Design Photo Journal for “The Los Angeles Trail”

Iteration 1

We had our first playtest of the game after our group was formed. The game is
fun, especially for the part of facing obstacles. However, we also notice some
problems that need to be solved:

First, the players die too quickly. It is very easy to not satisfy the requirements to
discard the obstacles, and when the character dies, the player will not be able to
return to the game, so the gameplay experience can be limited. As a result, we
come up with the idea of having each player use two character cards, so they can
have more chances to survive.

Second, players were not paying attention to the secondary effects, partly because
the descriptions were located at the bottom of the cards, and we need to make them
more noticeable.

Third, sometimes all the players were not so confident in facing the obstacle, and
no one was willing to do the challenge. However, if nobody volunteers, a decision
cannot be reached. To solve this issue, we add in the rules that players should vote

to decide the challenger in order to make sure there is someone facing the obstacle.

Iteration 2



We playtested our revisions of the game in Iteration 1, but there are still many

points worth improvement.

First, after we let each player use two character cards, nobody dies, which makes

the game unbalanced because people are supposed to die. As a result, we decide to

use lives instead of two cards, and this may result in a bit more challenging

gameplay.

Second, the content and design of the cards can also be improved. We add more

storytelling elements to the cards by providing lore for the game. We write short

descriptions of each obstacle card, rename some of the cards, and

also provide a

short background story for the game. We also intend to improve the art of the cards

to make the secondary effects more noticeable.
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Large Detritus: Remnants of a struclure of some kind, scaltered around the wastaland.
Asylum Clrcus: A tent filled with escapees of a mental asylum. Thelr acts reflect thelr Insanity.
Fallen Colossus: The heavy body of a Tian. No life rerains in its gears.

Husk Shelter: The cverrun ruins of a shopping mall. The meoans of husks fill its halls.

Honorable Bandit: A scavenger seeking company, Insult them, though, and you're dead
Cannibal Comedy Club: A livaly club, where you're either the entertainment, or the food,
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Bored Sentry: An immobile Titan. If you could entertain it for & while, maybe it would let you go.

Starving Husk: The radicactive husk of a person. Convince it to let you pass, or be eaten.

Malfunctioning Drone: Scared and dying, this Titan is better off put down.

Rogue Intelligence: A living, frightened Titan. It seems Lo think you wanl to deslroy it
Cyberlocked Gate: A gate using Titan technology to lock out intruders, Will explode if picked
Leaking Containment: An aclively leaking lank of radioactive material. Needs o be contained

Toxic A group of radi ive boulders blocking the path.

Hungry Mutant: A huge, lively husk, infusad with radiation. Parhaps it could be reasoned with?
Contaminated Walker: A Titan that got caught in a wave of radiation. Keep out of its way.
Toxic Waste: A region filled to the brim with radioactive matertal. Tread carefully.

Te keep the game comprehensible and without a huge amount of exposition, | want to

keep the story simple. Hera's what happaned:

Sometime in the late 20th cenfury, the first Titans were created. Powered by small nuclear

plants within their cores, they lived alongside humanity and aided them with their great strength,

intelligence, and charisma. But as more Titans were manufactured, concermns about 1

elranathy and baree wises ralead i hman eneiabs adth mses maanle weedad that s eaokd

We write the lore for the game



Third, we make some important changes to the rules. We add some detailed
instructions of the voting process. We also stress that a player’s goal is to survive
himself instead of sacrificing for a greater good in our modifications, so there will

be more trust&lie elements.

Iteration 3

In this version of the game, we continue to refine our rules and game art
according to the feedback from our playtesters.

For the rules, we shorten the game story from three paragraphs to two paragraphs
and put it into the background. We also add the HP cards and instruct players to use
them, and clarify some points based on our adjustion. Some players do not know
how to talk about their traits, so we provide some examples of implying one’s traits

in discussion, such as: “Oh, I suck at talking to people”; “I’m not really smart”.

Each character starts with 2 lives, represented by the HP card as shown below. Players each
get an HP card. When they lose one life, flip the card so that it shows “1 life” facing up. When
you die, discard your HP card.

Current Health ~ Current Health




For the card design, we largely improve the art by replacing the pictures with
hand-drawn illustrations. We also move the secondary effects from the bottom to a
more notable position. Moreover, we put the lore of the obstacles into the cards, so

there will be more storytelling elements.
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Finally, we update the game in Tabletop Simulator with the new design of

cards. We also upload all the assets to the Game Crafter.
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Role and Contribution

Director: Kristoffer (Tabletop Simulator, Rules, Lore, Playtest)

Producer: Jannie (Design Photo Journal, Progress Check, Presentation Slides,
Submission To The Game Crafter, Playtest)

Artist: Sophia (Game Art, Card Design, Playtest)

Designer: Yuxing (Playtest Report, Rules, Playtest)



