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Game Concept Document 

Introduction 

Agents vs Spies is a board game for children of aged above 8. The game involves 2-4 players. One player 

handles 2 disabled SID agents and the rest of the players handle 2 spies each. The board represents the 

airport. The objective of the game is to catch the spies who are trying to escape the country. As the 

airport has lack of universal design, the disabled undercover SID agent will face different obstacles on 

their way to stop the spies. At the same time, spies will face obstacles in the form of security checks, 

immigration and other legal obstacles. The purpose of the game is to get children to involve themselves 

in learning about Universal Design while also making the process fun and interesting.   

Objectives of the Game 

As disabled SID agents, you should tackle the problems faced due to lack of universal design in the 

airport, which take the form of the agents’ obstacles, while simultaneously playing the game 

strategically to stop the spies from escaping the country. The constant hassle of running into the agents’ 

obstacles will make the children aware of the need for universal design. 

As spies, you need to win the game by stepping over obstacles without much issue, take advantage of 

hiding spots and get to the center of the game before the agents catch you. 

Game Walkthrough:  

The game includes 8 tokens, with two different types of tokens  

● 2 tokens – Undercover cop 

● 6 tokens – Spies  

To setup the game, each of you will choose a role and each of them will be given 2 tokens to play with. 

The spies will have a token on the board at the start of the game while the agent has to roll a 1 or a 5 to 

place a token on the board. Another token can be introduced onto the board if you roll a 1 or a 5 again. 

Initially, you have to go around the streets and roads to enter the parking lot of airport, then the 

terminal, the immigration checkpoint and finally the boarding point to escape through a private jet. The 

obstacles need to be overcome by the spies somehow, or that will stop them from moving forward.  
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As an agent, you will face the obstacles due to lack of universal design. In such events, you will have to 

roll the appropriate solution dice to move forward. The spies, however, will face obstacles in the form of 

security checks and whatnot, where they will have to miss a turn, take a diversion, and so on.  

The spies can also roll an obstacle dice for a limited number of times to prevent agents from catching 

them. The agents can move in both directions but the spies can move only in the clockwise direction. As 

each team will be handling two tokens, you have to strategically decide upon which token to move so 

you could have the best possible outcomes.  

Win conditions: 

Spies: 

 If there is a single player as the spy team, then both tokens need to escape. 

 If there are two teams of spies, then at least 3 tokens need to escape. 

 If there are three teams of spies, then at least 4 tokens need to escape. 

Agents: 

 In case of 3 spy teams, the agent needs to catch at least 4 spy tokens to win. 

 In case of 2 spy teams, the agent needs to catch at least 3 spy tokens to win. 

 In case of just one spy team, the agent needs to catch all tokens to win. 

Game Contents: 

● 1 six-sided dice 

● 1 resolution dice 

● 1 obstacle dice 

● 2 cop tokens 

● 6 spy tokens 

● Game board 

● Board art 

● Kraft Box 

● Box art 
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● Token art 

● Rule book 

● Rule book art 

● Token and obstacle tile boxes 

● Agent obstacle tiles 

● Obstacle reference boards 

 

OBSTACLES CONDITIONS  

OBSTACLES FOR: 

Disabled agents 

Problem Solution/ Consequence 

Uneven rough terrain Flat surface/roll between 1 and 3 

Gap in platform Ramp/roll between 4 and 6 

Curb Ramp/reduce next roll by 1 

Small doorway Automated door/reduce next roll by 2 

Drains Flat surface or ramp /stop a turn 

Forgot the badge Go back to start 

Stairs  Ramp or lift/change direction 

Escalator  Lift/return 3 spaces 

Crowded area Stop a turn 

Upward slope Lift/reduce next roll by 1 

 

 
Spies 

Problem Consequence 

Law-abiding citizen trying to stop Roll higher than 4 

Someone is following you Go 2 steps backs 

Security check  Roll between 1 and 3 

Wrong terminal  Go back to terminal entrance 

Suspicious guards  Roll between 4 and 6 

Long immigration q Stop a turn 

Boarding security check Go back to start 

Crowded area Reduce next roll by 1 

Forgot your passport Go back to start 
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ADVANTAGES FOR: 

 
Spies 

“X” marked areas Safe area where agents cannot catch the spy 

 

CONFLICT  

● No agent can catch a spy in the hiding spots of the game, with a single exception.  

● When the spy enters a hiding spot, and then an agent enters it, then the spy isn’t caught. 

However, if the agent was already there and the spy enters the hiding spot, then the spy is 

caught. 

● When an agent lands on an obstacle space, he has to roll a resolution dice or face the 

consequences. 

● When the spy lands on an obstacle space, he has to face the consequences. 

Concept Art 

Agents vs Spies Board – Basic BP: 
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Agents vs Spies Board (with obstacles): 

   

The X marked areas represent safe areas for the 

spies, also called hiding spots. 

Shades of blue tiles represent the obstacle for 

the agents in different levels   

Shades of green tiles represent the obstacles for 

the spies.  

 

 

Solution Dice: 

                   

The solution dice has to be rolled 

by the cop to find appropriate 

solutions to the obstacle caused by 

the lack of universal design. 


