
 
  

The Complete Adventure 
By Travis Matterson-Blogg 5804036 



 1 

Table of Contents 
 
 
 
 

 
 

  

Table of Contents p.1 

Conceptual Phase - p.2-4 

  Introduction and Overview  p.2 

  Genre and Type p.2 

  Philosophy Engine  p.2 

  Theme and Setting p.2 

  Story and Narrative  p.2 

  Three Act Structure p.3 

  Relevance to Autism Spectrum Disorder p.3-4 

Design Phase - p.5-6 

  Rules p.5 

  Mechanics p.5 

  Game Play p.5-6 

  Game Piece Design and Materiality p.6 

Testing phase - p.7-8 

  Prototype  p.7 

  Playtesting p.7-8 

  Feedback p.8 

Production phase - p.9-10 

  Targeted Audiences p.9 

  Comparable Products and Pricing p.9-10 

  Marketing p.10 

  Possible Publishing Companies p.10 

Future Possibilities  p.11 

Bibliography p.12 



 2 

Conceptual Phase 

Introduction and Overview: 
Adventure Land is a tabletop RPG game that aims to help people with development 
disorders gain critical thinking skills. Its secondary goals are to improve imaginative thinking, 
problem-solving mechanisms and confidence.  
Through the use of visual stimulus and the individual world-building of Adventure Land, the 
user is in control of their setting. This helps certain users to not be overwhelmed or lets 
others try non-logical choices in a sandbox-esque environment. 
Adventureland uses storybooks to lead an adventure controlled by the choices of the player 
unravels in various ways. Through the use of a die and coins, the player uses the structure of 
a build-you-own-adventure story to play the game. 
Previous explanations can be found in the online Pitch and Beta. 

Genre and Type: 
Adventure Land is a tabletop Role Playing Niche Game. The game takes from successful Role 
Playing Game but due to its audience, it is a niche game for people with Autism Spectrum 
Disorder. 
It is also a Space game as the purpose of each turn is to traverse the board. This is linked 
more towards narrative theory and the freeform paida, as there are only vague areas on the 
board and not restricted areas. 
Adventure Land is also removed from being a “children’s game” due to the functionality 
spectrum of its user and aspects of it can therapeutic or entertaining for older users. 

Philosophy Engine: 
The main ideology of the game differs within each storybook, but the overarching 
philosophy is that “the decisions you make, save the day”. This places on the sandbox-esque 
setting of the game, that despite the perceived urgency, no matter the decisions the player 
makes, they will successfully finish the quest. 

Theme and Setting: 
As a Role Playing Game, Adventure Land is set within a fantasy world of the same name. 
This allows it to be loosely based on the character or players motives within the storybook 
that they are using. 
The setting of each iteration of the game is dependent on the storybook that the players are 
using or have independently made. The point of the storybook is to allow independence 
within the game by removing the Game/Dungeon Master role.  

Story and Narrative: 
Adventure Land narratives vary, largely due to the numerous different storybooks that can 
be made within the world. As Role Playing Game, the story is based on narrative theory 
stating that the characters form the world around them. This works as the storybook works 
in the same style as a build-your-own-adventure book, meaning that the characters decide 
how the game will continue. 
The structure of these books will be based on a reduced Hero’s journey, to make the story 
compelling but not overwhelmingly difficult. This reduced structure is the call to journey, 
challenges and temptations, death and rebirth (usually a return to point within the story), 
reward and return.   

https://bloggposts.wordpress.com/2020/04/16/best-game-concept-ever/
https://bloggposts.wordpress.com/2020/05/20/1-online-fight-closer-to-victory/
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Three Act Structure: 
1st Act: 
Adventure Land is initiated by the players choosing their storybook. In the storybook, they’ll 
be given the information on the number of players that are in the story and what areas 
they’ll be playing on the map. From this, they can form their characters and draw the map in 
their style. 
The call to arms will be on the first story page of the storybook, this is different for each 
storybook, but will outline the goal and the area of the map they’ll want to reach.  
When the character has played pages with both of the 2 possible action options, the flow of 
play will be set and the 1st Act will be over. 
 
2nd Act: 
The 2nd Act relies on the particular theme and underlying message of the storybook. The 
players’ strategy would have been formed by their desires or strategy, which could be using 
actions that seem cooler or more logical. Depending on the lesson attached to the story, 
this may lead to longer play time and more obstacles. 
Adventure Land uses messages within the game and by deciphering them, the game can be 
over rather quickly. 
 
3rd Act: 
Adventure Land enters the 3rd Act when the character understands the messages of the 
storybook and knows what actions will help them win faster. 
A later way into the third act is if the player has just completed the quest and are 1 page 
away from the end of the storybook, which can happen due to luck as the message of the 
storybook is underlying. This also allows the storybook to be replayed to try different 
methods.  
 
Relevance to Autism Spectrum Disorder: 
Adventure Land uses the Power Card Strategy for Autism Spectrum Disorder, this uses visual 
stimulus and the users’ interest as motivation to teach a skill or encourage a behaviour 
(Daubert, Hornstein and Tincani 2015). By including colourful elements and an interesting 
storyline, Adventure Land can aid in the development of social skills for people with ASD. 
My research states that the most popular television shows for children on the Spectrum use 
realist elements but are within a highly fictionalized setting (Francus 2018). Meaning that 
the story needs to relate to them effectively but can still rely on fictional ideas. Adventure 
Land does this through the role-playing aspects and personal world-building. 
Successful boardgames for people with Autism Spectrum Disorder utilize the social disorder 
of monologuing and establish a way to maintain or use it effectively in a game (Schwab 
2016). By using this, Adventure Land tries to initiate conversations about its stories. Through 
the diverging storylines in each storybook, this moves the user from monologuing to 
conversations when discussing Adventure Land, due to the different experience players 
have.  
Besides the ability to increase social interaction skills, board games allow for improvement 
in strategy, patience as well as math and language development for not only ASD users 
(Pandey 2019). To maximize this, Adventure Land uses elements to teach consequences, 
allows the user to control the amount of creativity involved and helps explore identity in a 
way that helps with confidence and reinforcement of social lessons. This means that any 
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activity done within an Adventure Land storybook will lead to a subconscious understanding 
of events for people with ASD, without overwhelming them. 
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Design Phase 

Rules: 
Adventure Land uses storybooks as a way to direct the story of each game, but the rules of 
the game remain the same. The rules themselves are only strict when it comes to the turn 
loop but are very loose when it comes to the full game experience. Use of some aspects 
may be too overwhelming, as Adventureland is aimed at ASD, so they are made non-
essential for gameplay. The only essential products of Adventure Land are the Map and/or 
Storybook. 
On the cover of an Adventure Land, there is information on the number of players able to 
play this story at once (1-5), the average play time and the areas of use on the map. This 
allows users to efficiently build their game and know the time requirement. 

Mechanics: 
Adventure Land is a turn-based game that uses 7 other mechanics in its gameplay. 
Pages as a turn-based system. Each turn is controlled by what is written on each page and 
the decisions made also lead to you turn to a particular page for your next turn. 
Crafting. The player builds their character and the objective out of clay. There is also the 
colouring in of the map. 
Rolling dice. There is an Elemental Power Die which is cast so the player can activate the 
decision of their choice. 
Flipping Coin. There are 2 Action Coins which the player uses until they get the decision they 
desire. 
Faux urgency. The use of the Minute-Timer applies a sense of urgency for players with there 
being a minimal risk of failure. 
Decision making. Through the build-your-own-adventure and RPG elements of the game, 
the players’ decision making is what propels the game. 
Voice commands. A rule of the game is that the player must yell out his choice when it is 
successful rolled or flipped. 
These mechanics control the gameplay and help form the unique aspects of Adventure Land 
that target ASD. 

Game Play: 
Adventure Land uses a turn-based system to progress each story. These fall into a turn loop 
like this: 
 
  

https://drive.google.com/drive/folders/1Ef1FVthgscKuHFjAydsXkblvj-xHHpLp


 6 

This turn loop continues until the final pages where the quest is completed and the 
character returns home.  
When it is multiple players, there is a deliberation period where they decide together what 
action to take. The game is collaborative when there is more than 1 person playing and the 
next move is driven by either a discussion or if every member is using a Coin/Die the 
majority. This helps with the improvement of social skills which multiplayer Role Playing 
Games are skilled in doing. 

Game Piece Design and Materiality: 
- Adventure Land Map. This is made out of an erasable 20”-by-40” paper, with the names of 
the 7 areas printed in over their spaces. The Map also comes with a 20 pack of whiteboard 
markers for the player to design the area to their desire.  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
- Elemental Power Die. This is a D6 with 2 sides in a bright Red, 2 sides in a bright Blue and 2 
sides in a bright Green. Each side represents one of the elemental powers Water, Fire and 
Earth. The player has a 33.33% chance per roll to get their desired outcome. 
 
- Action Coins. There are 2 different Action coins for players to use. 1 is the Safety Coin 
which has the word “Run” printed on a side and “Friend” printed on the other. The other 
coin is the Foe Coin which has the word “Fight” on 1 side and “Dodge” printed on the other. 
These will be made in the same fashion as poker chips for the audio effect of the clank.  
 
- Sand Timer. This is a small minute-timer to create a sense of urgency in the decision-
making process as the goal of Adventure Land is to improve critical thinking, but the 
duration should be wide enough that it is never a problem. 
 
- Clay. The clay will be dense and similar to the clay used in pot making, so that if the 
character is treasured, it gives the player the ability to make it permanent. There will be 
packs sold separately as well. 
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Testing Phase 

Prototype: 
Initially, Adventure Land used 3 D6 with different touch stimuli but with the feedback I 
received  stated the dangers of this, especially with a game aimed at children. This round of 
feedback also changed the original prototype of the map.

 
This map fulfilled the visual requirements of Adventureland but with the world-building 
aspect, it was suggested that the player creates their world. This is why the map is now 
made of erasable paper with an included pack of 20 bright markers. 
These are the two major changes since the prototype and were still in the game during 
playtesting. 

Playtesting: 
Playtesting was done with this storybook. Instead of the Elemental power dice, we used a 
standard D6 at gave powers to non-consecutive numbers and used 20 cent coins for actions. 
 
Female 1 (23) – This female finished the game within 8 minutes. The first act of play lasted a 
few extra rounds as they didn’t understand why the options were controlled, this is due to 
Adventure Land being compared to Dungeons and Dragons. The game was enjoyed but she 
suggested it was for a younger audience. 
 
Female 2 (26) – This female took longer to play the game and almost ran out of time 
because she spent more time contemplating her options. She kept wanting to know how 
the scenario played out before she decided but reacted in a more positive way when it 
played out as she planned. She wanted to play another storybook. 
 
Male 1 (7) – This male relied on me playing as a game master because he couldn’t 
understand the rules or read. He found it cool to have elemental powers and acted them 
out. His attitude remained positive throughout the game and was very happy about 
winning. 
 
Male 2 (18) – This male finished it the fastest, in 5 minutes, stating that it was just a kid’s 
game. He didn’t get too invested and said that he mostly chose randomly until he hit the 
wall roadblock in the story. He also said my jokes were lame but would work with kids. 

https://drive.google.com/drive/folders/1Ef1FVthgscKuHFjAydsXkblvj-xHHpLp
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Autistic Male (13) – This playtest took two tries as I worked as a game master and the male 
got annoyed with my presence and wanted to try it independently. So, he restarted the 
game by himself, only yelling out to ask what the monsters were. He really liked the game 
and he spent the rest of the day looking up monsters he heard about from the storybook. 
 
All of the playtesting was positively reviewed and everyone, besides Male 2, wanted to try it 
again.  

Feedback: 
For the design of Adventure Land, I tried 20 different professionals who work with ASD but 
received no response. Due to this, I relied on Reddit, classmates and the Playtesters for 
feedback. 
 
Reddit: The feedback I received from Reddit users were very positive and excited. There 
weren’t many responses, but they offered advice for how I could improve Adventure Land 
and dangers I hadn’t realised. The only advice that wasn’t on the design on the game, was 
the marketing. The Redditors suggested that I don’t limit the game to only people with 
Autism but the full spectrum of developmental disorders and manage this when writing the 
Storybooks 
 
Playtesters: They all had positive responses to Adventure Land, with the main critique being 
the wording of the game. 
 
Classmates: they were positive but had interests in the translation of the game into real-
world behaviour, there was interest/concern in the dice and I received very interesting 
advice to add the concept of character cards in future iterations. These can be found here. 
 
This is what changed Adventure Land from the previously colourful board and the multiple 
dice that use a microwave and a fridge to are used as touch stimulus. The critiques on the 
language are also important and from that, I did minor edits to the storybook. 
 

https://www.reddit.com/r/AutisticAdults/comments/ggauci/possible_boardgame/
https://bloggposts.wordpress.com/2020/05/20/1-online-fight-closer-to-victory/
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Production Phase 

Targeted Audience: 
Due to the feedback from Reddit, the game will be targeted at people with developmental 
disorders. It is designed for people with ASD, but it is useful to people with various other 
developmental issues or for people to just enjoy. 

Comparable products and Pricing: 
Game Similarities Differences 

Dungeons and Dragons • Storytelling game 
based on 
imagination 

• Structured but 
various unique 
actions available 

• Traverse map 

• Uses varying luck 

• You can lose 

• Dungeon Master 
leads the game 

• Multiple dice 
 

Warcraft the Board Game • Quests (detailed 
instruction on 
needed action) 

• Different obstacles 
to overcome 

• Traversing map 

• Hero’s already made 

• Miniatures 

• Player versus player 
option 

House of Danger • Same progression 
structure, actions 
decide next move 

• Based off Choose-
Your-Own-
Adventure books 

• Map adventures  
 

• Cards instead of 
storybook 

• Not Sandbox, you 
can lose 

• Use of power and 
danger graphs 

 

Critical Core • Aimed at children on 
the autism spectrum 

• Tabletop RPG 

• Therapeutic benefits 

• Erasable map 

• Multiple dice  

• Cards and pre-
established 
characters 

• Game Master 
necessary 

 
Due to these games, Adventure Land changed. The influence of Critical Core’s erasable map 
with the feedback from a Redditor led to the change of Adventure Lands map. It also is 
leading to possible future elements, like collectible character cards with certain storylines, 
this idea is also from feedback (classmates). These games are all Role Playing Games and 
from their successful elements, I can judge Adventure Land. 
The prime example of this is in pricing. The closest game to Adventure Land is Critical Core 
which sells the starter pack for $60. The pricing for storybooks will be based on Dungeon 
and Dragons manuals which can be between $13-$50 and Build-your-own-adventure books 
which are sold for $8 on Amazon.  

https://dnd.wizards.com/
https://images-cdn.fantasyflightgames.com/ffg_content/WoWBG/wowrules.pdf
https://www.prosperohall.com/games/house-of-danger/
https://gametogrow.org/criticalcore/
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For Adventure Land, due to there being fewer complex pieces, it will cost $50 for a starter 
pack. The starter pack includes all objects that can be used in the game and 2 storybooks. 
The storybooks independently will cost $10-$30 each, as they are less complicated than a 
dungeons and dragons manual but still share varyingly long and compelling stories. 

Marketing 
Adventure Land would begin its journey into homes through the use of Kickstarter, in the 
same way as Critical Core. With this crowdfunding, Adventure Land will get more attention 
and will be advertised to different groups. 
Independent from Kickstarter, Adventure Land will also be advertised directly towards 
psychologist and specialists in developmental disorders since it is designed to be a tool. 
The storybook element of Adventure Land means that it can be seen as a collectible and this 
will have an effect on the marketing and spread of the game. Eventually, if gaining 
popularity, Adventure Land could get a following similar to Dungeons and Dragons and 
possibly be seen as an intro-to-RPG’s.  

Possible Publishing Companies: 
Adventure Land is designed in a way that prepares it for Crowdfunding and independent 
publishing but there are 2 companies that I would prefer to use as publishers. 
 
Wizards of the Coast – Adventure Land is made in a similar way as Dungeons and Dragons 
but with new elements and a more niche target market. Wizards of the Coast is a subsidy of 
Hasbro and if Adventure Land was part of that company it would be entering the mass 
market, using the success of a “big brother” product. 
 
Fantasy Flight Games – Under Fantasy Flight Games, Adventure Land would be within a 
company that identifies itself with Role Playing Games and using mechanics like Miniatures 
that could add to the game. It is an Ameritrash brand, but this has led to a lot of licensed 
games which can make the storybooks of Adventure Land feature popular characters and 
relate to a larger audience. 
 
  

https://www.kickstarter.com/projects/gametogrow/critical-core
https://company.wizards.com/content/games
https://www.fantasyflightgames.com/en/index/
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Future Possibilities 
Adventure Land by design has a lot of possibilities of how it can change. With the 
information stated, I would be interested in seeing a physical element like cards and 
miniatures. It can grow into an umbrella brand like Dungeons and Dragons, where new 
worlds and adventure formats are discovered. Ultimately, I believe it will be controlled by 
those who play it. The invention of house rules and users creating their own storybooks to 
play in the world has been the desired result of Adventure Land. 
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