

- All 52 cards needed, 16 face or Demon cards, and 36 number 
cards. 

- 2 x 6 side dice 
This is all that is necessary to begin playing Demons of the Mist. 
 
Rules/Gameplay: 
2 Players 
2 dice 
1 card deck 

 
One player deals each player 4 face (Demon) cards, and 4 number 
(Attack) cards. 
 
Player’s reveal and place their face cards in front of them face up. 
These are their ‘Demons’. 
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Remaining face and number cards are left to the side for later use in 
their respective piles. 
 
Players both roll dice and highest of the two takes first go. 
Each player gets two moves per turn. (eg. Can pick up and challenge. 
Assign and battle etc.) Challenging will always end your turn so best 
to do it second. 
 
When it is their turn a player can do one of: 

- Assign number cards to one of their face cards 
- Draw a number card from the side decks 
- Challenge your opponent with the cards you already have. 

(Will end turn) 
- Initiate a random battle with your opponent by drawing a 

Demon card from the side decks (Will end turn) 
 
Assigning number cards (Attack cards) 
Number cards are to be assigned to player’s face cards. These cards 
can only be assigned if they are the same suit. Place the chosen 
number card under your face card. Multiple number cards can be 
assigned to each face card. (Jacks -2, Queen – 3, King – 4, Ace – 5) 
The amount of number cards attached to your face cards is how 
many chances you will get to roll one of these numbers with the two 
dice if you are challenging or battling. 
(If a face card has no number cards assigned but is challenged or 
battled. The player must choose a number to try and roll in one go 
instead) 
Drawing Number Cards (Attack cards) 
Once it is a players turn if they so wish to use one of their moves on 
drawing more number cards to possibly assign to face cards, they can 
from the side deck. 
Challenging 
The player that is challenging says so and picks their face card they 
are challenging with. Opponent can either accept or decline.  
If they accept, they pick their best face card with the most number 
cards assigned and gets first roll at matching his dice with the 
assigned number cards. If the player is successful at matching one 
the number cards with the 2 dice, the challenge is over and the 
losing face card is out of the player’s squad. If a number is not 
matched in the same amount of rolls as there is number cards 
assigned the dice is passed over. This continues until someone is 
defeated. 
If they decline the challenge, the challenger gets one shot at 
matching the dice to one of their number cards on said face card, and 



	 4	

a match means the opponent has no choice but to accept the 
challenge and also take second roll in the challenge 
 
 
Random Battles 
(Battles are to affect each other’s assigned number cards or gain 
better face cards. Initiating a random battle will also end a player’s 
turn.) 
A player will on their turn pick up a face card from the side decks and 
place it face up in the middle of the game. This random battle card 
will automatically receive its maximum number of attack cards from 
the side decks. 
The player who initiated the battle chooses one of their face cards to 
be in the battle and the opponent rolls first trying to match the 
number cards in the middle. If they are successful, the player who 
initiated the battle loses the assigned number cards from their 
chosen face card. 
If they are unsuccessful, the dice are handed over.  
The initiator is trying to match the dice to the number cards on their 
chosen face card. If successful, the number cards in the middle are 
discarded and the face card in the middle can be swapped with any of 
the player’s current face cards. 
 
The last player that still has DEMONS standing is the winner. 
 
 
 
Set Up: 
 
How the board looks at the beginning of the game 
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Process 
 
Prototype 
I had a prototype in mind from the beginning of the process. I have 
played a number of RPG games using a normal card deck while 
growing up. The game that I used as a base to work off of was a little 
bit different to what is name Demons of the Mist but provided all the 
essential mechanics and frameworks for the game to flourish into 
something more stimulating and enjoyable.  
The prototype began as a game that was 2 – 6 players. Immediately 
after some significant play testing, with just 4 players, it seemed 
obvious to most people playing that this should be a 1v1 RPG game.  
 
 
Iteration/Play Testing 
 
All play testing was done with either roommates or classmates. It 
was relatively easy to find people to help me play test and get 
feedback on as it is a 2 player maximum game. 
Most effective play testing and iteration happened in weeks 10 – 12 
of class . 
 
Play test at home 21st May 
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The following is a list of changes and iterations made to what was 
my prototype and original idea, through observations we made while 
playing the game. We essentially made these changes because it 
made the game smoother, easier to play and most importantly more 
fun. 
 
Dice rolling – Initially, the movement of the game turns between 
players was decided by rolling both dice each time, to see who 
receives the highest number.  
This DID NOT work at all and it became obvious quickly. It ends up 
one sided quickly with one player getting much less opportunity to 
make any progress in the game. Not only this but it is just an un 
necessary mechanic for a game that has no board movement or any 
goals related to high dice rolling for movement. It is now only 
highest dice for initiation of the game and then it is just turn for 
turn. Much better 
 
Challenging – At first when challenging the idea was the person 
being challenged could decline the challenge. This became a massive 
hiccup in the game as too often challenges would be declined and 
game play would slow down way too much, I wanted challenging to 
be more consistent as it is the element of the game that is most fun 
and how you over come each other. 
Even still, making challenges compulsory seemed a bit too dramatic 
when we were playing as it could sometimes make gameplay too 
quick.  
In the end I came up with a solution. If a player is being challenged, 
they can choose to decline, but in this case, the challenger will get 
one opportunity to take both dice, and in one go try and match the 
dice number to one of the attack cards they have assigned to their 
demon they are challenging with. This seemed to create a more even 
flow between challenges. 
 
Random Battles – While playing, we realised that all of the extra face 
cards that are in the deck aren’t being used. Although the game did 
flow well at this point and was fun, I wanted to add another element 
to the game if possible. With all the extra face cards left over, a pile 
was made next to the pile of ‘pick up attack cards.’ These were now 
‘pick up demon cards’. At first the idea was, you could use one of 
your turns to pick up a face card and hopefully swap it for one of 
your, lesser face cards if possible. This worked but seemed a bit flat 
as a mechanic.  
In the end it became a way to initiate a RANDOM BATTLE. When a 
random battle card is picked up, it is immediately placed in the 
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middle with its maximum amount of attack cards attributed to it, the 
person who picked up the random battle card also chooses one of 
their own demon cards to move forward for battle. 
The player who is challenged has the chance to match the dice to the 
random battle cards, to any of the assigned attack cards in one roll. If 
they match with one of the numbers, the challenger loses all attack 
cards associated to their demon card they put forward. If they do not 
match the challenger gets their own chance to match the dice to the 
attack cards on the random battle card. This is in order to swap the 
random battle card for one of their own demon cards along with all 
of its assigned attack cards. 
This took a long time to iron out and become a smooth mechanic, it 
does seem a bit confusing when it is typed out, but after play testing 
over and over with room mates we decided that it adds the element 
that was needed to make this game more interesting and it is easy to 
understand once you get the hang of it. The game worked before this 
was introduced but I believe it adds a layer to the game that makes it 
significantly more enjoyable. 

 
 
Genre/Target Market/Costs 
This game is a 2 player Role playing game that takes advantage of 
the horror character aspect of Demons. It is intended to appeal to a 
teenage demographic that could possibly reach as young as 9 or 10. 
It could also be seen as suitable or enjoyable for anyone that enjoys 
your typical RPG games. It is a refreshing RPG that isn’t electronic, 
making it a prime product for camping travel and home games. 
 
The game in terms of production on cost is fairly simple. All that is 
needed in regards to manufacturing is custom cards with a set of 
illustrations similar to the ones shown on Page No.1.  
The only other material needed is, 2 regular dice, easy enough to 
find. This gives the game a very low production cost. As a result, the 
retail price for the game could be considerably low in a market that 
is often described as expensive. 
 
 
 
 
 
 
 
 



	 8	

Final Thoughts 
The final version of the game in my mind wouldn’t actually be using 
a generic deck of cards. The deck of cards isn’t actually necessary, it 
just provides a decent enough framework for the game to be 
designed around and play tested with. The game was originally based 
on one that was made up and changed constantly between family’s 
and friends without a rule book. Turning this into a game that is 
actually planned out with a set of rules and has its own recognisable 
set of cards that fit in with the games aesthetic and theme of demons 
with a family friendly horror element is what my goal would be given 
more design and process time. Though I am happy with how it 
turned out and the final prototype I finished up with. 
 
 
 
 
 
 
 
 
 
 


