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Introduction and Overview 

 

Before I start to break down some of the things that I have worked towards this semester I 

would quickly like to say that some of this project was informed by another project that I was 

concurrently working on in BCM 325, a look at the potential future of humanity in space, 

which you can find here: https://memoirsofanidiotdot.wordpress.com/2020/06/19/bcm-325-

da/ 

I would also like to say that I’m under the impression that my dossier might be a little bit 

more speculative than ones produced by fellow students, as I lost quite a bit of progress 

around the middle of the semester grappling with potential ideas for both projects (and you 

can read a bit more about that journey here) 

https://memoirsofanidiotdot.wordpress.com/2020/05/15/bcm-300-beta/ 

 

This dossier is a collection of some of the things I have been working towards this semester in 

BCM 300 (and BCM 325 technically), and will serve as a means for me to produce some 

evidence of the development of my project over the semester, as well as a way to justify 

some of the creative decisions that have been made along the way so far. That being said, my 

board game, entitled “Mystery on the Moon” is a (hopefully) interactive sci-fi murder 

mystery (in early ideation I often found myself getting caught between lots of other ideas, 

like a Dungeons and Dragons Module, a visual novel like game, Wild West + Time Travel). I 

chose this idea partly because it was heavily suggested to me after I first pitched my idea, and 

because my first ever memory of playing a board game was actually playing an original copy 

of the 1991 VHS interactive board game, Nightmare. I adapted the name of the game, and 

the game itself from my original pitched idea in BCM 325, which was a detective story I had 

hoped to write that happened to take place on the Moon. 

 

The rest of this dossier will be a lot more focused on the actual moving parts of the game that 

I have envisioned in my mind, the creative process behind them, including references to 

outside media and other board games, and some evidence from academic and 

non-academic sources. 

 

https://memoirsofanidiotdot.wordpress.com/2020/06/19/bcm-325-da/
https://memoirsofanidiotdot.wordpress.com/2020/06/19/bcm-325-da/
https://memoirsofanidiotdot.wordpress.com/2020/05/15/bcm-300-beta/
https://boardgamegeek.com/boardgame/5641/nightmare
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Genre and Type 

 

Looking at what I would consider to be similarly styled board games such as Terraforming 

Mars and Gaia project, of which both are considered sci-fi by Board Game Geek, that defines 

a sci-fi game as having themes relating to imagined possibilities in the sciences, as well as 

some similar themes, and the fact that my game was based off a project that concerned itself 

with imagining possibilities in the sciences, like space colonisation, and the story that the 

game is based around (I’ll get into that later) it’s pretty clear that Mystery on the Moon 

belongs within the science fiction genre. Its also possible that my game could appeal to a 

more family audience as well, due to its sharing of the murder mystery game Cluedo, pointed 

out in the lecture on Mass Market and Niche games as a family title. 

Looking towards the specific type or style I’ve been working on, I would say that my project 

lies somewhere in the middle of a role-playing game and an Ameritrash game. This is because 

the game that I have worked on was originally ideated as a Dungeons and Dragons module, 

and still maintains the use of a gamemaster acting like a narrator to guide the players 

through the game world, although there is no reliance on dice, specific abilities or differing 

characters in my game that you might see in line with other RPGs like in Dungeons and 

Dragons. I would call “Mystery on the Moon” as an Ameritrash game, even though there is no 

reliance on luck or dice as a mechanic, and the use of more interactive story telling elements 

that can hopefully improve the player experience. 

 

Theme and Setting (Informed by 325 project) 

 

The game situates itself in between the Murder/Mystery and Science Fiction themes, with a 

specific focus on interactive gameplay and more story-driven elements that can play out in 

different ways according to decisions made by the people that are playing, like in Detective: 

City of Angels, or like something you would find in a video game or visual novel like in Nier 

Automata (26 endings) or Detroit: Become Human (40 endings) that can add to replay value 

as players become more accustomed and more experienced in the game. 

 

The game, Mystery on the Moon, unsurprisingly, takes place on the Moon, but a futuristic 

version of the Moon that has been colonised, and on its way to being used as a home base 

for future space travel, due to its proximity to the Earth, and abundance of potential rocket 

fuel and water in the form of its soil, which can be turned into oxygen. Astronauts and Moon 

settlers live on the Moon’s South Pole inside igloos (to avoid solar winds and 

deadly radiation) that have been 3D printed out of the same lunar soil. 

Energy is gained via the combined use of solar and nuclear energy, to provide 

constant power necessary to overcome the Moon’s 28-day rotation period 

https://boardgamegeek.com/boardgame/167791/terraforming-mars
https://boardgamegeek.com/boardgame/167791/terraforming-mars
https://boardgamegeek.com/boardgame/220308/gaia-project
https://boardgamegeek.com/boardgamecategory/1016/science-fiction
https://boardgamegeek.com/boardgamecategory/1016/science-fiction
https://en.wikipedia.org/wiki/Cluedo
https://www.vanrydergames.com/detective-city-of-angels
https://www.vanrydergames.com/detective-city-of-angels
https://en.wikipedia.org/wiki/Nier:_Automata
https://en.wikipedia.org/wiki/Nier:_Automata
https://en.wikipedia.org/wiki/Detroit:_Become_Human
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that results in 14-day periods without any light. The energy will not just be for human life-

support systems, but also to power robots. Water can be produced in a number of different 

ways on the moon, by combining the oxygen from the soil with hydrogen pumped from 

Earth, heavy recycling of all water used, and mining and drilling missions of the Moon’s water 

ice and of nearby asteroids. 

 

 

 

 

 

Story and Narrative (Inspired by many different sources- Death in 

Paradise, Danganronpa, Detective: City of Angels) 

 

Set in the near future, in the unforgiving and unfamiliar Moon colony of Opportunity (named 

after the Mars Rover and the three basic elements of a murder, means, motive and 

opportunity), Mystery on the Moon is a game that puts your skills of deduction, observation, 

teamwork and manipulation to the test as you try to unravel the reasoning behind the 

murder of famed astronaut Jeffrey Beal along with plenty of other mysteries (that don’t exist 

yet, although I had planned one where the murderer would be the game master to play up 

that unreliable narrator trope). 

Whether in groups or as a lone wolf, visit the crime scene, talk to potential witnesses and 

suspects, attempt to gather as much evidence you can to make your case against the 

suspects, but make sure your alibis and evidence is rock solid, as even one wrong move could 

have a profound effect on how the rest of the case plays out. 

 

 

Rules and How to Play 

 

At this point in time, the rule system is the part that I have the least ideas about. Because of 

the similar themes I have thought many times about trying to adapt the rule systems from 

other Murder Mystery games like Cluedo to the world that I have put the game in. Personally, 

I don’t really like Cluedo’s rules, especially concerning the accusation mechanic 

that completely removes a player from the game if they are wrong. I think 

the game that I have envisioned works a lot better with rules catered towards 

a more story driven experience, that also allows for deviations and different 

https://en.wikipedia.org/wiki/Death_in_Paradise_(TV_series)
https://en.wikipedia.org/wiki/Death_in_Paradise_(TV_series)
https://en.wikipedia.org/wiki/Danganronpa:_Trigger_Happy_Havoc
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situations based on the decisions the players make. Basically, I’m saying that I would like the 

players to have a bit more agency in the flow of the game (or even just perceived agency). 

That being said, I think this game works better with a rule set like the one contained in 

Detective: City of Angels. In that game the players are given differing case files (I’m 

referencing the official case design guide here), and the players have many differing options 

on the ways they treat the other players, such as withholding evidence. 

In order to set up my game, the players must first nominate a game master, who will be the 

one who introduces them to the introduction of the case, including who the victim is, some 

of the information of the case, and potential suspects outlined in specific case files. The win 

condition is met if the group of any of the detectives manage to successfully deduce who the 

culprit is, decided on a vote. Meaning that there is a possibility of only one winner, the player 

who guesses who the killer is correctly. The players lose if they cannot agree who the killer is, 

or the person they think is the killer is actually innocent. Other than that, there isn’t actually 

that many rules, as the game master or players can introduce their own rules or tweaks in 

order to make the game more interesting and the solutions more cathartic. 

 

Player Experience- The 3 Act Structure  

 

Act 1- The opening 

Act 1 starts with the players nominating a designated game master (preferably someone that 

has played before) for the entire duration of the game, who then begins by explaining the 

rules of the game, and answering any questions that may arise during this process, and 

possibly introducing special tweaks or features of the specific case being played. The game 

master then gives out a casefile to all the detectives and begins the opening brief. The first 

act concludes after the players have become used to the mechanics and start investigating. 

Act 2- Investigation Galore 

Act 2 works at the biggest part of the games structure, where the players will be able to 

investigate any facet of the case they like. Act 2 is hopefully where the players start looking to 

implement strategies for winning, including partnerships with other players, manipulation, 

withholding evidence etc. This is a very open part of the game experience, with loads of 

different possibilities based on the way the game is being played. This is also the act where 

hopefully, the players start formulating an idea of who they think is the murderer. 

 

Act 3- The Trial 

The game ends with a kind of trial, where each player makes a case on who 

they believe to be the murderer, and provides evidence to go with their 

claims. After everyone has made their cases, the players take a vote on who 

https://static1.squarespace.com/static/5949e448bf629a1631d86f31/t/5d51a0bb94ed7800012fef54/1565630654043/DCOA_CaseDesignGuide.pdf
https://static1.squarespace.com/static/5949e448bf629a1631d86f31/t/5d51a0bb94ed7800012fef54/1565630654043/DCOA_CaseDesignGuide.pdf
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they believe to be the guilty party. The player(s) win if they correctly choose who the murder 

is, and lose if no one can agree, or everyone chooses the wrong person.  

 

Prototyping 

 

Unfortunately due to my lateness in the work I put into this project, and the highly 

speculative nature I have been going for, I never produced a playable version of the game to 

play, and due to the mystery theme, playtesting would have been very difficult as I would 

have to playtest with a new group every time I wanted to test out the changes. 

 

 

Future Direction 

 

I think that with a bit more effort put into the game mechanics and rules, as well as a more 

clearly defined idea, this could make a pretty decent project that could be popular with 

people online. I would like to work on some more actual mysteries, and perhaps work on a 

simplified version of the game that could be played in a print and play or a pen and paper 

mode, allowing people to play it online and on the go. 

 

 

 

 

 

 

 

 

 

 

 

 


