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Section 1 Document Overview 

1.1 Version History 

Version 1 (3/13/2014): 
This is the initial version of the Game Design Document.  Version 1 includes the summary of 
our game and most mechanics. 

Version 2 (5/07/2014): 
In this version, the Game Design Document has been organized and has included changes to 
game mechanics. Version 2 has also included information about the use of amulets, and 
enemies. 

Version 3 (4/06/2014): 
In this version, research about Romani culture and mythology has been added. 

Version 4 (7/10/2014):  
In this version of the Game Design Document, combat has been updated to better fit our 
target audience of casual gamers. Version 4 has also removed the mechanic of crafting due 
to the lack of time in development. 

Version 5 (7/23/2014):  
In this version, combat has been further updated. Version 5 also has removed our AI charts 
and Amulets. 

Version 6 (7/26/2014): 
In this version, the Game Overview section has been updated. 



Version 7 (7/31/2014): 
In this version, the entire Game Design Document has been layout and formatted into a 
proper Game Design Document. 

Version 7 (8/1/2014): 
In this version of the Game Design Document, combat has been fully updated to properly 
match our current built beta project. Also many UI designs have been changed and 
implemented. 

Version 8 (1/17/2015): 
In this version of the Game Design Document, the screens and Menu’s section has been 
updated. 

Version 9(1/19/2015): 
In this version of the Game Design Document, the gameplay features, music and 
monetization sections have been updated. 

Version 10(1/21/2015): 
In this version of the Game Design Document, the Screens and Menu’s section has been 
further updated 

Version 11(1/22/2015): 
In this version of the Game Design Document, the Research section has been further 
updated 

Version 12(2/26/2015): 
In this version of the Game Design Document, the mechanics section has been further 
updated 
 

1.2 Author(s): 
Basil Tong, Danielle Merrithew, Walter Boehme 

1.3 Current Date: 
February 26th, 2015 

Section 2 Game Overview 

2.1 Game Concept: 
Wander is a game about exploration. Using google maps on a mobile device, players will be 
adventuring to randomly generated markers that they must encounter in real life. These 
markers will be different interactive areas that will aid the player in progressing through 
their journey.  



2.2 Game Genre: 
Wander is a turn based exploration role playing game. 

2.3 Feature Set: 

2.3.1 Exploration: 
Use google maps to explore our world and interact with different markers on the map. The 
player has to physically go to the area to engage with the markers. 

2.3.2 Combat: 
Using the classic rock, paper, scissors mechanic with an added twist of completing combos 
to finish the enemy. 

2.4 Target Demographic: 
Wander’s target audience is casual gamers who enjoy turn based RPG’S. 

2.5 Game Flow Summary: 
Wander’s game flow depends on how far the player is away from their end destination. 
It will start by the player choosing their location and interacting with the markers.  

2.6 Look and Feel: 
Wander is inspired by the carefree and adventurous lifestyle of traditional Romani people. 
The game should feel simplistic. The UI should be minimalistic as only a few things need to 
be represented.  

  



Section 3 Gameplay and Features 
The gameplay and mechanics section will go over every game aspect from gameplay 
mechanics, features and elements in this game. It will also describe the gameplay 
progression, rewards, items stats and controls. 

3.1 Gameplay mechanics 

3.1.1 Combat: 

3.1.1.1 Attack actions: 
There are three types of attack actions in Wander, the Sword attack, Shield Bash, and 
Magic attack. Each attack action has their own strength and weakness against one another. 
attack action can also result in a tie match. The strength and weakness of each combat 
action will be further explain in the chart below. 
 

Attack Action Strength Weakness Tie 

Sword attack Magic attack Shield Bash Sword attack 

Magic attack Shield Bash Sword attack Magic attack 

Shield Bash Sword attack Magic attack Shield Bash 

3.1.1.2 Combo 
Combos are another way to win a turn based battle. Players must complete a combo in a 
sequential order to defeat their enemy instantly. Under the players and enemy health bar 
will be displayed  three of the attack icons randomly. This is the combo that the player can 
try to get. If the player or enemy completes their combo, they instantly win the battle. 

3.1.1.3 Multiplier 
 The Multiplier mechanic is added to benefit the players or enemies when they have 
successfully attacked. The more successful attacks from the player or enemies means more 
damage will be multiplied to the opponent. The multiplier can only go up to X3. Multiplier 
is lost after an unsuccessful attack so players can’t stay in x number of multiplier for the 
entire battle. 

3.2 Gameplay Features 

3.2.1 Exploration: 
In Wander exploration is physical meaning, the player must physically be in the area to 
play the game. At the start of each journey ,players will begin by selecting their prefered 
boss location. After the player is satisfied with their end destination more markers will 
appear around the players and the boss's marker. This will create an adventure where the 
player can explore. 



3.2.2 Exercise: 
Players will travel from place to place to try and get to their end destination, making 
Wander an excellent outdoor game where player can benefit from exercising.  

3.3 Gameplay Elements 

3.3.1 Markers: 
Markers are specific icons that are use to represent an event within the exploration part 
of the game. Markers in this game are events that can be triggered when the player is 
physically at that markers location. In Wander there are five different types of markers 
that do different things. The markers will be described in full detail below. 

3.3.1.1 Enemy marker: 
The enemy marker means the player has encountered an enemy. This marker event will 
put the player in combat. 

3.3.1.2 Boss marker: 
The boss marker is use to represent the players end goal destination.When this event is 
triggered it will let players know they have encountered a boss. This event will put the 
player into combat. 

3.3.1.3 Treasure marker: 
Treasure markers are another way to find loot to aid the player. Treasure can something be 
guarded by an enemy. The player will need to defeat their opponent before they can 
open the treasure. 

3.3.1.4 Town marker: 
The town marker is where players will first start off at. The town is a place where players 
can purchase items before they head out on their journey. The town marker will also 
reveal a nearby hidden marker. 

3.3.1.5 Hidden marker: 
Hidden markers are markers that must be identified by the player. To identify hidden 
markers, the player must walk to a nearby town marker. When the players is inside the 
marker location while it’s still hidden, the marker will trigger a random marker. 

3.4 Gameplay Progression 

3.4.1 Game Progression: 
In Wander, the gameplay progression is aiming toward a RPG experience with a roguelike 
twist. Players will need to go out on their adventures with a goal to gain enough 
experience to take out the final boss at their destination. The players journey can be short 
or long; it all depends on how far the player is away from their end boss destination. It can 
also depend on how many enemies the player wants to kill before heading toward their end 



destination. In the end player are trying to gain enough experience to defeat the boss while 
enjoying outdoor exercise.  

3.4.2 Game Objective: 

3.4.2.1: Main objective 
The main gameplay objective of Wander is to explore. The main goal is to get to the end 
destination where the player must defeat the boss to complete their journey. 

3.4.2.2: Combat objective: 
The objective in the combat part of Wander is to eliminate the enemy’s health to zero by 
strategizing a prediction then playing the attack actions that suits their current state of the 
game. Player and enemies can also try to complete combos to instantly defeat their 
opponent. 

3.5 Rewards 
In Wander there are rewards that players can receive after successfully winning a battle. 
Players will get a loot bag which will contain one to three items.  

3.6 Enemies: 
In Wander there are four tiers of enemies. The four tiers of enemies will be listed below.  

3.6.1 Tier one enemies: 
Tier one enemies are the weakest. Tier one enemies are considered common enemies. 
These enemies will always drop a common item. 

3.6. 2 Tier two enemies: 
Tier two enemies are somewhere in the middle in difficulty. Tier two enemies are 
considered common enemies. These enemies will drop items that are common or  a small 
chance to drop rare items.  

3.6.3 Tier three enemies: 
Tier three enemies are tougher opponents. Tier three enemies are considered a mini boss. 
These enemies will drop items that are rare.  

3.6.4 Tier four enemies: 
Tier four enemies are the strongest. Tier four enemies are considered bosses. These 
enemies will drop Epic’s and Legendaries.  

3.7 Items and stats 
Items in Wander are use to aid the players progression. Items can be found throughout the 
players adventure by encountering treasure markers or after defeating an enemy. Items 
are use to improve the players stats. Items and stats will be further explained below.  



3.7.1 Stats: 
Every item in Wander either has a stat or an effect. There are three types of stats on 
armour pieces and weapons; they are health, strength, and toughness. 

3.7.1.1 Health: 
The health stat is used to increase the players health. 

3.7.1.2 Strength: 
The strength stat is used to increase the players damage. 

3.7.1.3 Toughness: 
The toughness stat reduces the amount of damage the enemy will do. 

3.7.2 Items: 

3.7.2.1 item Quality: 
There are four quality items in Wander for the armour piece and weapon. The four quality 
items will be listed from least rare to most rare- Common, rare, epic, and legendary 

3.7.2.2 Armour pieces: 
There are five types of armour pieces that players can wear. The five types of armour 
pieces are the helmet, chest plate, greaves, gloves, and boots. The armour pieces are use 
to increase the players health and toughness. 

3.7.3.3 Jewelry: 
There are two types of jewelry that player can wear. The two types of jewelry are amulets 
and rings. Jewelry are used  to increase the player health and toughness. 

3.7.2.4 Weapons: 
Weapons come in three forms. The three forms are swords, staffs, and shield. Each 
weapon is used to increase the players damage when using the specific attack actions.  

3.8 Gameplay Controls 

 

Tap: 
Tap is the most used control in this game. Tapping is used to press a button to perform a 
function such as attacking or switching to different menus.  



● 3.3.1 Comabt: 
○ Tap on the abilities to activate them. 

 

● 3.3.2 Items: 
○ Tap on an item from the store to purchase it. A yes or no confirmation 

screen will appear. If the player taps yes, they will purchase the item. If the 
player taps no, they will go back to the store.  

 

●  3.3.3 Menus: 
○ Tap for menu 

■ Play 
■ Practise 
■ Quit 
■ Pause 

 

Section 4 Monetization 

4.1 In App Purchases: 
All in app purchases can be purchased anytime in the shop. In app purchases are used to 
aid the player through their journey. The list of in app purchases for this game will be 
described in full detail below. 

4.1.1 Boosters: 

4.1.1.1 Multiplier boosters: 
This booster will give players a x3 multiplier at the start of each battle. The multiplier is 
not permanent. It ends after an hour. 

4.1.1.2 Health Boosters 
This booster will give the player 25% more health at the start of each journey. This booster 
is not permanent and will end after an hour. 

4.1.2 Cosmetic: 
The cosmetics are focused toward a romani theme. Some cosmetic items will only be 
purchasable for a limited time, these will be offered for certain holidays. The items are 
explained below. 

4.1.2.1 Holiday costumes: 

Halloween costumes: 
● Pumpkin mask 
● Witch hat 



● Skull mask 
● Witch costume 
● Vampire costume 
● Werewolf costume 

Christmas costumes: 
● Gypsy christmas tradition bear costume 
● Gypsy christmas tradition goat costume 
● Gypsy christmas tradition horse costume 

Valentine Costumes: 
● Cupid costume 

St Patrick Costumes: 
● 4 leaf clover hat 
● leprechaun costume 

4.1.2.2 Items: 
● Hex protection amulet 
● Black magic amulet 
● Eye ball ring 
● Ring of Protection 
● love ring 

 

Item Category Item Name Selling Price (in 
gold) 

Description 

Cosmetic Pumpkin mask 2,500 A traditional 
halloween mask 

Cosmetic Witch hat 2,500 A scary hat 

Cosmetic Skull mask 2,500 A spooky bone mask 

Booster Multiplier Booster 3,500 Apply multiplier 
benefit that last for 
an hour 

Booster Health Booster 3,500 Apply 25% additional 
health that last for 
an hour 

Cosmetic Vampire costume 12,500 Halloween costume 

Cosmetic Werewolf costume 12,500 Halloween costume 



Cosmetic Gypsy christmas 
traditional bear 
costume 

22,000 Christmas costume 

Cosmetic Gypsy christmas 
traditional goat 
costume 

22,000 Christmas costume 

Cosmetic Gypsy christmas 
traditional horse 
costume 

22,000 Christmas costume 

Cosmetic  Cupid costume  23,000 Valentine costume 

Cosmetic 4 leaf clover hat 2,500 St Patrick costume 

Cosmetic Leprechaun costume 23,000 St Patrick costume 

Items Hex protection 
amulet 

13,000 A traditional gypsy 
amulet 

Items Black magic amulet 13,000 A traditional gypsy 
amulet 

Items Eye ball ring 13,000 A gypsy mythology 
ring 

items Ring of Protection 13,000 A gypsy mythology 
ring 

items Love ring 13,000 A gypsy mythology 
ring 

 

 4.2 Currency: 
 

Gold Pack Cost ( in CAD) Deals 

500 $1.05   

1,200 $2.00  Good Deal 

2,500 $3.50   

6,500 $5.00  Great Deal 

14,000 $10.00   



30,000 $20.00   

100,000 $50.00  Best Deal! 

 

Section 5 Research 

5.1 Gypsy Research 

5.1.1 Gypsies Origins 

The Gypsies are a poorly understood ethnic group.  When hearing the word gypsy the image 
of a fortune teller pops into your mind. Or maybe a band of traveling musicians and dancers 
in colorfully decorated wagons. The truth about gypsies is that it`s far more complex than a 
few outdated stereotypes. Many believed Gypsies originally came from Romania. 

5.1.2 Tarot Cards 

The tarot cards are a deck of fortune telling cards. The tarot cards have many names but 
over time it became the use of fortune telling. The tarot cards are said to tell a story 
through analyzing the images on the tarot card. 

5.1.3 Gypsy items for Wander 

The items that are commonly used by Gypsies are herbs and other natural items such as 
seashells, eggs, animals, teeth, and human hair.  Also Gypsy spells are primarily aimed at 
the attainment of love and warding off the evil eye. Below there is a list of items that we 
may use for our Wander project. 
Roots: Holly, Dandelions, Dandelion root, Parsley 
Herbs: Seed, root, leaves, bulbs, dry flower, beans, bark, twig, blossoms 
Other: seashells, eggs, animal teeth, human hair. 
 

 

Section 6 Screens & Menus 

6.1 Splashscreen: 
The splashscreen is the image that appears when Wander is launched. The image is of 
Wander’s logo, a silhouette of a romani female dancing with a map filling the silhouette 
and the Wander Title beside her. This screen lasts for about 10 seconds then transitions 
into the Main Menu. 



6.2 Main Menu: 

6.2.1 Menu Graphics 
After the splashscreen loads, the main menu will show up. This menu will display the Game 
title and three buttons. The first button will be for practise mode, which will lead to the 
practise mode screen. The second button will be the play game button, which will take the 
player to the Character Select screen.The Main menu is the screen that opens up after the 
splashscreen loads. It will navigate the player to either go to Practise mode, Play mode or 
to quit the game. 

6.2.2 Menu Sound 
When the player taps a button, a card flip sound will play. 

6.3 Character Select: 
6.3.1 Menu Graphics 
After tapping the play button, the Character Select will appear. This menu will display the 
title “Choose Your Character” and the male and female character models will display. 
Both the female and male models will animate and to choose the character you tap on who 
you’d like to play. After tapping on your character of choice, the confirmation screen will 
open. 
6.3.1 Menu Sound 
When the player taps a button, a card flip sound will play. 
 
6.4 Confirmation Screen: 

6.4.1 Female Character: 

6.4.1.1 Menu Graphics: 
After tapping the female character in the Character select,the confirmation screen will 
appear. This menu will display the text “Are you sure?” and have two cards that display 
“Yes” or “No”. If you tap yes, the game will load to the map screen. If you tap no, the 
screen will go back to the character select.  

6.4.1.1 Menu Sound 
When the player taps a button, a card flip sound will play. 

6.4.2 Male Character: 

6.4.1.1 Menu Graphics: 
After tapping the male character in the Character select,the confirmation screen will 
appear. This menu will display the title “Are you sure?” and have two cards that display 
“Yes” or “No”. If you tap yes, the game will load to the map screen. If you tap no, the 
screen will go back to the character select.  



6.4.2.1 Menu Sound 
When the player taps a button, a card flip sound will play. 

6.5 Map Screens : 

6.5.1 Map New Journey: 

6.5.1.1 Menu Graphics: 
After confirming your choice of character in the confirm screen, the New Journey screen 
will appear. This screen will allow the player to start their journey. This screen will display 
the text “Wait for the map to load to choose your journey” and have a card that displays 
“New Journey”. If you tap on the “New Journey” card, the game will load to the confirm 
location screen. This screen will also have a pause button on it, which will allow the player 
to pause the game. 

6.5.1.2 Menu Sound 
When the player taps a button, a card flip sound will play 
 

6.5.2 location Confirmation: 

6.5.2.1 Menu Graphics: 
After tapping on the “New Journey” card, a burst of smoke will appear and the boss 
marker will be placed randomly on the map. You can press the checkmark to confirm 
where the marker is and start your journey, or you can press the “X” and the boss marker 
will be randomized again on the map.This screen will also have a pause button on it, which 
will allow the player to pause the game. 

6.5.2.2 Menu Sound 
When the player taps a button, a card flip sound will play 
 

6.5.3 Map Screen: 

6.5.3.1 Menu Graphics: 
After confirming where the boss marker is, a bunch of other markers will show up on the 
map. You will see a title that says “Journey confirmed, proceed to your destination”, a 
caravan marker, “?” markers, as well as the boss marker. When the player interacts with 
the caravan marker, it will reveal a “?” marker. When the player interacts with a “?” 
marker it might put them in a battle or give them treasure. When the player interacts with 
the boss icon, it will put them into combat. 

6.5.3.2 Menu Sound 
When the player taps a button, a card flip sound will play 
 



6.6 Game Screen: 

6.6.1 Menu Graphics: 
After the player interacts with a revealed random encounter marker or a “?” marker that 
is a battle, the player will be placed in the game screen, where they will do a battle.  
 

6.5.3.2 Menu Sound 
This screen will play the Boss background music. When the player hits the enemy with the 
sword attack or ties with the enemy it will make a sword clanking noise. When the player 
hits the enemy with the magic attack or ties with the enemy it will make a tambourine 
shaking noise. When the player hits the enemy with the shield bash or ties with the enemy 
it will make a “clunk” noise. When the player or enemy get their combo, it will play the 
finishing attack sound.  
 

6.7 Pause/Settings Menu: 

6.5.3.1 Menu Graphics: 
After pressing the pause button, the Pause/settings menu will open up. This menu will 
contain a title that says “Settings”, it will also contain two different sliders, one that says 
“Sound” above it and one that says “SFX” above it. The sound slider will adjust the volume 
of the Background music and the SFX slider will adjust the volume of any other sounds. The 
“X” by the settings will close the pause menu and return back to the menu the player was 
in. The quit button will take the player to the quit confirmation screen that will ask them if 
they want to quit the game or not. If the player presses “Yes” they will return to the main 
menu. If the player presses “No”, they will return to the Pause/settings menu. 

6.5.3.2 Menu Sound 
When the player taps a button, a card flip sound will play 



6.8 Screen flow: 
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7.3.3.2 Male Character: 

 

 

 

 

 

 

 

 

 

7.3.3 Map New Journey: 
 

 
 
 
 
 



7.3.4 location Confirmation: 

 

 

 

 

 

 

 

 

7.3.5 Map Screen 

 

 

 

 

 

 

 

 

7.3.6 Gameplay Screen 

 

 

 

 



7.3.7 Pause/Setting Menu 

 

 

 

 

 

 

 
 

7.4 UI art 

7.4.1 Menu Art 

7.4.1.1 Buttons 

7.4.1.1.1 Card buttons 

 

7.4.1.1.2 Pause button 

 



7.4.1.2 Sliders 

 

7.4.2 Combat Art 

7.4.2.1.: Health bars 
At the very top of the screen two health bars will be displayed. The 
one on the left side is the player health and the one on the right side 
is for the enemy health.  

7.4.2.2: Combo Icons 
Under the health bars are Combo Icons. These Icons display the 
combo the player and enemy are trying to achieve. If the player or 
enemy successfully lands a hit with a part of their combo, the Icon 
will become darker. 

7.4.2.1.3: Combat UI 
Underneath the combat scene is the combat UI. This will contain multiple elements that 
will aid the player in combat. 

7.4.2.1.4.1: Sword Icon 
The sword icon represents a sword attack. The animation will show 
the winner of the duel striking their sword at the loser. If the duel 
results in a draw, then both the player and the enemy will strike 
their swords at each other. This attack will always win against the 
staff attack, but will lose against the shield attack. It is smart to 
use this attack when you think the enemy will use the staff attack.  

7.4.2.1.4.2: Staff Icon 
The staff icon represents a magic attack. The animation will show 
the winner of the duel casting a magical purple cloud of smoke at 
the loser. If the duel results in a draw, then both the player and the 
enemy will cast a magical purple cloud of smoke at each other. The 
magic attack will always win against the shield attack, but will lose 
against the sword attack. It is smart to use this attack when you 
think the enemy will use the shield attack.  

7.4.2.1.4.3: Shield Icon 
The staff icon represents a shield bash. The animation will show the 
winner of the duel bashing the loser with their shield. If the duel 
results in a draw, then both the player and the enemy will bash 
each other with their shield. The shield bash will always win against 
the sword attack, but will lose against the magic attack. It is smart 



to use this attack when you think the enemy will use the sword attack.  
 

 7.4.2.1.4.4 Crystal Ball 
The crystal ball icon will display the previous duels in it. It will 
display who won against who. It will display the last 3 previous 
duels. Each time the player becomes closer to a combo, the 
lightning pattern inside the crystal ball will become faster and flash 
more. This is to create excitement that the combo is close to being 
completed. 
 

7.4.2.1.4.5 Arrows 
The arrows were put in for more player feedback to indicate what 
beats what. The arrows move in a counter clockwise motion.  
 
 
 
 

 7.4.3.1.4.6 Board 
The board was added to the UI to make the combat UI seem less 
“floaty”. It also holds future potential of having an inventory or 
items put on to it. It also contains the pause menu that will pause 
the game.  
 

 
 
 

7.5 Map Markers 

7.5.1 Hidden marker 

 

7.5.2 Boss marker 

 



7.5.3 Town marker 

 

Section 8 Music / Sound 
 

8.1 Background Audio: 

8.1.1 Menu background music: 
The background music is a slow paced melody using spanish guitar and tambourine 
sounds. 

8.1.2 Combat background music 
The combat background music is more fast paced and has guitar and violin sounds in it. 
 

8.2 Sound Effect: 

8.2.1 Grunts: 
There are male and female grunt sounds to let the player know who is being hurt.  

8.2.2 Button clicks 
The button tap will sound like a card being swiped against the deck while picking that card up. 
This is used to represent the tarot cards that are the buttons in this game. 

8.2.3 Sword attack 
The sword attack sounds like a sword clanking. 

8.2.4 Spell attack  
The spell attack will sound like a deformed melody with a tambourine in it. 

8.2.5 Guard attack 
The guard attack sounds like a “clunk” sound that just blocked a swo. 

8.2.6 Finisher attack: 
The finisher attack sound like dropping a bomb in the ocean and hearing only the impact 
part of it. 

8.2.7 Victory 
The victory sound will be sound like a double ping sound where the first ping will play then 
the second play right after the first ping is completed. 



8.2.8 Defeat 
The defeat sound will sound like a strong violin going up then down in melody. 

Section 9 Programming  

9.1 Code Language: 
The coding language that is use to design Wander is C#. The software that was used to 
design the game is in Unity. 
 
 
 


