
 

 

Dossier 

Gangs Undead 

 
 

 

Table of Contents 
Overview      1 

 Theme      1                                                              

 Background      2 to 3                                                    

Rules      5 to 7 

Development Process      8 

 Ideation      8 

 Playtesting & Iteration      9 to 10 

Final thoughts      10 

 

 



BCM 300 Game Making Learning Assessment Task 3 

Noah Jay Anderson - 5797974 2 

 

Overview 

 
Theme 
Mysterious Necromancers eons ago, breaking free of their underworld constraints 

entered this world and constructed The Tower. Situated in the middle of everything, 
the Necromancers remain in The Tower and after dividing the world into four 

factions, became the rulers of all. A group of Voodoo people enter this world and 
will attempt to liberate all the cities.  

The four factions:  
1. Day of the Dead  

Skulls’n’Bones is leader of this faction and values truth and wisdom 

above all else, holding the wellbeing of his people above all else. 
2. Neo-Tokyo 

Ghost, the boss of the Yakuza (Japanese mafia) runs this futuristic 
city. With the power of the mafia and their advanced robotics, Ghost is 

relentless and continues to bend the city to his whim. 
3. United Blinders 

The Blinders are the roughest Gangsters in all of the city, with their 

cut-throat attitude and no mercy for anyone but family, Billow is their 
leader and is as smart as he is cunning. 

4. Kingdom Come 
Ruled by King Dom, Dom has ruled his people since the beginning of 

time and is master strategist and eyes that have seen it all. 
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Background  
Genre 

Gangs Undead has elements of both area majority and territory control strategy 

without the same overlapping qualities, it utilises strategy and sabotage much alike 
these type of games but leaning more towards a blend of Euro-Vicotry and Theme-

Heavy Ameritrash strategy. 
 

Audience 

My desired audience is 12 and above. Before playtesting I assumed 14-24 as my 

age bracket as this is where I thought theme and strategy sat well. But after 
playtesting, it exemplified I could increase the age bracket as it is quite playable by 

anyone above the age of 12. This was also strengthened after engaging with a 
variety of YouTube channels that tackled many hobby games e.g. The Secret Cabal 

Gaming Podcast, Board Game Blitz and The Dice Tower. 
 

Comparable titles and products 

To my dismay, as the game came together it became blatantly obvious that it had 

the look and actual underlying mechanic of Trouble. This I wanted to escape and 
luckily through all of the playtesting it wasn’t noted by anyone else, it does play 

different so no stress of competition. Other comparable titles would be Champions 
of Hope for theme and strategy and games such as Splendor for resources and 

actions per turn.  
 

Potential marketing elements 

The most pronounced and interesting elements of Gangs Undead is the theme, 

tapping into the dystopia genre that is immensely popular at the moment, appealing 
to the fans of the future, Game of Thrones, Peaky blinders.  
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Production cost 

I predict that it would quite expensive as all pieces, tokens, board, box and even 

instructions I want to be of great materiality.  
According to  http://www.howmuchtomakeaboardgame.com/ it would cost almost 

$30,000 to make 1000 Gangs Undead board games. Expensive yes, worth it also 
yes. 

 

Potential publisher 

Publishers such as Days of Wonder and Fantasy Flight Games from the USA would 
be ideal, also Z-Man Games would also be a viable option. In respect to theme and 

strategy of Gangs Undead I think it would be better suited to these type of 
publishers in comparison to bigger publishers such as Milton Bradley and Hasbro 

etc. 

 

 

 

 

 

 

 

 

 

 

 

 



BCM 300 Game Making Learning Assessment Task 3 

Noah Jay Anderson - 5797974 5 

 

 

Rules 

 

 
 

 

 

 

 

 

 

 

Key mechanics 

 Each player is allowed one action per turn, once the leader is recruited 

they are then allowed two actions per turn. 

 They may choose to either break down a wall of influence, collect 
resources (2 per turn) or enter the caves and collect a Voodoo card. 

 Players must work through every wall of influence to recruit a leader 

and the same on the way back to The Tower. 

 Once the Leader is recruited, the player is given a powerful ability card 

(randomly shuffled and placed at the beginning) they are able to use once per 
game. Once recruited, they are also given the ability of that leader (each 

specific) which can be used once per turn. 

 Resources are used to break down the walls of influence and to move 

forward. 
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 Voodoo cards yield special one-off abilities which can be accumulated 

and used at any time of play (unless stated otherwise). These cards can 
benefit your play or sabotage another’s play. 

 

 

 

 

 

Core gameplay loops 

 Going clockwise, every player chooses either to collect resources, 

break down walls of influence or collect Voodoo cards. 

 Each player needs to collect resources in accordance to the numbers 

on the board so as to move forward. This means players may choose to take 

turns dedicated only to collating resources. 

 Players may also choose to enter the caves often to collect a variety of 

different Voodoo cards which each have different powers, some rarer cards 
are extremely useful and so players may choose to dedicate time to 

exploring the caves on their turn. 

 Moving forward is extremely important so moving through the areas of 

influence becomes the highest priority as it is a race to recruit the leader and 

then make the journey back to take control of The Tower and win. 
 

 

 

Three Act Structure 

The Beginning 

 At the start, everyone is in the same position with no resources, no 
Voodoo cards and no advantage. 
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 This is where players may choose to start collecting resources to 

make the first moves forward or enter the caves to gain a couple of abilities 
for later or immediate use. 

 
 

 
 

 
 

 
 

The mid-game 

 Players now have an understanding of the worth of their actions and 

the importance to dedicating their time to the right things.  

 Strategy has come into play and you will see players selecting to 

focus on collecting lots of resources or having a handful of Voodoo cards. 

 A lot of the Voodoo card powers would have come in to play and 

players will begin to see how some are more powerful than others. 

 Divides in players will have begun and friendships may begin to be 
tested. 

 Players will now have made a lot of progress towards their leaders and 

some may even be on the cusp of recruiting or have attained them. 

 The mid-game has a major focus on being the first to recruit their 

leader and begin the intense journey to victory. 
 

 
The end phase 

 The end phase is triggered when all or close to all players have 

recruited their leaders. 
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 The leader’s special abilities come into play and other players become 

increasingly weary of the power the leaders have. Example: Skulls’n’Bones 
may collect twice as many resources per turn. 

 The speed of play is increased as the leaders also allow the players to 
make two actions per turn, allowing them to do a variety of things with 

increasing pressure. 

 Special power cards are also given, these can only be played once but 

have detrimental effects to the play of the game and can be the difference 

between winning and losing. 

 This phase is the quickest and most intense, strategy comes into play, 

Voodoo cards are played all the time, back-stabbing and betrayals are 
widespread and determining the winner is not guaranteed until the very last 

minute. 
 

 

Development Process 

 

Ideation 
Process and details 

From the beginning I wanted to delve into different themes so I chose to blend them 
together. I enjoyed the idea of area majority but found it too complex to develop so 

quickly so opted a different route which I found even more effective, Themes of the 
undead and a cool aesthetic is what I desired to present.  
Materials and prototype images: 

 Poker chip material tokens – resources 

 Plastic cardboard character cards and power cards etc. 

 Fold-out board 

 Finished box with plastic pull out for pieces etc. 
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 Player pieces, small models of leaders 

 
This is my prototype, a more refined  

version of this Is what I desire.                       Splendor resource tokens. 

 Resistance character and ability cards. 

    
   
Playtesting & Iteration 
Dates and reports 

 

Thursday 23rd May 2019 

Players: 4 
First iteration playtest, I sat my family down and explained the rules to them myself, 

I watched the entire time and answered any questions they had.  

 Everyone agreed that I needed more Voodoo cards as the pile ran out 

quickly 

 It took my younger sister (13 years old) a couple rounds to get a 

proper grasp on the mechanics but then after she noted that it was “really 

cool”. 
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 The game went quicker than I anticipated, fixed for next iteration. 

 My mum noted that there were a lot of rules to understand at the 

beginning and a lot to take in. 

 They played it twice and the second time round they found it better as 

they all understood everything clearly. 
Overall, my family was quite impressed, mostly because they are used to playing 

monopoly, but they all noted it was fun and they would like to play it again.  

 

Friday 24th May 2019 

Players: 4 

Second iteration playtest, this was done in my BCM300 class and where I gained 
the majority of my criticism and ability to fix and change a lot, this was my most 

beneficial playtest. I added more Voodoo cards and changed the amount of 
resources needed to break through each area of influence. 

 It was noted that the game was “competitive, sabotage driven, great 
ability (Voodoo) cards, great theme”. 

 “The duration of the game was perfect, very engaging, fun and 

competitive” 

 There was a clear competitive side to the game that all students 

wholly dived into and it was awesome to see the different strategies that 
each student decided to go down. 

 One student noted that “without the theme the game would not be as 

successful” cementing my desire to produce a cool theme that appeals to 
everyone. 

Criticism 

 The power cards needed to be more balanced, one card in particular 

seemed to be over-powered compared to the others. 

 More variety in the voodoo cards. 
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 And making clearer what each Voodoo, power and character card can 

do and what cancels what as there was a point in the game where I saw how 
the game should have played but the way I articulated the cards didn’t 

produce a clear enough understanding for the players. 

 Refining of artwork and some mechanics. 

 

Sunday 26th May 2019 

Players: 3 

Final iteration playtest of prototype. It was interesting to see that the game 
remained as playable and intense with only 3 players rather than the usual 4, this 

was tested on my family again and this time I left them with the fixed rules and 
balanced character and power cards and came back once they had finished. 

 This was the most successful and positive feedback I had received so 

far. 

 “The rules of the game were helpful, each player was unique, 
constantly strategizing your next play”. 

 They agreed that the duration of the game had improved a lot and that 

the power cards were more useful and they were excited that they didn’t 
know what the other players were hiding. 

 

Results 

It was extremely interesting to see how well each iteration improved upon the last, 
my first iteration made clear the theme but fell short in timing, balance and 

understanding. My second iteration proved crucial coming from students who 
already had knowledge of mechanics and strategy and improved the game greatly. 

It was incredibly fulfilling to have used all the criticism and praise to present the 
third and final iteration to my family who were impressed by how differently the 

game played and it was awesome that I could walk away and they were able to play 
an entire game without me there. 
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Final Thoughts 
The final version of my game would be a completely finished, high materiality board 

game. I would love to have poker chip tokens for the resources, around 50 different 
Voodoo cards of various powers and clear power cards that were evenly balanced 

but all unique and able to be used strategically in different ways. For the players, 
specific to their city they would have a small model of the leader of each city they 
move with and even raised walls that divide each section. A tangible tower model 

would also be cool to place in the centre, a sort of eye of Sauron type model to add 
another layer of atmosphere to the game.  

 
The art style would be a comic-book/noir/anime type aesthetic that would 

immediately be appealing to the players and immerse them in the theme. I would 
prefer a larger rule booklet with illustrations throughout with articulate and clear 

language for all descriptions. 
 

If I could change anything, I would add more layers of complexity and mechanics so 
as to create an even longer running game, perhaps the players would be able to 

select the difficulty at the beginning and that would dictate the approximate time of 
play etc. I wish I had already produced a more streamlined design with proper 

illustrations also as I am sure that the dystopia theme would be awesome to see in 
real life. 

 

 

 
 

 

 


