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Design History 
Space miner starts with an idea of making a shooting game. Our most basic game mechanic 
came from Wolfenstein First Person Shooter game and Asteroids game.  

Our basic mechanic is that there is a board (40x40 square grids) and a player token or chip with 
a directional indicator. There are two players in the game which is ships controller and asteroids 
controller.  Player 1 known as ships controller and Player 2 known as asteroids controller. The 
player can move the certain number of squares based off from the 6-sided dice roll and that the 
player may only shoot once as well as rotate/turn in another direction on his particular turn. The 
objective then is for a player to try to shoot the other players. The range of ship controller’s shot 
is 6 squares. 

We resurrected that mechanic in order to apply it into the Asteroids game which we now call 
Space Miner.  

Space Miner is a game about frontier explorers who used to be mercenary soldiers who have 
survived the recently concluded Space War One. All the nation-planers in the solar system are 
impoverished due to the long war that was fought. Fate intervened and they discovered that the 
asteroid fields of their solar system contain a valuable ore which can aid them in their 
reconstruction efforts. However, in order to harvest these ores; they utilized ships (that were 
formerly star fighters that were used in the war) in order to blast the asteroids and obtain the ores 
from the shards which a collector-ship will retrieve afterwards.  

 
 
 
Version 1.10 (14/11/2011) 
Version 1.10 includes some turning and tweaking that we did after making initial pass at the 
design. Here is what we changed.  
 

1. Change from Player 1 can spawn and throw dice at the same time to the player can only 
spawn and wait for the next turn.  

2. Change from there is no maximum number of chips on the board to maximum number of 
chips on the board is 12. 

3. When asteroid collision together with each other, it will scattered at different direction.  
4. Add in heroic action to Player 1.  
5. The asteroids can’t spawn side by side.  

 
 
Version 1.20 (16/11/2011) 
Version 1.20 has several small changes over that version of 1.20. Included in the changes are: 
 

1. Player 2 starts with maximum 8 asteroids on the board.  
2. When asteroids collides each other, both asteroids will need to take a step back.  
3. Add “heroic action” which is power up for Player 1. 
4. The asteroids that spawn must have at least 2 grids gap. 
5. Asteroids can teleport on the edge.  
6. The ship can only shoot one asteroids per turn.  

 
 
 
 



Version 1.30 (23/11/2011) 
Version 1.30 has adding in more details for each power up. When Player 1 had rolled a “1”, he or 
she would able to get to choose a power up card randomly. Player can only store 1 power ups. 
Players can only get power ups when he or she is not holding anyone.  The powers up cards are: 
 

1. Speed Burst.  
Additional 4 steps for the dice roll.  
 

2. Extend Range. 
Extend the range of shoot from 6 to 10.  
 

3. Shields.  
Protects ship from damage. Collided asteroids are destroyed outright.  
 

4. Scatter Shot.  
Shoot at all direction, range of shoot is 4.  
 

5. Piercing Round.  
Infinite range. Deal damage to all asteroids in its path. Hitting larger asteroids like 
mediums and larges will only split the asteroids.  
 

6. Proton Torpedo.  
Totally destroys any asteroids. The range of shoot is 6.  
 

7. Fold Jump.  
Can teleport the ship to random location.  

 
 
Version 2.00 (21/12/2011) 
Version 2.00 is the first version of the design where a major revision has been made now that 
much more is known about the game. After many weeks of design and play testing, many 
decisions have been made.  
 
Included in the changes are: 
 

1. Add in power ups for both players.  
a) Player 1 can used credit to buy power ups cards. 
b) Player 2 can get resources point every turn he/she rolled the 4-sided dice.  

 
2. Player 2 can use resource points to buy asteroids. Different shape of asteroids cost 

different resource points.  
3. Asteroids had been given fixed movement speeds for different shapes of asteroids.  
4. Destroying asteroids can earn credits for Player 1. Different size of asteroids has different 

credit equivalent.  
5. Change the map from square to hexagonal map. 
6. Player 1 can spawn anywhere he/she want. 
7. Player 2 cannot overlap asteroids.  
8. Maximum number of resources on the board is 25. 
9. Player 2 cannot spawn and move at the same round. If player choose to spawn, he/she 

will miss one turn to move.  
10. Add in 3 event cards.  

 
 
 



Version 2.10 (03/12/2011) 
Version 2.10 has several small changes over that of version 2.00. Included in the changes are: 

1. Remove all the events cards.  
2. Player 1 can spawn and move at the same round. 
3. Player 2 cannot overlap the asteroids with asteroid.  
4. Player 2 cannot spawn and move at the same round. 
5. If the number of asteroids that Player 2 can move is 5, but there have only 4 asteroids on 

the board, then Player 2 can only move 4 asteroids.  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



Game Overview 

Game Concept 
Knocking down the asteroids that moving randomly towards you, this game is a cross between 
shooting games and survival game. 

 
Space miner is a multiplayer game. It is a hybrid between shooting games like Space Invader, 
where we need to destroy the asteroids as much as possible, as well as survival game like 
Asteroids where we need to survival until all the asteroids had been destroyed.  
 
 
Game Genre 
Space miner is a mix of shooting and survival games. Destroyed the asteroids requires good 
skills of strategies by turning to the correct direction to destroyed the asteroids, while going for 
the high score requires planning and observation to destroyed all the asteroids as fast as 
possible.  

 
Assets List 
Space miner required a board, 1 four-sided dice, 1 six sided dice, 1 eight sided dice, 1 twelve 
sided dice, 1 twenty sided dice, 6 red player tokens, 10 power-up cards,  20 pink chips, 20 pieces 
of shards, 10 pieces of medium asteroids, 3 pieces of large asteroids and 25 blue pebbles for 
preparation of the game.  

 
Target Audience and Rationale 
Space miner is a game that is suitable for casual gamers from different age groups, playable for 
both teenagers and adults. The rules and mechanics are simple for those who do not wish to 
spend long time on understand the rules of a game, while scoring system can let players more 
focused on beating the high scores of the game.  

 

 

 

 

 

 

 

 

 

 



Gameplay and Mechanics 

Gameplay 
Objective 
In Space Miner, the main objective of ship controller is to destroy as many as possible of asteroid 
controller’s asteroid. The different power up given to both players; players are required to think 
the strategies to attack another player. Hits the high scores of the game with different scores 
system for both players, or simply destroy all the asteroids or ships to end the game.  

Play Flow 
In Space Miner, players are allowed to choose to be Ship Controller or Asteroids Controller. In 
general game play, the Ship Controller starts first.  Both players will need to roll the dice at the 
start of every turn.  
 
Ship controller will always start at the centre of the board. Asteroids controller will always 
start/spawn at the edge of the board. The maximum numbers of resource point for asteroids on 
the board are 25. The ships can turn to any directions but asteroids can only move in one 
direction.  

 
 
 
The game will officially over when all the ships had been destroyed OR ship controller had collect all 
20 pink chips OR when the players stop the game, the scores would be calculated.  
 
 
 
 
 
 
 



Ship controller can earn credits by hitting on the asteroids. Credits can use to exchange power 
ups. Hitting different size of asteroid can earn different amount of credit token.  
 

Shards Asteroid = 1 Credit 
Medium Asteroid = 3 Credits 
Large Asteroid = 6 Credits 

 
 
 
 
Asteroid controller can earn resource points by rolling the four sided dice in every turn. Resource 
points can use to exchange asteroids. Different size of asteroids cost different resource points.  
 

Shards Asteroids cost 1 peddles 
Mediums Asteroids cost 3 peddles 
Largest Asteroids cost 6 peddles 

 
 
 



Mechanics  
Movement 
Ship controller has 6 lives in the game. Ship controller need to move around the playing field in 
order to get within range of target. If ship controller dies, he/she can respawn anywhere within 
the playing field.  

Ship Controller (Player 1) 
1. Player 1 is represented by red chip. 
2. Rolls an eight sided dice to determine the distance for movement.  
3. Can turn in any direction at anytime during movement.  
4. The ship can turn more than once in each round.  
5. The range for the ship to shoot the asteroids is 5.  
6. The ship can hit the asteroids at any point in time. 
7. The ship can only hit once during his turn. 
8. Will gain credits (pink chips) every time Player 1 hit the asteroids.  

 
 
Asteroids controller has infinity lives in the game as long as the player had enough resource 
point to buy new asteroids. Asteroids controller need to use the asteroids to block ship controller 
and destroyed it as much as possible. If the asteroids controller chooses to respawn, he/she can 
only respawn at the edge of the board.  

Asteroids Controller (Player 2) 
1. Player 2 is represented by asteroid tokens. 
2. Rolls a six sided dice to determine how many asteroids he can move in a particular round and 

four sided dice to determine how many resource points the player can get.  
3. Resources points can be save up and use to buy more asteroids.  
4. Spawning asteroids can only be done at the end of the round. 
5. Asteroids can only move in one direction.  
6. Asteroids have fixed movement speeds: 

a) Shards – 5 grids 
b) Mediums – 4 grids  
c) Large – 3 grids  

 
 
The game will officially over when all the ships had been destroyed OR ship controller had collect all 
20 pink chips OR when the players stop the game, the scores would be calculated.  
 
 
Object 
 There would have non-player objects given to Player 1 in the game. The non-player object is the 
power ups. Power ups are given to Player 1 in order to balance up the game.  The asteroids in 
the game are too powerful. Therefore, we decided to put in power ups for Player 1 to make the 
game fairer.  

Player 1 would be able to buy power ups by using the credits. Player 1 will need to hits the 
asteroids in order to gain more credits. There are different credits needed for different types of 
power ups. There are 10 types of power ups. Player 1 can choose which power ups to buy. 
Player are not allowed to use the power ups directly in the round.  Furthermore, player can only 
hold one power ups in hand. If Player 1 has a power ups in hand, he/she would not able to buy 
another power up until he/she used it.  

 

 

 



Actions 
Ship controller can exchange the power ups with credits. After exchange the power ups, Player 1 
can hold the power ups until he/she use it. He/she will carry it until he/she choose to use the 
power ups. Furthermore, Player 1 will also get credits (pink chips) every time the player had hits 
the asteroids.  Before the player exchange the credits to power ups, the player will need to keep 
carrying the pink chips until the player choose the exchange it. When the player needs to 
exchange it, the player needs to give up the pink chips and buy it.  

Asteroids controller can also exchange the asteroids with resource points. Before exchange, the 
player needs to keep the resource point. Every round, asteroid player will get certain number of 
resource points. Thus, every round the asteroid controller will need to decide whether wanted to 
spawn the asteroid or not. This is because if the player choose respawn, he/she might miss a 
around.  

 

 
Combat 
There have some combat and conflict during play testing. Space Miner had listed down each 
combat and had stated it how it performed and resolved.  

The conflicts are: 

1. Large asteroids supposing can move 3 grids. If the asteroids had reach the edge at 
the second steps. How about the last step? 
End at second steps due to the asteroids had reached the edge. If player feels wasted, 
he/she may move another asteroid in the board.  
 

2. Asteroid had collided together with each other. 
Both asteroids will scattered at different direction.  

 
3. Player 2 had rolled a “5” to move the asteroids, but the number of asteroids in the 

board was only 4.  
Move only 4 due to the number of asteroids in the board was only 4.  

 
4. Player 2 can respawn as many as he/she want as long as he/she has enough 

resource points.  
Maximum numbers of resource points on the board are 25. 

 
5. Player 1 can buy many power ups and store it. 

Player 1 can only hold one power ups in hand. He/she is not allow to buy power ups is 
he/she is holding power ups. 

 
 
The combat are: 

1. Player 1 will need to destroy all the asteroids on the board in order to win the game. 
2. Player 2 will need to destroy all the ships in order to win the game. 
3. During the game play, ships can shoot the asteroids in the range of 5 but the 

asteroids can only hits the ships by overlap it.  
4. Player 1 can get the power ups in order to destroyed the asteroids faster.  
5. Player 2 can corner the ships by respawn the asteroids within 25 resource points 

on the board.  

 
 



Economy 
In Space Miner, there have economy involve inside the game. The economy had involved for 
both players.  
 
For ship controller, it will give credits (pink chips) every time the player had hits the asteroids. 
Different numbers of credits will be given due to different shapes of asteroids. Once Player 1 had 
enough credits, he/she can exchange the power ups with the credits. The power ups could let 
Player 1 to kills more asteroids or protect the ships.  
 
For asteroids controller, it will give resource points (blue peddles) every time the player rolled the 
4 sided dice. Once the player had enough resource points, he/she can exchange the asteroids 
with the resource point. There are different resource points needed for different shapes of 
asteroids. The player can respawn the asteroids that he/she get. But the player need to make 
sure that the resource point on the board should not more than 25.  
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 



Story, Setting and Character 

Back Story 
The 22nd Intergalactic War is finally over! The Planet-Nations of Andromeda Galaxy is now 
impoverished but eager to rebuild and move on. Luckily for the galaxy; there’s an asteroid cluster 
full of precious minerals that can be used as currency or rebuilding. However, the mining ships 
cannot process the asteroids as it is too large for its feeder. It is time for ship controller to go in 
and make the asteroids disappear.  Former fight-pilots from the war now have a new job of 
destroying as many asteroids as possible.  
 

Space Miner is a game about frontier explorers who used to be mercenary soldiers who have 
survived the recently concluded Space War One. All the nation-planers in the solar system are 
impoverished due to the long war that was fought. Fate intervened and they discovered that the 
asteroid fields of their solar system contain a valuable ore which can aid them in their 
reconstruction efforts. However, in order to harvest these ores; they utilized ships (that were 
formerly star fighters that were used in the war) in order to blast the asteroids and obtain the ores 
from the shards which a collector-ship will retrieve afterwards.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Management 

Detailed Schedule  

Timeline  Schedule 
02/11/2011 • Decided to use Tower block as our game’s basic mechanics due 

to the assignment given. 
• Works on Tower Block’s mechanics and come out with Tower 

Block’s paper prototype at the end of lesson.  
 

09/11/2011 • Change to use Asteroids as our game’s new basic mechanics.  
• Using the game concept on week 2 of lesson and combine with 

Asteroids’ game concept to a new game concept.  
• Come out the paper prototype of the game.  
• Play testing the game concept within team. 
• Problems found: 

- The game is not balance. One side of the player is stronger than the 
other one.  

- The game end too fast. 
- More based on luck and chance instead of strategy.   
- Not challenging enough to keep playing on it.  

• Made several changes in the game after play testing.  
 

16/11/2011 • Open play test to blind play testers.  
• 2 blind play testers play test the game. 1 play tester as ship 

controller, another one as asteroids controller.  
• Gain feedbacks from both players.  
• Problems found: 

- Player does not understand the rules. 
- The number of turns in one round restrict ship controller. 
- Power ups cards not clear enough to let player understand.  
- The game is not balance and fair.  

• Make several changes in the game after play testing.  
 

23/11/2011 • Work on the game due to the feedback given by blind play 
testers.  

• Group discussion on how to improve on the game to make it 
balance.  

• Make several changes in the game.  
• Play testing the game within the team.  
• Started to works on rulebook. Trying to keep it as simple as we 

can.  
 

30/11/2011 • On hold due to other project. 
 

07/12/2011 • On hold due to other project.  
 

14/12/2011 • On hold due to other project.  
 



28/12/2011 • Discussion within two team members and work on the game.  
• Work on Game Design Document.  
• Play testing the game with game design play testers.  
• 2 game design play testers play test the game. 1 play tester as 

ship controller, another one as asteroids controller.  
• Gain feedbacks from both players.  
• Note: 

- The game had been balance up. There is no advantage over another 
player.  

 
29/12/2011 • Work on the Game Design Document. 

• Work on the rulebook. 
• Try to let others who do not know about our game to read the 

rulebook. (Test on their understanding of our game through 
rulebook.) 

• Make some changes in the rulebook.  
 

02/01/2011 • Work on the rulebook.  
• Discussion on the game.  
• Make some changes in the rulebook.  
• Simplify the rulebook.  
 

03/01/2012 • Last play testing. 
• Play testing the game with game design play testers.  
• Gain feedback from game design play testers of what are the 

funs in the game.  
• Adding in the pictures in the rulebook to let player have a better 

understanding of how the game play is. 
• Make several changes to the game.  
 

 
 
 
 
 
 
 



Play test Results  

Feedback from Game Design Play testers 
Questions Tun Yung Hadi 
1. What do you 

think needed to 
be changed in 
the game?  

• There is nothing need to be 
changed. After change the 
price of the asteroids the 
game was much fairer as it 
give both players a challenge.  

• As before the change of the 
price, the asteroids were at a 
disadvantage, as the cost was 
too much for a good piece of 
asteroids. 

• After the change of the cost for the 
asteroids, it seems like a fair game.  

• The game seems very calculative, 
especially for asteroids.  

2. What is the 
“fun” in the 
game? 

• Strategic game play, which 
uses a lot of brain juice. Have 
to make the right decisions.  

• A lot of calculation is included 
in the game.  

• It may be the strategies used against 
the opposing player.  

 

Feedback from Blind Play testing 
Questions Febriyuna Khorasani Nora Wong Jia Li 
1. What do you 

think needed to 
be changed in 
the game?  

• The rules are to lengthy and 
hard to understand so 
simplifying of rules would help 
player to understand better 
how to play the game.  

• I found that making just one turn 
restrict me and I found that more turn 
should be made for me.  

• The game might be time consuming 
in order for both players to end the 
game. It is easy to get bored after 
long hours of playing it.  

• Clearer instruction should be given 
for each power up cards so that I 
would know how I can apply the 
power card to the best use.  

2. What is the 
“fun” in the 
game? 

• The game is quite interesting 
as it allow me to generate a 
lot of thinking when playing 
the game.  

• When focusing in the game, 
new strategy is generated by 
playing.  

• The game is not purely based 
on luck, I can’t just guess 
when making  

• The game allows me to think twice 
before making any form of move in 
the game. I am using my brain 
instead of pure guessing each move I 
made in the game.  

• It allows me to think of different good 
strategy to deal with the opponent 
player in order to win the game.  

 
 
 
 
 
 
 
 



Usability Test Result 
Problem  
Hard to end game. 

Rating 
Severe  

Description 
The game will never end if the asteroids player 
keep get the credits in every turn. 

 

Solution  
Add in power up for ship player so that ship 
player is able to kills asteroids player.  

 

Comment  
  

Status 
Fixed   

 
Problem  
Rulebook hard to understand 

Rating 
Intermediate  

Description 
Player does not understand what the game 
play is after reading the rulebook.  

 

Solution  
Simplifying the rulebook and insert pictures to 
let player have better understanding.  

 

Comment  
Failed to let players understand the game 
through rulebook.  

Status 
Fixed   

 
  
Problem  
The game is unfair.  

Rating 
Intermediate  

Description 
One of the players is stronger than the other 
one due to the ability and power ups.   

 

Solution  
Determine the ability of each player.  Add in 
different types of power ups for both players.  

 

Comment  
  

Status 
Fixed   

 
Problem  
Ship controller is too powerful.   

Rating 
Intermediate  

Description 
Ship controller can shoot two or more asteroids 
per turn. This may make asteroids controller 
lose faster.  

 

Solution  
Limited ship controller to can only kill one 
asteroid per turn.  

 

Comment  
  

Status 
Fixed   

 
 
 
 
 



Appendix 

Play test Results and Observations 
Date of play testing: 23/11/2011 – 03/01/2012 
 
We had found 4 blind play testers and 4 game design play testers to play test our game. 
The age group for the play testers are 13-20.  2 of the blind play testers and 2 of the 
game design play testers had play test the newest game concept. Their feedbacks are 
shown at below.  
 
Why we want blind play tester to play test for us as they would not have any gaming 
knowledge so this help us understand if our game rules are simplified for them to 
understand our game. When they do not know what the rules are trying to explain, we 
can edit it to make sure that they would understand what we trying to explain in our 
game. 
 
We would also want game design play tester to play test for us as they would have the 
knowledge about gaming compared to others with their experience they have gotten 
from all the game they have played. Their feedback can help us to make amendment to 
our game and improve better.  
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



Play test Questions 
Blind Play testers 
 
Questions for Player 1 as Ship Controller 
 

1. Was it easy to understand the game rule after reading the rulebook? Rate using 1 
– 5 (Hardest – easiest) 

 
2. How often do you get cornered by another player? Rate using 1 – 5 (Seldom - 

often) 
 

3. How often do you get to escape after being cornered? Rate using 1 – 5 (Seldom 
– often) 

 
4. Do you think the game is fair for both players? Why? 

 
5. What are the things you like in the game? Why? 

 
6. What are the things you dislike in the game? Why? 

 
7. What improvement can be made in the game? 

 
8. Was there anything frustrating/disappointing in the game? 

 
 
Questions for Player 2 as Asteroids Controller 
 

1. Was it easy to understand the game rule after reading the rulebook? Rate using 1 
– 5 (Hardest – easiest) 
 

2. How often do you corner another player? Rate using 1 – 5 (Seldom – often) 
 

3. How often do you succeed in destroying the player 1? Rate 1 – 5 (Seldom to 
often) 

 
4. Do you think the game is fair for both players? Why? 

 
5. What are the things you like in the game? Why? 

 
6. What are the things you dislike in the game? Why? 

 
7. What improvement can be made in the game? 

 
8. Was there anything frustrating/disappointing in the game? 

 
 
 
 
 
 
 



Game Design Play testers 
 
Questions for Player 1 as Ship Controller 
 

1. Was it easy to understand the game rule after reading the rulebook? Rate using 1 
– 5 (Hardest – easiest) 

 
2. How often does player 1 get cornered? Rate using 1 – 5 (Seldom - often)  

 
3. How often does player 1 get to escape after being cornered? Rate using 1 – 5 

(Seldom – often) 
 

4. Do you think player 1 have an advantage over player 2? Why? 
 

5. What are the 3 things you like in the game? Why? 
 

6. What are the 3 things you dislike in the game? Why? 
 

7. What would you change in the game? 
 

8. Was there anything frustrating/disappointing in the game? 
 

9. Describe the decision you made while playing the game.  
 
 
Questions for Player 2 as Asteroids Controller  
 

1. Was it easy to understand the game rule after reading the rulebook? Rate using 1 
– 5 (Hardest – easiest) 
 

2. How often do you corner player 1? Rate using 1 – 5 (Seldom – often) 
 

3. How often do you succeed in destroying player 1? Rate 1 – 5 (Seldom to often) 
 

4. Do you think player 2 have an advantage over player 1? Why? 
 

5. What are the 3 things you like in the game? Why? 
 

6. What are the 3 things you dislike in the game? Why? 
 

7. What would you change in the game? 
 

8. Was there anything frustrating/disappointing in the game? 
 

9. Describe the decision you made while playing the game.  
 
 



Summary 
Blind Play testers 
 
Play tester 1 as Ship controller Feedback: 
 
Name of Play tester: Shu Ling 
Age: 13 

Being Player 1 the ship controller, she found that she do understand what the game rule 
is trying to explain. After the game play, she feels that she tend to get cornered by 
Player2 in the process of playing and the chance of escaping after getting cornered is 
half the chance depends on what strategies she can come out to deal with opponent 
player. At her point of view, she feels that the game is considered as fair to both parties 
since both are given special power up cards. So, these special functions are fairly given 
to both parties.  
 
She like the well strategies plan are to made in advance before any steps is made in the 
game as ship controller would make sure that each steps she move would not result her 
getting killed or concerned by opponent.  
 
Things that she dislike in the game are asteroids are little hard to destroys as there are 
asteroid as it still shattered into smaller piece. Few turns is needed to kill the large 
asteroids. From the like and dislike of the game, she had suggested that maybe can add 
in specific timing given to player when making a certain movement so this can make the 
game more challenging as players would have to react in time and will now waste time.  
 
After the game, she state that she was being frustrating and disappointing whenever she 
killed opponent, the chance of opponent killing back her would be higher as the distance 
between each other would be nearer.  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



Play tester 1 as Ship controller Feedback: 
 
Name of Play tester: Christopher Lee 
Age: 16 

Being Player 2 the asteroid controller, it is quite easy for them to understand the game 
rule. Player 2 found that he tend to have a high chance of cornering opponent player 
tend to have some big pieces and the map can be easily filled with asteroids. The 
chance of cornering opponent might be high but they still have equal chance to destroy 
each other. Regarding the game being fair t both parties, he found that Player 1 tend to 
being slightly disadvantage because whenever an asteroid split. The asteroid would 
shatter further and cornered Player 1 more easily. He would thus have a higher chance 
of killing Player 1. 
 
The things that he like in the game are strategies would results to higher chance of 
winning as when making the right strategies, he can cornered opponent player and this 
make the match more exciting seeing opponent player trying to flee from being 
cornered.  
 
He feels that the game would be a bit time consuming. After long period of playing, 
players might soon get bored as nothing special is occurring in the process of the long 
period of playing. It is all about cornering player and escaping from being cornered. He 
state that he would wish that there are anything new could be add into the game to 
make it more interesting and the player would have motivation to continue playing it.  
 
After playing the game, he was disappointed due to the dice rolls which result to chance 
occurring highly in the game and it is unavoidable. When the game is going to end, the 
game getting less and less climax. He state that he would not be motivated to come out 
with new strategies all the time to deal with the opponent player as it may be quite tiring.  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



Game Design Play testers 
 
 
Play tester 1 as Ship controller Feedback: 
 
Name of Play tester: Choo Hou Sin 
Age: 20 

After reading the rulebook, player found that it was a little bit hard to understand how 
exactly the game play is. Besides that, player found that the rulebook is lengthy and not 
enough information given to them in playing the game. It may confuse them and player 
feels that it was easy to get bored after reading through the rulebook.  

Player 1 as a ship controller state that he seldom get cornered in the game as we 
wanted to know whether the game is balance and fair for both player.  

Player 1 as a ship controller feels that it is hard for him to flee after getting cornered by 
player 2 which is asteroids controller. So, we should see if the game is over biased to 
player 2 that result to player 1 getting difficulty in fleeing after being cornered or it help in 
balancing the game.  

The player 1 found that he has more advantages compared to another player due to the 
wider range of movement and shooting range compared to another player. Player 1 can 
also shoot as many times as what he/she wanted in a turn which result me being more 
dominant compared to another player. 

The 3 things that the player likes is the game have a wide map for more movement so 
that player can move more freely. The games are also highly based on strategic 
movement instead of chance so player would be able to make careful movement for 
each step done in the game.  

The player had suggested some changes that can improve on our game. He suggested 
that we could give player 2 more movement as the constraint created for player 2 is too 
much by just allowing them to move straight. Balancing the fairness between both 
players or else player 2 would soon feel bored due to the advantage rules given to 
player 1.  

Limiting player 1 movement to only kill one asteroid per turn and allow player 2 to go to 
the edge of the map benefit both player as player 1 can plan to strategic move more 
freely in advance against player 2 movement. Low figure dice roll also demoralize player 
as this game still rely slightly to chance play so the roll dice does affect the game 
slightly. 

 

 

 

 

 

 



Play tester 2 as Asteroids controller Feedback: 
 
Name of Play tester: Vanessa Lu 
Age: 20 

After reading the rulebook, the player found that the game rule was not hard to 
understand as she is a game designer. She feels that if there is someone who has no 
gaming knowledge to read the rulebook, it might be a little challenging for them to 
understand what the rulebook is trying to explain. She had suggested simplifying the 
rulebook as much as possible.  

Player 2 as an asteroids controller state that it is quite easy to for her to corner another 
player because she can keep purchase large asteroids if she have enough token. Thus, 
she feels that it is quite easy for her to cornered player 2 with the large asteroids placed 
around. During the game play, she also tend to successfully destroy player 1 but she as 
the asteroids controller also get to destroy by another player so she found that the game 
is quite balance for both players.  

The 3 things that she like about the game is giving different power card for each player. 
Each power cards result to have different power that would help out player. She also 
likes about the using of token to exchange for different size of asteroids makes the game 
more interesting as player must first obtain enough token in order for them to exchange 
a bigger asteroids. This game requires skills even though chances are still present with 
the use of dices. 

As an asteroids controller, she do not like there is too much chances involve in the 
game. She state that she wishes she could make certain steps but the dice rolls would 
sometime disappoint her. She feels that the strategies needed for the game might be too 
challenging for a 13 years old teenager. Longer time might require for player to think 
before making a move. This could make the game too time consuming. The game need 
long time before it can end so it the player might get bored if they were to play it for a 
long time. She had suggested that taking out the event cards as it is too powerful and it 
could make the game end too fast.  

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



Peer Observation 
Please refer to individual peer observation.  
 


