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The following list consists of 20 game ideas which have a basic description. The thought is to give an overview of how the games are to be played while still not going into too much detail. The “number of players” category listed in each idea doesn’t necessarily mean the human players. They can also be computer controlled players if developed for a digital game, or some form of neutral player that no one controls. At this stage nothing is set in stone and the ideas that make it to the top 10 list can still be changed in how they are played.
1. Gnagerthals & Pathseekers: A duel game with simple mechanics. Each player plays a minion and the minion with the highest number wins that round. Both players have nine minions numbered 1-9.

Number of players: 2
Roles: Play as the leader of a tribe with troops. There are Gnagerthals, Pathseekers and Kobolds to choose from. Each race has 9 minions with strength values 1-9.
Goals: Get the most victory points. 
Story: Three races battle each in search of new lands to settle on. The Pathseekers are a tribe of nomads that have wandered north in hope of finding new land. The Kobolds are small apelike creatures that use many tricks to take down enemies. A Gnagerthal is best described as a mix of a Neanderthal, troll and a rodent. They are strong and brutal in nature and these primitive beings can be very dangerous in battle.
How to play: The game is very easy to play and each round consist of each player playing a minion. The minion with the highest strength number wins that round and scores a victory point for its player. Ties result in no points. Both players have to choose which minion to play before they are revealed and enter combat with each other. After a round both minions are used up and won’t go back to the players. The game will end after 9 rounds since there are no more minions to play then. Each minion will also have its own unique ability that can affect the result of a combat.

The abilities can be something like this: “Gnagerthal Stonebasher, wins if the combat is a tie” or “Kobold commando, scores 2 points when winning”.
A big key to winning this game is to try and guess what the opponent will play.

Minion list, in strength order 1-9:

Gnagerthals:
1. Slinger: 
2. Skyteller:
3. Tunneler: 
4. Taker: 
5. Woundmender:
6. Life ender: 
7. Stonethrower: 
8. Stonebasher: 
9. Spearholder: 
Kobolds:
1. Occultist: 
2. Tinkerer: 
3. Dart launcher: 
4. Warrior:
5. Infiltrator: 
6. Backstabber: 
7. Mountain ape: 
8. Raid leader: 
9. Commando: 
Pathseekers:
1. Sheep:

2. Slave:
3. Traveler:
4. Shard thrower:
5. Wayseer:
6. Axewielder:
7. Ancient weaponer:
8. Rider:
9. Ape troll:
2. Warsources: Different nations are at war and they have all developed different technologies for energy sources. One nation uses oil, another steam and a third electricity.

Number of players: 3
Roles: Each player controls one of the three nations.
Goals: Prove that your nation is superior and defeat the other nations by conquering their capitol.
Story: The oil nation is running out of oil and sees the opportunity to secure the unused oil resources within the neighboring nations. The steam nation has lost its former glory and is starting to fall behind. This war is their last chance to gain back their former position of power. The electricity nation uses environmentally friendly methods to power their machines and they look down on the other countries and see themselves as better.
How to play: Build war machines and develop your technologies further to gain access to even better warmachines. Secure resources in newly conquered lands to gain more advantage over the others, but remember that you are warring against 2 other nations at the same time. Units on the field need to be refueled and rearmed and the different nations have different ways of doing this.
Some unit types:
Electricity: Solar powered tanks, wind powered buggies and wave powered boats.

Oil: Large heavy greasy tanks, enormous battleships and highly explosive tankers.

Steam: Hovercrafts, crude flight machines, and rusty walkers.

3. Cheops curse: A group of tomb raiders are looting your pyramid. Kill them before they escape with your treasures.
Number of players: 4

Roles: 1 play as the awakened spirit of the dead pharaoh. 3 play as tomb raiders.

Goals: Either stop the raiders from escaping the pyramid or collect as much treasure as possible and escape the pyramid.

Story: The raiders have awakened and angered the since long dead pharaoh of the pyramid. The spirit wants to get revenge on the raiders and kill them before they escape the pyramid.

How to play: The spirit player sees the playfield/pyramid from a god perspective, meaning he can see the entire layout of the pyramid and interact where he chooses. It is not possible for the spirit to directly affect the raiders. The spirit can place traps and activate certain traps inside the pyramid with the goal to eliminate raiders with the traps. Each play session/level the spirit has a limited amount of different traps to use. Examples of traps are: collapsing roof, arrows shoots out from walls and reviving a mummy.

The raiders will have limited knowledge about the pyramid layout and they start in the central chamber with some loot already collected. A raider player wants to escape the pyramid alive and with more loot than the other raiders. To do this he/she must explore the tunnels inside the pyramid and avoid possible traps. It is possible to find more treasures in the various chambers of the pyramid. The raider players have the choice to help each other by cooperating to overcome obstacles found inside the pyramid, but there is only one winner, and that is either the one that escapes with the most valuable treasures, or if all raiders die, then the spirit player wins.

4. God Sports: A sports game where you play as teams of gods that are trying to prove who the best gods are. Think wii-sports, but with gods.
Number of players: 2-8
Roles: Each player play as a god competing against other gods in events.

Goals: Compete in sports for gods. Win over the other gods by getting the best result in each event.

Story: To prove your strength and supremacy as a god you are entering a competition for gods. Show the other gods that you are better than them.

How to play: To win a player must score higher than the rest in total after all events. Score is received after all participants have made their performance in an event, and it depends on the position. There are 5 different events in total.

Events:

1. Throw with faithful believer. The test of strength. In this event the one that throws one of his/her believers the longest wins.
2. Create a volcano. The god with the best “form the land” skill will win.
3. Impress a mortal. Usage of divine power is the key to winning this event.
4. Weather manipulation. Manipulation of the sky is highly important here. The god that has the best control over the weather will win.
5. Obedience contest. The god with the most obedient believers will win this one.
5. Fast falling: The goal is to survive the high fall. It’s an action game where you have to bounce on the right things to survive the fall.
Number of players: many
Roles: All players play as a character that is falling down from the sky.
Goals: Be the player that first reaches ground and survives.
Story: A group of people are going skydiving and they have all sabotaged each others parachutes. 
How to play: The players perform actions on their own character or on other players’ characters. These actions affect falling speed and thereby the chance for survival. A player can also choose the falling formation of his/her character. It’s a humorous game where many strange things can and will happen on the way down to the ground.

6. Troglodyte mania: An underground game of blind troglodytes and hungry monsters.
Number of players: many
Roles: Each player has the same goals and roles as the other players, but they compete against each other. Every player has one monster which is hungry for some meat.
Goals: To be the first to get a troglodyte to walk into the same area occupied by your stationary monster. 
Story: A bunch of blind troglodytes have wandered to deep into unknown caves. Little do they suspect that there ancient monsters down there who are just waiting for some meat.
How to play: Every player represents one stationary monster which is placed on the map before the game starts. All players try to feed his/her monster by trying to lure a troglodyte into the same area. The players can’t affect the troglodytes directly but they manipulate the surroundings and try to get the troglodytes to move towards their monsters. The first player to feed his monster wins that round and since the maps are easy to change the game can be played many times before getting repetitive. 
7. The lost tribes: In this game tribes of cavemen need to get to their new settling grounds.

Number of players: 2-4

Roles: Each player will play as a tribe and tries to outsmart the other tribes to get to the lost valley first.

Goals: Lead your tribe to the settling grounds. Avoid dangers and keep as many tribe members alive as possible.

Story: A climate change has made the land inhabitable and the tribes with cavemen have to move to a better place to live.

How to play: A tribe is divided into groups with cavemen. Each group has a leader that has a special ability, meaning he is better and specialized at a specific task. The tasks that the leader can perform are: fighting wild animals, building bridges, exploring the area, fighting other tribes, move unseen and more. The different groups need to help each other to become successful in finding the new settling ground. The trick for the player is to make use of each leader’s special ability and overcome obstacles that his/her groups with cavemen encounter. Examples of encounters could be a wild animal, other tribes with cavemen, rivers, storms, flowing lava and earthquakes. Each of these encounters can result in deaths of tribe members if not handled in a good way.

8. Dinosaur run: Prehistoric destruction with running dinosaurs that are battling to get first over the finish line in this racing carnage game.
Number of players: Many.

Roles: Each player controls a unique dinosaur.
Goals: Get to the finish line first or destroy all other competitors. 

Story: A small race of dinosaurs has evolved to a primitive stage. They have formed simple societies and can speak a bit. These small dinosaurs race each other by riding other kinds of dinosaurs. The environments are typical Jurassic, but also feature dinosaur societies.
How to play: All players have one dinosaur to race with and all dinosaurs have different size and abilities. Some are small and agile and other large and heavy. No rules apply for the race, meaning that killing the other participants is possible. The dinosaurs have different ways of attacking and the ones that are better at causing damage are harder to steer with.
9. Reverse time to find the murderer: A murder is discovered and the game is played backwards through the events that led to the murder. One player is guilty.
Number of players: Many

Roles: The players are all candidates for being guilty of recent murder. They try to prove their innocence as the murder case gets more and more unraveled. One of the players is the guilty one but still tries to prove his/her innocence and tries to blame the other players. The other players don’t know which the guilty one is.
Goals: To prove your innocence and at the end of the game vote for which player is the murderer.
Story: Dr. Roth has been murdered at a secluded mansion in the mountains. There are only a handful of other people there and one of them must be guilty of murder. They all gather in the main hall and decide that no one will leave the room before they know who the murderer is. They start the investigation by going backwards in time telling the others why just they are innocent.
How to play: All players get a role, innocent or murderer. The roles are distributed randomly and there is only one murderer. The place of the murder is also randomly distributed to one of the many rooms in the mansion. Before the game starts each player also gets his whereabouts for the time before the murder randomly distributed. After that the game starts and the players all try to explain where they were during the murder. The player who is the actual murderer obviously has to lie about his whereabouts. Then the game goes back in time a bit more and the players try to explain where they were during that time interval and why that should be a valid alibi. Since the players all known where they have been themselves and they also know that someone is lying they should be able to pick up on things that don’t seem to add up quite right. In the end there will be a voting where the players vote on whom they believe to be the murderer.

10. Undead nations: A game about building a better empire, only thing is that everyone is already dead.

Number of players: 2-5

Roles: Each player plays as a necromancer and have control over a nation created by the necromancer.

Goals: Build up your nation by raising undead, researching new spells and conquering new land. Be the biggest undead ruler when the whole world is conquered to win.

Story: In a fantasy land there exists a group with necromancers. After many years of studies they have learned how to raise the dead to do their bidding. They decide that it is time to take over the world. The necromancers separate and spread out over the world where each of them start to build up a new nation with the goal to conquer the known world.

How to play: A player manages his/her own nation. The things that have to be done are: creating undead to get workforce, killing humans to be able to raise undead, researching new spells to empower the undead and take over new land by using the undead forces. A player chooses how to manage all these tasks, but all tasks are important to succeed.

11. Three piggies: You play either as a pig or as the wolf. The pig players have to cooperate to avoid and finally defeat the wolf in this multiplayer game.

Number of players: 4

Roles: 1 plays the wolf and the other 3 play the pigs.

Goals: The wolf player needs to eat all pigs to win. The pigs need to cooperate and defeat the wolf to win. To defeat the wolf the pigs must build up their cottages and learn to create weapons or traps.

Story: In a fairy tale land there are three pigs that decide to settle down on new land. They dream of a calm and peaceful life, beautiful nature and a cozy warm cottage to live in. But in the area there lives a wolf, a wolf that dreams of soft juicy meat to eat for dinner. When he discovers the pigs, he can’t resist the opportunity to eat the dinner of his dreams.

How to play: The pig players each start out with a simple cottage made of hay. It offers little protection from the wolf if he decides to raze it, so they need to upgrade their cottages to more sturdy buildings. This can be done by collecting wood or bricks and then use the material to upgrade the cottage. A pig player that has upgraded his/her house to a brick house can then begin to create weapons and traps. Doing this also requires materials that can be found in the surrounding area. With weapons and traps the wolf can be killed.

The wolf player starts in the area surrounding the 3 cottages with pigs. He can sneak so that he is more difficult to spot for the pigs. If he manage to get close to a pig he can eat it, and that player is out of the game. The pigs can hide in their cottages, but the wolf can destroy them. This takes time, different depending on how upgraded the cottage is. The problem for the wolf, when destroying a cottage, is that by doing so he will let the other pigs run around freely during the time it takes to destroy a cottage. The wolf player needs to disturb all pigs so that none of them manages to develop weapons, because if one does there is suddenly a chance that the wolf player might loose the game.

12. Armada dancing: Move your spaceships to the music and feel the rhythm.

Number of players: 1-6

Roles: Each player controls an armada of spaceships.

Goals: Move the spaceships to the music to get a score. The more advanced and elaborate the dancing is the more points are scored.

Story: Sometime in the far future the human society has spread among the stars. A new type of culture has evolved. Every year the whole galaxy participates in a spaceship dancing competition. This is the most prestigious competition in the known universe. Each planet has the right to enter with a fleet of ship, and the fleet that does the most impressive routine will win and be remembered for eternity.
How to play: The game comes with a number of songs. Each player has control over a number of spaceships and he/she needs to start moving the ships to the music. It is possible to directly steer a ship or to give orders to the ship so that it controls itself. The more ships the player decides to involve in the dance the higher chance to get a high score, but it also becomes more difficult since the player then needs to keep an eye on many ships at the same time. 

13. Animal jousting: Joust with animals.

Number of players: 2-8

Roles: Each player play as an animal character.

Goals: Win the competition by jousting and defeating all opponents. Hit the opponent and avoid being hit yourself.

Story: In a land inhabited by animal races, there is an all mighty ruler. He rules over all animal kingdoms, and he has arranged a jousting competition where a champion from each kingdom gets to show his valor. 

How to play: First each player chooses an animal character to play as. Each character is a different animal race and has different abilities and statistics. The statistics determine how fast, how strong and how skilled the champions are. In the jousting tournament all participants will joust in duels. The winner of the duel will advance and continue to be part of the competition, but the looser will not be a part anymore. In the end there will be only one left standing and he/she is the winner. During the jousting duels the players will control their characters by aiming and moving. The best that can happen is to unhorse the opponent and not take a hit oneself. Being hit means that there is a chance to get wounds and injuries that will remain for the rest of the competition.

14. Valley of strongholds: Explore rooms in a large castle. Every room is randomized and the goal is to advance your character and get high scores. The size of the castles can be adjusted but there is one final castle that is pre-made and enormous and very difficult. This serves as a final challenge that only high level characters stand a chance against.

Number of players: 1-4.
Roles: All players select one character to play with. It can be a new character or one that they have from before. Character progress can be saved so that the character can be used many times, but death means that the character is dead and can not be used again.
Goals: Improve your character by gaining experience and finding treasure. When a character is good enough it’s possible to give the final castle a try.
Story: The legends speak of a valley of strongholds that holds countless treasures and recently someone has discovered the location of the valley. Now hordes of adventurers stand before the valley, all eager to get their hands on ancient treasure. But the castles are roaming with monsters and traps and only the strongest adventurers will ever get out again.
How to play: Depending on how many players are participating the size of a castle is increased or decreased. The players all start in different locations and cooperation is possible of the players feel for it when and if they ever get to the same area as another player. It’s also possible to play the game single player. There are five levels of difficulty which affects the randomization. A higher difficulty gives more dangerous monsters but also better treasure. A player that gets out with his/her character can store the progress and use the character again the next time the game is played.
15. It’s ancient! No, just very old: A game about archeology.

Number of players: 2-6.

Roles: The players play as an archeologist that is trying to impress the others with better finds.
Goals: Impressing the others and prove to be the best archeologist.
Story: A group of archeologists have gathered to show off their latest findings. A new exhibition is soon to open and the all agree that the one who has the best findings will get to be the main attraction of the exhibition. The archeologists therefore start to show their latest findings and brags about them while the others talks down on them trying to make their own findings look better. 
How to play: The players take turns in showing one their latest findings. All players have “hand” of possible actions to play. These are distributed at random. These actions can be either positive or negative and some can be played as a response to another action played by another player. An example: A player who is bragging about an old vase plays the action “It’s ancient”, which increases the value of the item. One of the other players happens to have a counter-action named, “No, just very old”, which lowers the value of the item. When all players have played all actions that they want, the item in focus is put aside and the player owning that item gets the current value of that item stored as points. Then another player shows off an item from his collection and starts bragging about it. Some new actions are distributed to players between each new item. When the players are out of items, the one with the highest score wins.

16. Eye of the rectangle: A world where nothing is smooth, soft or round. Everything is rigid and sharp. Then suddenly you discover a circle.

Number of players: 1

Roles: You play as the cube figure that discovers a circle.

Goals: Follow the trail that the circle has opened and discover the truth of the world.

Story: In Rigidland everything is sharp and edgy. Nothing is soft or round. The inhabitants are called cubeters and are cube figures that are used to live in a world where everything has straight lines and has clear rules and structures. One day the cubeter Sharp Edgeson finds an old hidden cave. He gets a lamp and enters the cave. After a long while of crawling and climbing inside the cave he reaches a big opening. On the walls there are cave paintings of rigid symmetrical forms. Sharp is amazed by the finding, but it’s when he looks down on the ground he understands that he has discovered something completely new. Across the cave floor in the opening there is a cave painting in form of a circle, and he is standing in the middle of it.

How to play: You play a cubeter named Sharp Edgeson. You control his movements and actions. There is a limited amount of time in which the game is to be completed. Everything you do takes time, so you need to plan and be as effective as possible with the time you have. Uncover as much as you can of the story. If you use up all your available time, just play again and learn from your mistakes. You move trough various locations in the world and you can choose to do actions in each location. Possible actions are: inspect, use, throw, climb, run, and more.                                                        

17. Monster maker: Create your own monster and try to get them to do what you want by building their AI routines. Logical puzzle levels where you assign your monster AI routines that will be performed in sequence.

Number of players: 1

Roles: You play as the creator of a monster/robot.

Goals: Shape your creation and instruct it with commands to make it complete a number of tasks.

Story: You’re viewed as a mad scientist by the local population, but that doesn’t stop you. You’ll show them that you are a genius. This latest creation should prove them wrong and show your greatness as a scientist.

How to play: The first thing the player gets to do is to create a monster. There are a number of creature parts that the player can choose from. The parts will affect the creation in some way, depending on how they are used by the creation. For example, a muscular arm will give the monster more strength than if it had been given a small arm. When all parts are assembled the creation is named by the player and is ready to start performing tasks. Each task is a level/scenario and when it has been successfully completed the player can advance to the next. Examples of tasks that the creation shall perform can be: Buy bread from the local store, dig a well, build a house, assist an elderly lady across the street, do a dance with live audience and put of the fire of a burning house. These may seem like trivial things, but getting the monster to do as the player wants is more difficult than it may seem. Before each task the player can issue a list of commands that are to be performed in sequence. A type of behavior can also be set, like helpful, aggressive and so on. Then when the player thinks his/her instructions are enough it’s time to activate the monster. Once that is done the player can only watch and see how the creation will perform.

18. Troll mere: You’ve been captured by big, mean trolls. Find a way to escape and get through the dark mossy forest. You are a helpless child and need to hide. Fighting the trolls is not an option. Use different ways to defeat the various trolls that you will encounter. Use your wits to deceive them.

Number of players: 2-5

Roles: All players start out as children. They have all been captured by the trolls and they now try to escape. The first player to be caught by a troll will from thereafter bee a troll player. All players who get caught will be playing as a troll until the there is only one player left who is still trying to escape. 
Goals: To escape the trolls alive, or as a troll player; to catch all runaway children.
Story: A group of children went a little too deep into the forest while playing. The trolls found the children and dragged them back with them deeper into the dark forest. After being put into a cage the trolls leave the children unattended for a while. The children find a weak spot in the back of the cage and manage to sneak out. Now they’re making a run for it.
How to play: The game is split up into as many stages as there are players. In the first stage all players play as a child. The stage ends when one the players have been caught by a troll. All players do all they can to keep running, but one of them will fall behind and be caught by a troll. When that happens, that player will continue playing for the troll side. All stages consist of the children trying to get past a troll and the trolls have different strengths and weaknesses, but in general the trolls get harder and harder to escape from. It’s only the first stage that must end with one of the children being caught; this is to get one of the players to be a troll-player. In the other stages all children might get through, but there is a high chance that someone will be caught by the trolls. The game ends when either a child manages to reach the end of the forest or when all children have been caught by the trolls.

19. Witch of the year: All players are witches. Enchant the population, create new potions/spells and be voted witch of the year during the annual witch gathering.

Number of players: 2-6

Roles: Every player play as a witch.
Goals: To be voted the witch of the year at the annual witch gathering. This is done by accumulating more victory points than the other players during the game.
Story: The annual witch gathering is coming and all witches are trying their best so that they can be voted witch of the year. 
How to play: There are a couple of possible things each player can do on his/her turn. Victory points will be delivered to the players depending on how well they have been performing on the different categories. These categories are brews, polymorph, curses, enchanting and collections of rare ingredients. A player can choose in which category to improve, but a player will not have enough time to be good at all things and what category will be most rewarding is hard to say. Other players also affect how rewarding things get. It’s a fine line between improving his own results and sabotaging the other players’ results the winner has to take.

20. Magic maker: Come up with your own illusions/magic tricks and make a performance with live audience. Convince them it’s real.

Number of players: 3-6

Roles: Each player play as a magician.

Goals: To win a player needs to get the highest score. Points are scored by guessing right on how the other magicians’ tricks are performed or by making a trick that no other magician can guess how it is performed.

Story: Several magicians have established their business in the same area and they constantly seek to reveal the opponents’ tricks to make them go bankrupt.

How to play: All players will come up with new magic tricks. Then the opposing magicians get to guess how it’s performed. If no one guess right, the creator of the trick get points. If a magician guesses right he/she will get points. After a number of tricks it’s over and the one with the highest score wins.

A trick is built up by several stages. In each of these stages something happens in the trick. The player can choose what is to happen and how it will happen. Here it’s possible to form the trick so that some things are visible to an audience and some things are hidden. The key for the creator is to make the trick as difficult as possible to guess how it really works.
