
Target Confirmed 
 

You wake up to find yourself on an island in the middle of nowhere, and 
all you have is a smartphone. You’re not alone though, the island is full of 
others confused like you. On your smartphone, a mysterious entity explains that 
only one person is leaving the island alive. It has assigned you a victim to 
murder, but it won’t just hand you your prey, it’ll only give jumbled intel for you 
to piece together. Too slow or sloppy will trim you out. Also remember, you too 
are somebody else’s target, and they want to go home too, even if it means 
getting rid of competition.  Only one of you is getting the freedom to go home. 
Just follow the three simple objectives to win: Investigate, Kill, Survive. 

 
 

3Cs: 
Character: Each player is a castaway on the island who is trying to escape. Each character 
is given a tag, which must be visible at all times for identification, and a discord profile, to 
receive targets and ciphers. They can use these ciphers to get more information about their 
target. The goal as a player is to survive and outlast their enemies who will be targeting them 
while they themselves hunt their own targets to stay on top.  
 
 

Control: Players will be able to move around as they would in normal life. Upon pressing 
their hands on another player, they will be able to stun enemies. Upon pulling out another 
player’s tag, they will be able to attempt an assassination. They will also be able to 
communicate to other players and communicate to the Discord Bot online, which they can 
work with in order to determine the identity of their target. To communicate with the Discord 
Bot, they can send different messages to the bot through Discord which will act as commands 
which the Bot will reply to. 

 
Camera: The in person aspect of the game will be the first-person perspective of the eyes. 
The digital aspect of the game will be on the Discord UI, consisting of text and commands of the 
bot.  
 

Game Setup 



Physical Requirements 
● Each player will have a tag with a unique code that they must have on during gameplay. 
● The tag with the code must be worn at all times during gameplay, and it cannot be 

moved to a different location on or off body to gain an unfair advantage 
● All players must be in the same vicinity  of each other for the game to operate. 

 

Digital Requirements 
● Each player will need a portable device capable of accessing and interacting with 

Discord (application on most smartphone and computer OSs). 
○ Most optimal examples: iPhone, Android smartphone 

● The Discord Server that the game is played on must house the Discord Bot used for the 
game. 

 

Game Field 
● The Game Field can be as large as desired, as long as it is realistic for players to be able 

to make physical contact with another easily enough for the game to operate. 
● The game’s duration will be about five to fifteen hours long, however, the length of the 

game may vary because it is dependent on the amount of people and how they 
strategize during the game. All participating players should have this information in 
mind when playing the game. 

● The game field must include an adequate amount of safe zones which are zones where 
the players cannot be stunned or assassinated. If playing on campus it is logical that 
dorms will be safe as to not violate any player’s privacy.  
Example Field: 

 
 
 
 
 

 
 
 



Instructions to Begin: 
1) Weeks to several days before the game begins, a Discord Server should be made and set 

up with the Discord Bot for the game. The server will have to be made by a player, who 
will likely be managing the setup of the game. 

2) All players who wish to play will need to join the server and get access to the bot.  
3) An adequate amount of tags will need to be provided to each player. All tags should be 

uniform in all ways EXCEPT the code, which should be unique across all tags. The tags 
must be easily attachable onto a player, as well as easily removed by force if ripped off. 

4) When all players meet at the Game Field with the tags provided to all players, all players 
must join the game through the Discord Server by entering the following message: /join 

5) After all players join the game, the host shall initiate it by entering the following 
message: /start 

 
6) After the game starts, all players should directly message the bot to begin the 

questioning process with the following message: /info. 
7) Players will then answer the series of questions with messages formatted as such: 

/enter [answer] 



 
8) After all questions are answered, all the players are free to begin tracking their target’s 

identity, and begin fighting to outlast their fellow adversaries.  
 
 

 
Game Mechanics: 
Player Combat: 

● Stun 
○ By pressing a hand onto another player, a stun can be executed. 
○ A stun will cause the stunned player to freeze, as they will have to stand still for 

thirty seconds. During these thirty seconds, they will not be able to execute any 
attacks, and will be vulnerable to an assassination attempt. 

○ Stuns cannot be stacked, and players cannot stun a player they have already 
stunned within a minute after they have been unfrozen. 

○ If a player presses their hand onto another player who is currently stunned, the 
stunned player may be unstunned. This can help especially for pacts. 

● Assassination Attempt 
○ By pulling out another player’s tag, an assassination will be attempted. 
○ Both the player who pulled the tag and the player whose tag has been pulled will 

stop, and enter a safe zone, where neither can be attacked. 



○ The two players must stay within close proximity, as the assassin cannot leave 
with the other player’s tag, and the player must have their tag before parting. 

○ The assassin must check the unique code on the tag stolen, and then report to 
the Discord Bot on the server to verify their assassination. 

○ By entering the following message, the assassin can confirm their kill: /kill [verify 
code] 

○ If the player that an assassin attempted to kill was indeed their target, they will 
be eliminated from the game, and that player’s target will be given to the 
assassin to continue. 

 
○ If the player that an assassin attempted to kill was NOT their target, the assassin 

themselves will be eliminated while the target will remain standing. 

 
Target Identification 

● Players can enter /hint in the public channel to get hints about their target. 
● When a player requires a hint, the bot will encrypt the identifiers of the target and send 

it in the public channel. 
○ In this situation, everyone is able to see the hint you get and can start to decrypt 

it.  
● If the player wants to check if he/she finds the correct target, enter /confirm [name] in 

the public channel to check if this person is your target. 
○ If correct, the bot will say ‘correct’ in the public channel. 
○ If wrong, the bot will tell one of your identities in the public channel as a 

punishment. 
 
 
 



 

The Proctor 
● Over the course of the game, a timer runs, managed by the Discord Bot. Each time the 

timer is completed, as long as the game is still running, the timer will reset and run 
again. 

● Each time the timer is completed, an “Execution” will be initiated. There are several 
conditions for the Execution: 

○ If at least one player was eliminated during the time interval of the timer, any 
player that had not successfully eliminated at LEAST one target during the 
interval will be automatically eliminated by the Proctor. 

○ If no player has been eliminated during the time interval, one of the players with 
the least amount of total eliminations will be eliminated. 

 
 

Ruleset: 
● General rules: 

○ Emphasis must be placed that while playing this game, players must not disrupt 
other people’s lives. For example, respect other players if they are in class or 
tending to other responsibilities. 

○ All players must be cautious of bystanders. 
○ No excessive violence against other players. 
○ Ensure that everyone playing the game has a mobile device with discord 

downloaded onto it 
○ Do not spam the bot with unnecessary commands, the bot must be used 

properly. 
○ The discord space must only be used for discussions of the game. Do not use the 

server for anything inappropriate or non-game related.  
● Before the game starts: 

○ Ensure that all players are in the discord server where the digital aspect of the 
game will be played. 

■ Players will join the game with the message “/join” 
○ Tags will be distributed to all players: 

■ The code on each tag is a string of 5 numbers that is unique to the player. 
■ The code must be legible and visible on the tag. 
■ Tags must be placed somewhere on the player’s body, and cannot be 

covered by any article of clothing. 
■ It must be loose enough so it is able to be ripped off by another player 

with an adequate amount of force. 
○ Establish the boundaries and safe zones of the game field. 

■ Depending on the size of the game field and number of players, the 
boundaries and number of safe zones will increase accordingly. 



■ The boundaries and locations of the safe zones are set by the players 
because they will be familiar with the area they are playing in. 

● For example if using the campus of RPI, the boundaries of the 
game field will be the edges of the campus, and the safe zones 
can be all dorms because there is usually one close by.  

■ For a smaller group size (4-10 people) there should be at least 3 safe 
zones within the set boundaries.  

■ For larger group sizes (10 plus people) there should be 5 or more safe 
zones within the set boundaries. 

● Start of game/ starting questions: 
○ The game will be started by typing into the discord “/start” 
○ After this command, the player will enter in their information to the bot in direct 

messages through entering “/info” 
■ In direct messages, the bot asks a series of questions to the player. such 

as their major, a hobby, and what they are wearing. 
■ All information will be entered by typing “/enter” and then their 

response. 
■ The player must enter in responses for all questions before they begin 

playing the game in the physical world. 
■ All information must be truthful and helpful in order to make the game 

function properly. 
● Playing the game: 

○ After all preparations to begin the game have been completed, players are free 
to strategize however they see fit in order to be the last one standing. 

○ Forming alliances with other players is permitted. 
○ Each player will be assigned a target which they must eliminate, however they 

will not know the identity of this player. 
○ Digital game: 

■ Target finding: 
■ Target finding must take place on the public discord server. 
■ In order to find out who their target is, players may ask the bot hints 

about their target by entering “/hint” 
■ To check if the player has their target correctly identified, they can ender 

“/check[name]” and if they are correct the bot will say “correct” but if 
they are incorrect something about the player’s identity will be revealed 
as punishment  

■ Kill confirms: 
■ Entering “/kill” and the code found on a player’s tag will confirm whether 

or not the person attempting the kill has eliminated the right target. 
■ Players may not continue playing the game if they are eliminated during 

the assassination attempt. 
■ The code entered must be a valid code. 

○ Physical game: 



■ Stunning: 
■ Stunning is performed through tagging another player, this action will 

immobilize the tagged player for 30 seconds. These cannot be stacked, a 
tagged player cannot be tagged again for another minute. 

■ Any player may unstun a frozen player by tapping them during the 
duration of the stun. 

■ Assassination: 
■ An assassination may be performed at anytime during the game, 

however if a player kills the wrong person it will result in them being out 
of the game. 

■ A safe zone must be entered if the player successfully rips off the 
armband in order to confirm that the correct person was killed. 

■ No other player can attack the two players involved in the assassination 
attempt. 

 
 

Design Process: 
After all group members discussed through Discord, we held our first brainstorming 

meeting at the Union. During the first meeting, several ideas were considered, and while none 
of the ideas were the final one, the overall idea of having the digital aspect of the game 
originate from a custom Discord Bot was popularized.  This idea would be an important aspect 
of the final design of the game. The first idea the group explored  was to make an online game 
similar to an MMO but through Discord, where players from anywhere could join factions as 
characters similar to RPGs. The idea was to make competitions in real life as quests and battles 
to progress the game.  The group began to reassess this idea because they could not think of a 
way to properly connect the real life aspect to the digital aspect because it seemed too easy to 
cheat and ignore the in person aspect since the main game was hosted on the digital side. After 
talking to the professor, this concern was confirmed to be an issue as the criticisms received 
made it clear that the direction wouldn’t work with the project when trying to establish the 
hybrid system.  

After the revelation that a new direction was needed, a new idea emerged that would 
deviate almost entirely from the previous idea. Instead of attempting to make an in-person 
aspect connect with a digital aspect, the idea of making the digital element accompany a game 
hosted in person was presented, as this would be more difficult to cheat since the digital 
element would likely only serve to benefit the player, thus avoidance would be illogical. This 
differed from the previous concept which would potentially allow for players to skip challenges 
and still be rewarded. After the new fundamental base was decided on, further development 
into a concept was worked on. Now, the game would need to focus more on the in-person 
aspect and then create a digital system to complete it. The base idea of a tag-styled game was 
brought up due to its simplicity yet enjoyment, and due to its malleability in how it could be 
executed. 



The first game idea was to create a two-team tag game where players work together to 
eliminate players from the other team by tagging them, and in eliminating all the players from 
the other team, victory could be obtained but, with this idea there was not much room for a 
digital aspect.  The current idea for a digital integration would be simply messaging players 
from the other team on a Messaging application of some kind. That digital concept was found 
to be uninspiring and unideal from the perspective of trying to make a fun experience. While 
the idea of a tag game was maintained, new variations were searched to find a solution. 
 After the first idea for the digital aspect was discarded, a new idea was brought up. This 
idea was a target system where players would not simply be attempting to eliminate all players 
beyond their team, instead they would be assigned a specific player they were meant to 
eliminate at a time. This system would give greater significance to the digital aspect of the 
game and make it a stronger component. The group believed this would also create a more 
compelling game for players. 

With more concepts being added, the game was becoming more complete. The new 
targeting system allowed for a unique system that made the digital aspect far more interesting. 
Another significant change to the digital aspect was to have the bot catalog a series of facts 
about the player from the start of the game, and use them as ‘hints’ about the players. Then 
these hints would be acquirable by the player’s assassin, the one hunting them, and from there 
the player would need to be able to determine the identity of their target based on the hints in 
order to make the right strike. 
 To make the targeting system more paramount, we created a more severe punishment 
for attempting to assassinate someone other than the target: self elimination. This would 
require players to be more compelled to try to determine their targets before trying to chase 
anyone in particular, adding more strategic elements to the game.  

After these changes were made to the digital aspect, the group believed that it was still 
lacking in enjoyable gameplay, because the bot effectively gave information that the players 
took, and there was little genuine gameplay. To remedy this issue, the idea of an encryption 
system was brought up, where the hints would be encoded in a certain type of encryption, and 
the players would need to decode it to acquire intel on their target. 
 Several ideas were reviewed for the encryption as it still needed to be interesting for 
players to interact with.  One of the ideas was that there are several types of encryptions that 
would be given out based on the time of day that the hint was requested, and those 
encryptions would be hard to decipher. Adding the encryption mechanic adds another level of 
complexity to the digital aspect, and allows for the digital aspect to have more gameplay. 

Once all ideas were finalized, the group began the final documentation.  Since the group 
started the documentation after the concept was established, the documentation was 
developed without difficulty.   
 

Prelusory Goals and Motivations 
The prelusory goal of the game is to be the last player standing, meaning surviving 

without being eliminated until the end. An extrinsic motivation of the game is the status that 
comes from being the victor, whether that be amongst friends or new people one has just met. 



Since the game is competitive, winning gives an inherent superiority to the winner, which may 
boost their confidence in themselves. .  

Another extrinsic motivation is growing one’s social circle, whether it be meeting new 
people and getting to know them better, or by making memories with friends and 
understanding them better. This game has fundations in trust and connections, as players are 
motivated to work together to achieve their goal and learn about each other when playing the 
game even if against each other. 

There are several intrinsic motivations to the game, with the first one being the 
enjoyment that arises from playing an active game that stimulates both the mind and the body. 
The digital aspect of the game has a detective style, where the player will have to decipher 
clues to find their mystery target, and the physical aspect of the game is a physical tag, where 
players will chase each other. This will allow for the player to improve upon both their physical 
and intellectual abilities, making the game more compelling to participate in.  

An additional intrinsic motivation stems from the pride that victory will bring the 
winner.  The game is styled as a survival competitive game where many players are competing 
for a single victorious spot, because each player’s chance at winning is very slim, emerging 
victorious will give the winner a sense of satisfaction that they have overcome an extraordinary 
obstacle. Players will take pride in knowing that they have bested their opponents in both tests 
of physical and mental strength.  

 
 

Task Report: 
- Nick: 

- Discussed game near late stages 
- Worked on Powerpoint Slide 
- Documentation cleanup 

- Jay: 
- Made the documentation and presentation documents 
- Documentation: 

- Summary 
- 3Cs 
- Game Setup 
- Instructions to Begin  
- Game Mechanics 

- Player Combat 
- The Proctor 

- Design Process 
- Prelusory Goals and Motivations 

- Discord Server 
- Created the server and each of the channels of the server 



- Filled the Information Category channels with the modified information 
on the game. 

- Invited the playtesters to the server. 
- Amassed the playtesters and hosted the playtest. 
- Filmed the full playtest. 
- Edited the playtest into a concise Youtube video. 
- Added clips and images of the playtest video in the presentation. 

 
 

- Shichao Yang: 
- Come up with the basic idea of the game 
- Design all the function of the bot 
- Program the bot 
- Bot part in the documentation  

- Sydney Finkelberg: 
- Documentation editing 
- Map of game field 
- Ruleset on documentation  
- Ruleset document 

- Dean Sarigumba 
- Game idea brainstorming 

- Ways to incorporate digital/IRL worlds 
- Idea of a tag/death game 
- Deliberate on mechanics, elements, rules, etc. 

- Schedule meetings, write meeting/brainstorming notes 
- Create/stylize/edit presentation 
- Edit bot output to user(s) 
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