
Embark, on an adventure in "The Lost Chamber quest " where players explore ruins
overcome challenges outsmart opponents and strategically use resources to
succeed in their search for the mysterious chamber.
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Game Overview
Game Summary:
In "The Lost Chamber Quest," players embark on an adventurous journey through
ancient ruins in search of a fabled artefact. To claim your win, they must confront
challenges, beat competitors, and skilfully deploy all available resources.

Game Concept:

This is a competitive board game where players compete to be the first to discover
and retrieve the lost chamber hidden within the ruins. Inside the chamber, you will
find the salvation of the world. Along the way, they dispute challenges, traps, and
opportunities to gain advantages over their opponents.

Target Audience:
This game is ideal for families and gamers who appreciate competitive gameplay
with a recommended age of 10 and above. (Disclaimer; We are not liable, for any
impact this game may have on your family or social life.)

Game Flow Overview:
To get to the relic chamber, players must make their way through a system of
interconnected passage that begins at the edge of the ruins. They gather resources,
face opponents, and strategically use their actions to obtain the upper hand along
the route. The first player to reach the relic chamber and successfully retrieve the
relic wins.

Look and Feel – What is the basic look and feel of the game?  
The game features an adventurous and mysterious theme with artwork illustrated
ancient ruins, hidden traps, and valuable treasures. The board is intricately designed
to resemble a labyrinth of pathways leading to the relic chamber.

Balance and Mechanics:
Core Mechanics:
Movement; Players maneuver their game pieces across the board to explore
chambers and overcome challenges.



Puzzle solving: Players face obstacles that require solutions to advance.

Resource Management; Players strategically manage resources like keys, clues and
special abilities to outwit rivals and tackle obstacles.

Game Structure: (Competitive, Cooperative etc.)
The game primarily emphasizes competition with each player striving to reach the
Lost Chamber and secure the relic. Nevertheless there may be opportunities for
cooperation, through partnerships or shared objectives based on how interactions
unfold during gameplay. The Lost Chamber gaming board focuses on player
interaction by incorporating dice, cards, game pieces and the board itself. Designers
emphasize how physical components enhance immersion the tactile feel of pieces.
The layout of cards, on the table. For instance, our game may feature board pieces
to elevate appeal and depth, creating an engaging environment for players to
explore during gameplay.

Board Type:
With the Lost Chamber gaming board, player interaction is key and includes
components including dice, cards, game pieces, and the board itself. Designers pay
close attention to how physical elements improve total immersion, how pieces feel to
the touch, and how cards are arranged on the table. For example, our game might
have unique board pieces that enhance the game's visual attractiveness and
richness, giving players a rich environment to explore and interact with while playing.

Foldable Boards: A cardboard option for the lost chamber board that may be easily
folded into smaller sizes for portability and storage. Traditional board games like
Scrabble and Monopoly frequently use them.

Objects, Attributes, and States (formal system)

- Relics: Valuable artifacts hidden within the chambers, which players aim to collect
for victory points.



- Traps: Hazardous obstacles that hinder progress and require strategic planning to
overcome.
- Cards: Cards that provide bonuses to players.
- Quests: Special quests must be completed without causing the player to lose their
turn.

Actions:
Movement: Involves players rolling dice or using cards to determine their movement
on the board.

Interaction: Includes engaging with players or elements, in the game. By utilizing
resources or engaging in tasks players have the opportunity to interact with traps,
ladders, missions and cards drawn from the deck.

Strategic Planning: Players need to plan their moves to maximize their progress and
outsmart their opponents.

Objects Attributes Relationships

Pawns Four avatars will be available for
selection: orange, purple, blue,
and green.

The player controls the avatar of their
choice, moving it either forward or
backward, with the objective of
reaching the lost chamber before the
other players.

Board There are thirty positions on the
board, which include:
- 3 quest spaces
- 4 avatar spaces
- 3 pick a card spaces
- 2 back to start spaces.
-3 Ladders

Player - Follow paths throughout the
game world, trying to take advantage
of the changes.

Dice 6 sides, numbered 1 to 6, Players determine how far they can
move their pieces on the board during
their turn.

Cards There are 28 cards with different
challenges.

Cards can either advance the player
forward or backward on the board,
grant them the ability to skip a turn, or
provide various other benefits.



Cards Mechanics:

Card Name. Skull
There are 8 of these cards in play.

When you use this card choose one opponent who must skip their turn allowing you
to advance without any hindrance. The skull is filled with anger and its curse strikes
swiftly and harshly.

Card; Move forward
There are 8 of these cards available.



This card featuring a boot symbol enables the player to move ahead by one space
bringing them closer, to their objective with agility.

Card; Move forward
There are 8 of these cards available.

This card showcasing a boot symbol obliges the player to move back by one space.

Crown Card
Only one of these cards exists.

By playing this card the bearer can proclaim themselves as the queen to gain an
advantage or resource such as extra moves or clues (limited to once, per game).

Bag Card
Only one of these cards exists.

The bag card allows the Mountaineer to bypass the effects of a trap or obstacle
without facing any penalties during the game.



Sword Card
Only one of these cards is available.

This card represents a sword that the Knight can wield once per game to execute a
charge. This allows them to overcome obstacles or foes and advance directly in front
of the Pawn.

Magic Potion Card
There is one of these cards

The Wizard can use a blast once in every game to eliminate any traps or barriers,
in their path.

At the beginning of the game players must shuffle the four cards. Each avatar card
features a design that corresponds to each players avatar. Then each player selects
a card to use during gameplay that differs from their avatar image.

The Mountaineer Card This Will be a representation of the
avatar of a mountaineer.

The Wizard Card This Will be a representation of the
avatar of a Wizard.

The Queen Card This Will be a representation of the
avatar of a Queen.

The Knight Card This Will be a representation of the
avatar of a Knight.

Event Cards; These are events that impact gameplay, such as traps, surprising
discoveries or encounters, with rivals.



Treasure Cards: These cards contain rewards earned from actions or exploration
granting players bonuses or advantages. Example: Card Moving forward
Obstacle Cards: These are obstacles that will help the players to conquer or
passing, hidden traps or puzzles. Example: Magic Potion card

Resolution:
To overcome challenges and encounters a combination of dice rolls, player choices
and card effects is used. Players who successfully navigate these hurdles grows
stronger while those who fail might face penalties or setbacks. The game reaches its
conclusion when a player meets the specified conditions for victory or successfully
enters the Lost Chamber to retrieve the relic.

Game End and Victory:
The game concludes when a player successfully reaches the Lost Chamber and
claims the relic, triggering the end-game sequence. A wide range of elements decide
victory, such as the quantity of relics obtained, the amount of treasure points earned,
and the fulfilment of tasks or missions. The winner is the player who achieves the
predetermined victory conditions or has the highest score.

Skill (Auctions):
Players may have the opportunity to participate in skill-based auctions for priceless
resources, unique powers, or beneficial board placements at various points during
the game. To outbid rivals and obtain benefits that help them win the game overall,
players must carefully consider their bids and resource management.

Chance:
While skill and strategy play significant roles in determining outcomes, chance also
influences gameplay through random elements such as dice rolls, card, and event
triggers. Players must adapt to unforeseen circumstances and mitigate the impact of
luck through strategic planning and resource management. The interplay between
skill and chance adds excitement and unpredictability to the game, ensuring that
each playthrough offers a unique and dynamic experience.
Outline design considerations that consider game balancing 



GameWorld:
The game takes place in an exotic and mediaeval setting with hidden passageways,
ruins, and dangerous traps. Players set off on a mission to investigate these ruins in
pursuit of the legendary Lost Chamber, which is said to contain invaluable artefacts
and unknown mysteries. There is a lot of mystery, history, and optimism about fresh
discoveries in the atmosphere.

Design of Board and Pieces:

Pawn Characters

1 Green Mountaineer:
- Bility: Expert Climber

- Since the Mountaineer ignores movement penalties for barriers like cliffs and steep
slopes, they can navigate challenging terrain more readily.

-Power: Resilience

- Once per game, the Mountaineer can shrug off the effects of a trap or obstacle
without suffering any penalties.



2. Blue Wizard:
- The Wizard has deep knowledge of ancient runes and magic, allowing them to
decipher puzzles and unlock hidden passages with greater ease.

- Power: Arcane Blast- Once per game, the Wizard can unleash a powerful blast of
magic to neutralize traps or obstacles in their path.

3. Purple Queen;
Ability; LeadershipThe Queen exudes a natural charm and leadership prowess
empowering her to unite allies and foster collaboration among fellow players.Special
Power; Royal Decree

Once, in the game the Queen can issue a royal decree to gain a significant
advantage or resource such as extra movement or additional hints.

4. Orange Knight;
Ability; Heavy Armor

The Knight is clad in armor and skilled in combat granting them resistance against
attacks and the ability to endure damage from traps or obstacles.

Special Power; Valiant Charge

Once, per game the Knight can execute a valiant charge enabling them to bypass
obstacles or foes and move directly towards their intended destination.



The game board comprises tiles featuring pathways, chambers and dangers within
the ancient ruins. Each tile showcases intricate artwork depicting passages,
mysterious symbols representing the tokens in the game.
Player tokens in the game are uniquely designed to represent daring adventurers
each possessing abilities and characteristics.

Quests

During their journey, across the game board players will encounter challenges.
Failing to overcome these challenges will result in losing a turn and being unable to
advance.

Upon reaching points in the game players must make decisions on how to progress

1



2

3

When a player reaches a space with a ladder they must adjust their position by
moving frontwords or backwards according to the ladder's location.



To add new aspects to or challenges to their gaming, players must draw a card from
the deck .

If a player lands on a space marked "Back, to Start " they must restart the game from
the beginning losing any progress they have made.

When a player reaches the area marked as Queens house, they have to give a card
to the Queens pawn represented by their game piece.

When a player reaches the area marked as knight house, they have to give a card to
the knight pawn represented by their game piece.



When a player reaches the area marked as the wizard house, they have to give a
card to the wizard pawn represented by their game piece.

When a player reaches the area marked as the Mountaineer house they have to give
a card to the Mountaineer pawn represented by their game piece.

Design Considerations for game Balancing;

1. Resource Distribution: To ensure fairness and avoid any player gaining an
advantage resources such, as keys, clues and special abilities are evenly spread
across the game board. Can be accessed through balanced methods (3 ladders, 2
back, to start squares, 3 pick a card spots, 4 avatar spaces).
2. Obstacle Difficulty: Balance the difficulty of obstacles and challenges encountered
throughout the game to provide a challenging yet achievable experience for all
players. Consider implementing scalable difficulty levels or dynamic adjustments
based on player progress.

3. Player interaction: Ensuring fair player interaction involves creating features that
encourage discussions, decision making and healthy competition without showing
favoritism towards any individual. It's crucial to monitor that player choices have an
impact without being biased against opponents.

4. Character Abilities: It's essential to ensure that the unique abilities and traits of
player characters are balanced in terms of their effectiveness and impact on
gameplay. Avoid creating characters that're overly powerful or weak as this can
disrupt the games equilibrium.



5. Randomness Management: Striking a balance between player strategy and
chance elements like card draws and dice rolls is key to reducing advantages due to
luck and enhancing the overall gaming experience with unpredictability.

6. Scalability: Making sure the game can adjust to varying numbers of players while
maintaining fairness and competitiveness is crucial, for a gaming environment.

To make sure everyone enjoys the game and has a chance we may need to adjust
the game rules, available resources and winning criteria.

7. Feedback and Iteration: Have different groups of players test the game
extensively to gather feedback on fairness address any issues and refine design
choices. Keep tuning game mechanics based on feedback to achieve a balance.

8. Asymmetric Balance: If incorporating asymmetric gameplay elements (e.g.,
different player abilities, variable player powers), make sure that these imbalances
do not result in unfair advantages or disadvantages for any one player, but rather
balance the game. 9. Hidden Information: If the game contains information that isn't
easy to find (such as hidden objectives or resources), take measures to prevent
disparities in data that could lead to the unfair favouritism of some players. Ensure
that players still can learn new things and make informed judgements despite this
hidden information.

10. Long-Term Strategy vs. Short-Term Tactics: Balance, between term planning
and short term tactical decisions so players have various ways to win. Avoid
strategies that're too predictable and limit replay value.

Rules:
Operational Rules

Setting Up; o start the game players place the board game randomly in the middle
of all players. Each player then puts their character at the entrance of the ruins.

Playing Rounds; The game is divided into rounds each round having phases;



1. Moving Around: Players take turns rolling dice. Using cards to move their
characters through the rooms facing challenges and gathering clues.

2. Encountering Challenges; When players enter a room or trigger events they may
come across obstacles, puzzles or other players. These encounters need to be
resolved using dice rolls, card effects or strategic choices.

3. Taking Actions; During this phase players can do things like interacting with
objects using powers or resources.

4. Wrapping Up; At the end of each round players deal with any effects from actions
collect rewards for successful moves and get ready, for the next round.

5. Goal; The main aim of the game is to be the player to reach the Lost Chamber
within the ruins and claim the hidden artifact inside.

Winning Criteria; To achieve victory players must reach the Lost Chamber gather
relics and earn treasure points.

Walkthrough
1. When opening the board game participants select their pieces. Position them at
the starting point indicated by a marker.

2. A route to the missing chamber is formed by the arrangement of the board's
connecting rectangles.

3. By taking turns to roll dice players maneuver their explorer pieces across the
board.

4. Overcoming obstacles encountered in chambers requires players to use dice
rolls, card effects and make decisions.

5. Progressing towards the Lost Chamber involves collecting clues completing
quests and outwitting opponents along the way.

6. The game proceeds until a player successfully reaches the Lost Chamber seizes
a relic and triggers the sequence of events.

7. The first player reaches the last rectangle where is located the lost chamber
reaches the Victoria. For this to be possible, the player must overcome all the
obstacles and quests in the game.



Game Art


