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GAME OVERVIEW 

 
 

OVERVIEW 
 

On a world far away, humans and creatures have developed a bond after centuries of strife.  

Merging new technology with the trapped magic in ancient crystals, humans have learned how to 

release, tame, and raise their own creatures. Some journey with their new friends to achieve fame 

or discover the secrets of the world, while others use this bond for more wicked purposes. Become 

the tamer you want to be.  

 

Tamer is a 3D creature-raising role-playing game for Android and iOS devices, targeted 

across genders and generations. The demographic will be those who love role-playing games, 

fantasy games, social games, Tamagachi-inspired pet-raising games, or iPhone / Android games in 

general. 

 

 
  

“Clockwork Forest” by Jovan Ellis 



6 | T a m e r  

Jovan Ellis - Copyright ©2011 

CONCEPT  
 

 Tamer is a first-person creature-raising game. The primary objective is to create and grow 

creatures by spawning them from in-game crystals. The game is experienced through the path you 

choose to take with your current creature. The player can enter their creature in arena 

competitions, explore ruins and discover treasure across the planet, or become a world-renowned 

strategist by mastering a unique card-based minigame.  

 

The game is set on a similar planet with a different history than our own, yet it is relatable 

and understandable enough to not break suspension of disbelief. It utilizes colorful, welcoming 

visuals with interesting light fantasy steampunk environment. The game is in first-person 

perspective, but there is no direct player movement to speak of. Navigation is handled through 

menus and choice selection, but unlike many mobile and social games, all actions provide visual 

feedback. Tamer aims to keep you immersed in the game world the whole time. And while your 

player character is under full control, your creature exists and moves autonomously unless given 

specific orders.  

 

 Players will be able to manage their in-game home, ranch, and orchard, work and train with 

their creatures, and meet various characters along the way that will aid or hinder their progress 

through the game. They will also be able to find or purchase more creature crystals allowing them 

to collect different elements and fuse creatures from over 600 species permutations.  

 

 Narrative is a driving force in Tamer, but is also the only finite component of gameplay. The 

story is broken down into arcs and meta-arcs on ludic and overarching levels, but there are only 

three main storylines, each corresponding to the player’s selected path. Pivotally, creatures can 

become injured, and will eventually die – whether through combat, fatigue, illness, or old age. This 

bond that may develop between player and creature will have drastic benevolent effects on the 

overall gameplay experience. 

 

MARKET PHILOSOPHY  
 

Tamer is a game aimed to revive and revolutionize the pet-raising genre. Aside from 

creating and raising creatures, players are offered three main play styles: the explorer (discovery-

oriented), the strategist (minigame-oriented), and the conqueror (combat oriented). These styles 

are the keystones of the gameplay; they give players the choice of pursuing various paths and 

utilizing distinct mechanics to get through the game. And while the storylines themselves can be 

completed, the game has no end state. Tamer would provide virtually endless hours of gameplay 

right on your smart phone.   

 

With a market oversaturated with “hardcore games” such as first-person shooters, casual 

and social games became more coveted and their markets have exploded in popularity. Audiences 
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are expanding and people who have never played games before are being drawn in at an 

astonishing rate, and demographics have spread far beyond the stereotypical teen male. In fact, the 

BBC conducted a survey1 in 2005 (Gamers in the UK: Digital play, digital lifestyles) which found that 

59 percent of the UK population between the ages of 6 and 65 were “gamers” – gamers being 

defined as those who have played a console, PC, handheld, mobile, or PC interactive video game at 

least once in the past six months. The survey was split into 6 different age brackets: 6 to 10, 11 to 

15, 16 to 24, 25 to 35, 36 to 50, and 51 to 65. Not only were they spread evenly across income 

brackets, but 52 percent of gamers were male, and 48 percent were female – a striking contrast to 

most preconceived gamer notions.  

 

 In 2008, a US study performed by the ESA2 verified the relatively balanced male to female 

gamer ration (60 to 40 percent in this case). It also found that 38 percent of US households own a 

“major console”, yet 65 percent of households play videogames. Handheld, mobile, and PC had not 

only the most evenly spread age and gender demographic, but also had the slight edge in terms of 

gaming popularity. In 2009, research conducted at the Emergent Media Center at Champlain 

College3 found that, worldwide, consoles were not king. Mobile devices and mobile web had 

overtaken PCs years ago. 4.6 billion people own cell phones, and 70 percent of countries worldwide 

are growing in smartphone usage. Following recent advances in smartphone and internet 

technology, most countries throughout Asia and Africa (due to financial and technological hardware 

limitations) bypassed the console and PC games boom and instead focused on high-end mobile 

development – even surpassing American mobile tech, in some cases. 

 

 On, a global scale, online games and portable games (mobile more than handheld) are 

significantly more popular, more accessible, and more gender and age balanced than console titles. 

This would make online / mobile development a preferred medium for reaching the widest 

demographic. Online mobile games would cater to casual and hardcore audiences alike, potentially 

even attracting those who have never before considered games. Tamer aims to provide a fun 

experience across all barriers. 

 

By today’s standards, Tamer fills a void in the mobile games market. With the popularity of 

pet raising games, and the popularity of Nintendo’s handheld sensation Pokemon, it is a wonder 

why a game like this has not gone mobile. With the introduction of the iOS and Android operating 

                                                             

1 Bateman, Chris Mark. "Chapter 10: The Needs of the Audience." Game Writing: Narrative Skills for 

Videogames. Boston, MA: Charles River Media, 2007. 186-91. Print. 

2 Heflinger, M. "Educational Games Research » ESA Survey: Male/Female Gamer Ratio Is 60/40; Average 

Age Is 35." Educational Games Research. Entertainment Software Association, 23 July 2008. Web. 

<http://edugamesresearch.com/blog/2008/07/23/esa-survey-malefemale-gamer-ratio-is-6040-average-

age-is-35/>. 

3 Citation Needed 
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systems, as well as the capabilities of companies such as Gameloft to create compact, yet expansive 

3D mobile titles, Tamer is a logical step in the right direction market-wise. 

 

The question is: what makes it different from games like Pokemon? While it is true that 

Tamer draws inspiration from games such as that, its overall goal is to build upon the genre as a 

whole, mixing the tried and true with the innovative and new. It offers rich, branching storylines; 

immersive environments; original characters and settings; and a unique mechanic trinity devoting 

equal polish to the arena arc, the minigame arc, and the adventure arc. Furthermore, current trends 

show that the market potential of this game (including potential revenue mill of an in-game store), 

would make this a tempting product for businesses and players alike. Overall, the game will be 

something unlike anything experienced before on mobile and handheld devices.  
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KEY FEATURES 

SINGLE PLAYER FEATURES 
 

 Create your very own mobile creature 

o Using the “crystal creation” system, one of 25 species can be created 

 

 Raise it, train it, and start your journey together 

o Creatures can eat different food types to aid with growth, train to become more 

capable in expeditions or arena competitions, work to help you accrue income, play 

to help build your bond, or rest to take time off and recuperate 

 

 Design and manage your home, ranch, and orchard 

o Customize the look of your home environment with a variety of themes and 

architecture styles, complete with additions and expansions as you progress 

through the game 

 

 Experience a unique battle system, exploration system, and minigame 

o Each system utilizes a different aspect of what a creature can do, creating an 

independent, but linked, network of mechanics 

 

 Choose your story: 

o Train your creature and win arena competitions to be the world’s best tamer 

o Become a renowned strategist by mastering the integrated card game, Meridian 

o Rise to fame by exploring dangerous ruins and discovering treasure 

 

 Collect and fuse crystals to create powerful new creatures 

o By means of fusion, the 10 base creature classes can lead to over 600 species 

permutations, adding depth and variety to the player experience from the very 

beginning 

 

 Hire one of many captivating assistants to join you on your journey 

o Assistants are a colorful and diverse cast of characters who manage things so you 

don’t have to; Your assistant will significantly affect the way your creature grows 

 
ONLINE MULTIPLAYER  FEATURES 

 
 Trade creatures and cards with friends 

o Trading creatures and cards online allows a new means of acquisition, as well as 
encourages social connections 
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 Battle against real opponents online to gain unlockables 

o No AI is as good as a human opponent; those who wish to rise to the challenge can 
enter tournaments against real online players, with results being posted for all of 
the world to see 
 

 Challenge and defeat others at the card game to climb your way up the leaderboard 

o The online component of the card game (Meridian) adds a deeper level of gameplay 

to Tamer, facilitating deeper metagaming and creating a component with so much 

diversity in strategy that it could potentially outlast the core game 
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“World Map” by Jovan Elis 

GAME WORLD 

OVERVIEW AND STYLE  
 

The colorful world of Tamer is a world of contrasting, but complementary aesthetics. It will 

use low-poly cell-shaded graphics that are both soft and stylized, to give it an interesting artistic 

flair. The outer world and most exploration zones have a light-fantasy feel to them. As opposed to 

dark fantasy, which is well known for its grittiness and pronounced horror elements, Tamer uses 

the light fantasy framework to create magically infused and intricate environments and ecosystem, 

giving off a near-utopian vibe (save for a few of the intentionally scary locations).  

Some of the towns however, particularly the capital city Nexus, have a very discernable 

steampunk influence. Copper, mechanical devices, steam power, and electricity keep these tech-

savvy towns going. While most of the smaller towns are combinations of both, the steampunk-

based Nexus stands as one of the three key environments in regards to gameplay.  
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The player’s in-game Home (the hub), like many of the smaller towns, is a combination of 

both themes. It’s made up of a house, a ranch, and an orchard – with additional components being 

added or changed as the game progresses. The home is customizable, giving the player an extra 

level of diversity and attachment within their game space. 

Furthermore, a rich, varied, instrumental soundtrack will help pull players into the world of 

Tamer, and various several creature-specific sound effects will bring the world to life. There will be 

little voice acting. 

 

KEY LOCATIONS 

  

In Tamer, there are three main components to the game world: Home, Nexus, and the 

Wilderness. These locations contain all core gameplay mechanics and will encapsulate all of the 

player’s in-game navigation. Yet these locations are not nearly as constricting as they may seem – in 

fact, their simple designs help to facilitate deeper gameplay (see Mechanics section for more info). 

 Home 

Home is a where most creature-related activities take place. Home is also the hub, where 

the player can return to unwind in a serene environment. Here, the player’s customizable house, 

orchard, and ranch are present, each with its own gameplay purposes. It initially starts off small and 

unspectacular, but as the player accrues more money and reputation, they can expand their ranch, 

add features to their home environment (like a pond or statue), and change the look, size, and 

architecture of their house. 

 Nexus 

Nexus is a large city in the center of the main continent. This steampunk metropolis is 

bustling with activity and a new random event occurs there every week. Nexus is the stage of 

important gameplay elements, such as: 

o The Crystal Arena; a complex coliseum with various arena styles where creatures 

square off in ranked competitions. 

o The Fusion Library; a large, mystical building where creatures are researched, 

created, fused, stored, etc. 

o The League of Exploration; a guild where the player and other adventures can 

accept exploration tickets and discover the secrets of the Wilderness. 

o The Arcadium; a gaming center where mini games are played (in which scores are 

posted to an online leaderboard) and where the world famous card game, Meridian, 

holds regular competitions. 

o The Market; a shopping center composed of an outdoor bizarre and indoor mall 

where the player can buy supplies for their ranch and food for their creatures. 
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 The Wilderness 

The Wilderness is a compilation of environments ripe for exploration. The Wilderness 

surrounds Nexus and expands across the world, with treasure and ancient ruins scattered 

throughout. The ancient ruins found within are diverse, magically influenced dungeons which are 

typically quest or story related. The surroundings may vary in locale, such as forests, islands, 

mountains, marshes, grasslands, tundras, and deserts.  
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NARRATIVE 

OVERVIEW 

 

Narrative is key driving component in 
the game, but it is non-linear, allowing players 
of different play styles to progress at their own 
pace. There are 3 main storylines, each 
revolving around the 3 main styles of play: 
dominating the arena, mastering the card 
game, or exploring the world. The player will 
be treated to these different, heartfelt stories 
over the course of the game.  

The plot is only moved forward after 
the player is capable enough to overcome a 
specific event in a hierarchy of storyline 
challenges (i.e. win a specific division trophy 
by fighting in the arena, explore and find a 
certain number of artifacts, etc.). In between 
plot points, the player can participate in a 
several miscellaneous tasks from raising their 
creature to playing mini-games at the 
Arcadium.  

A key aspect of Tamer is that life is precious; creatures will grow, they can become injured, 
and they will eventually die, but with the fusion-based breeding system and the hundreds of species 
combinations, the gameplay will stay fresh and keep developing. Though storylines can be 
completed, the game has no end state. Whether single-player or online, Tamer contains endless 
hours of play. 

 

THE THREE TALES 
 

 The Champion 

 The Champion path centers on climbing the ranks of the Crystal Arena. Testing the strength 

and skill of creatures in intense competitions, the Crystal Arena has various competitors from 

around the world vying to become the greatest creature tamer in the world.  Some tournaments 

earn you money, others are just for fun or experience, and others still are to progress the plot and 

build the reputation of you and your creature. Tournament progression is based on the rank of the 

player’s creature, requiring the player to start tournaments over from the beginning if the player 

“Ace” by Jovan Ellis 
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has to switch creatures before completion of the storyline (whether by the death of the creature or 

otherwise - three or four deaths by old age are expected before the end of The Champion). 

 The plot of the Champion path is deep-seated in political turmoil. Despite the bonds 

between creatures and tamers, creatures are getting seriously hurt and occasionally die in the 

arena. Creature-rights activists call it savagery, but government officials say it keeps society afloat, 

scientists see it as a positive for evolutionary development, and many tamers consider it a mutual 

gain relationship. Radicals both pro and against creature taming resort to various protests and 

violent acts to get their points across. Only the arena champion has enough political clout to stop 

the chaos, but no one knows where he is. 

 

 The Adventurer 

The Adventurer focuses on the history of the world by exploring its vast wildernesses. The 

player can utilize various creature abilities to progress through the areas, all the while gaining 

valuable treasures and relics explaining the lore. Through exploration the player also discovers new 

locations and new characters, but the Wilderness, unlike Nexus, is uncontrolled and far more 

deadly.  

The Adventurer storyline advances only when the player finds the required story-related 

location / artifact. While most story expeditions are not heavily reliant on creature stats (such as 

having enough strength to move a boulder) most side exploration is. The plot thickens when the 

player gets in the way of a thief, who throughout the rest of the game tries to find and take every 

valuable piece of treasure before the player does. 

 

 The Tactician  

Progression in the Tactician storyline is based on the player’s win / loss ratio in Meridian 

over time, as well as which key characters the player defeats. The player’s Story Mode win / loss 

ratio is separate from their Multiplayer Mode win / loss ratio, and unlike the latter, it resets every 

season (i.e., the player starts off with a clean slate when going from winter to spring). The player 

has a handful rivals in this storyline, and it focuses on the social mores of the culture, as well as the 

lives of the people who play this game, from a jaded young girl, to a corrupt businessman. This 

storyline does not focus on the player’s creatures. 

The Tactician is a story arc made up of micro arcs. The overall goal is to defeat all of the best 

players within the Arcadium to become rich and famous. However, this storyline also allows the 

player to challenge and defeat non-Arcadium-related characters – such as their Ranch Assistants – 

which lets the player to learn more about them after defeating them in a game.  
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KEY CHARACTERS 
 

The following is a short list of some of the Key Characters in Tamer. There are many more 
characters to be discovered, especially regarding assistants. 
 
Assistants: 

 Maxwell 
o Maxwell is a boy genius determined to learn as much as possible about the 

creatures. Though highly adept at rote learning, he is optimistic to a fault and 
relatively socially awkward. As a Ranch Assistant, creatures will gain a boost in 
intelligence every time they train. 

 Harmony 
o Harmony is a young, female musician trying to make it big. She has a serene 

personality and occasionally plays tunes on her guitar as she wanders the Ranch. As 
a Ranch Assistant, creatures will gain a slight boost in agility every time they train 
and a slight boost in pay every time they work. 

Neutral:  

 Faye – Librarian  
o A beautiful and knowledgeable scientist, Faye is the lead fusionist at the Fusion 

Library. She facilitates Crystal Fusion and Creation. She is also often seen with a 
small, adorable flying creature. She has no talent for Arena combat, but regularly 
plays Meridian. 

 The Master of Ceremonies 
o A witty man with an electrifying personality, the MC is the main announcer during 

Arena matches. However, little is known about the MC. 

 Ace – Game Expert 
o Ace is one of the elite Meridian players, and is known far and wide. He is very 

friendly and helpful toward the player, especially in the beginning of Tamer (albeit a 
bit ego-centric). He explains the rules of Meridian, and even shares new strategies 
from time to time. 

Rivals:  

 Rose – Exploration Rival 
o Rose is a traveler from a far-off country, searching the world for rare artifacts to add 

to her personal collection. A former archeologist, she turned to a life of theft when 
the allure of ancient artifacts became too strong. She believes in her creatures and 
trusts them with her life. 

 Leon – Arena Rival 
o The son of the governor of Nexus, Leon has risen through the political ranks to 

become a rich and influential figure himself. He thinks of creatures as nothing but 
tools and scorns those who actually develop bonds with them. Determined to 
become even more powerful, Leon competes in the Arena to one day become 
champion and gain the respect of the world.  
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MECHANICS 

OVERVIEW 
 

 Tamer is a multifaceted game with a diverse, yet cohesive set of mechanics. The core 
mechanic involves making selections and navigating the game world. Gameplay itself is separated 
into the actions the player makes at the hub, during battle, during exploration, in card games, and 
via fusions. Time is counted by weeks, and each action consumes a specific amount of time. 
Furthermore, creatures learn new skills over time, rather  

 

HUB (HOME)  MECHANICS  
 

Home is the location of most creature-related activities. The player starts here, and returns 

here after every major event. This customizable haven is made up three different locations: the 

house, the ranch, and the orchard. Over the course of the game, additional options are unlocked, 

and more of the Home can be changed and expanded. The options at this location are integral to the 

game. 

“Rose” by Jovan Ellis 
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 The Ranch* 

o Training  

 Training increases your creature’s combat and exploration stats (agility, 

intelligence, strength, endurance, health, luck). Creatures do not gain 

experience or “level up.” Rather, growth is directly affected by the points 

added to your creature’s stats, and its overall age. Depletes creature energy. 

o Work  

 Working is the secondary means of acquiring money (aside from 

tournaments). It also increases creature stats, but not to the extent of 

training. Slightly depletes creature energy. 

o Play 

 Here the player can play with and feed the creature. Feeding is not 

necessary, as creatures are fed at the beginning of each week, but the 

process restores energy quickly and aids with stat building. 

o Rest 

 Resting passes time and lets the selected creature rest for the week. 

Restores all creature energy. 

o Status 

 Checks out the details of the selected creature. 
*The number of creatures that can be kept on the ranch at once is limited to five (5). All others need to be kept in storage at the 

Fusion Library’s Ivory Tower. 

 

 The House 

o Build 

 Build allows the player to customize the House, Orchard, or Ranch. Food and 

additional components can be bought at the Market using acquired money. 

o  Hire 

 The player can hire different assistants that will aid with creature training, 

as well as automate certain tasks. Assistants are also dynamic characters 

that add to the story experience. 

 

 The Orchard 

o Sew 

 The player is able to plant seeds to grow various plants, including fruit and 

vegetables that will have different effects on creature growth.  

o Harvest 

 The player can collect their fruit and veggies. 
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Above: The main screen of battle mode (differs slightly for Exploration 
battles). The camera is always positioned behind the player’s creature. 

 

Above: Upon tapping on the player’s creature or the enemy creature, 
info appears including (if available) stats. 

BATTLE MECHANICS  
 

 Battle is the meat of Tamer. It is the most 
common mechanic in terms of story progression, 
and is integrated in a way that while it is turn-
based, it is still fast, stylized, and enjoyable rather 
than cumbersome.  The goal of battle is to deplete 
the enemy’s life before they deplete yours. 

 When a battle commences (whether 
through an arena competition or through a no 
holds barred wilderness encounter) the scene 
switches to battle mode, with the first move going 
to whichever creature has the fastest speed.  

Using the touch-screen and a 
slider, the player can select one of three 
techniques from one of the three 
technique modes: Attack, Defense, and 
Ether. Attack techniques are purely 
damage oriented, with certain bonuses 
depending on which creature type they 
hit; Defense techniques are mostly broken 
down into blocking techniques, evasion 
techniques, and counters; and Ether 

techniques have various status effects, 
such as the temporary stat raises for the 
controlling creature or being able to 
poison or paralyze an enemy. Modes 
contain three (3) techniques each, giving 
any given creatures up to nine (9) 
techniques at once. 
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Above: Upon selecting a mode, one of three techniques can be selected. 
Tapping the white arrow displays more information about the technique, 
while tapping the green arrow executes the technique. The sword in the 
upper-right corner indicates that the creature is in “Attack” mode.  

 After selecting a technique from 
one of the three mode categories, your 
creature is set in that mode for the 
duration of the turn. It will engage in an 
attack and receive, with the fastest 
creature going first. Technique damage / 
effectiveness is amplified or dampened 
depending on what mode your creature 
is in. Additionally, each base creature 
type (25 types) has its own Special 
Ability.  

Some are passive, while others 
can only be activated under certain 
conditions, such as health being below a 
certain value or if the creature used a 

certain technique style five times in a row. Any given creature will only have one Special. Examples 
include: Lockdown, which prevents the enemy from using one of their technique styles; Snare, 
which causes damage to the enemy every time the enemy attacks; and Regenerate, which heals the 
controlling creature every turn.  

 As stated before, creatures not gain experience or “level up.” Only through work and 
training are stat points regularly increased. Tamers are, however, awarded money upon victory, 
and the outcome of each battle is permanently recorded on a tally on the player’s profile.  The 
creatures themselves will occasionally learn new techniques this way. 

 There are two different types of battles: Arena battles and Wilderness battles. While most of 
the core functions of battle are the same, the two circumstances are still made to provide 
completely different experiences. 
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Unique combat factors 
Arena Wilderness 

 One opponent per match; a series of 
matches – A one-on-one battle 
determines the victor in arena matches. 
They are double-elimination tournament 
style, and after each match creature 
health is regenerated. The number of 
battles is tournament-specific.  
Battle formula = (A v.s. B) + (A v.s. C) + (A v.s. 
D) +… 

 Tournament scan – Displays only certain 
enemy information before the battle 
(name, rank, species class, battle, record, 
and stats) 

 Forfeit – Usually used if a creature risks 
mortal injury or if a fight lasts too long, 
the forfeit option ends the fight there, 
taking a loss for the forfeiter  

 Draw – Though rare, matches can end in 
a draw if both creatures are 
incapacitated  

 Consecutive opponents per match, one 
match – One to five waves of one-on-one 
battles in a match are common. The 
player also has three creatures they can 
bring with them, which can be used to 
substitute the player’s current combat 
creature at any time.  
Battle formula = (X v.s. Yn) where X = A, B, or C 
and Y = any enemy creature 

 Limited scan / full scan – Only the 
enemy’s name and rank are listed, but 
after the enemy is defeated, all other 
wilderness enemies of that type can be 
scanned to display their full statistics 
(including stat values, and attacks). 

 Flee – a chance percentage of escaping 
the battle completely 

 Items can be used to heal and strengthen 
the creature. 

 No money upon victory. 
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The player can tap and hold in any area on the screen to have their creature 
move in that direction. The player can also select which of their three creatures 
they want to currently control by tapping on that creatures picture at the top-
right of the screen. Objects are interacted with by tapping on them.   
 
Disclaimer: This is a modified photo from the unpublished game demo Voyage of 
the Wanderer. 
 

 

EXPLORATION MECHANICS 
 

 Exploration is an integral part of maximizing the player experience. Not only does it reveal 

more of the narrative, but it allows the players to find rare crystals and rewards, as well as see the 

game in a whole new way.  

Exploration can be quest-

related or for fun. When 

embarking on a quest, the player 

must choose between one (1) and 

three (3) creatures from their 

ranch to accompany them. The 

stats of a creature will directly 

affect which obstacles it can get 

past, which puzzles it can solve, 

what items it will find, etc. 

Additionally, each creature has a 

one of ten (10) special 

exploration abilities that it can 

use while exploring the isometric 

wilderness map. In the 

Wilderness, the player will 

traverse several different 

environments and encounter 

various towns, ruins, and dangers.  

In exploration, the player will explore many randomly-generated ruins, and inside can 

freely control one of their three creatures – with movement being achieved via tapping points on 

the device screen. Also in this manner the player can interact with things (pick up loot, attempt 

disarming a trap, hit a lever, etc.) and engage in skirmishes with wild, untamed creatures.  However 

battles in the Wilderness, compared to battles in the Arena, are a little easier, but offer less payoff 

(no money awarded upon victory) for a higher risk (the risk of your creatures becoming injured or 

potentially dying is heightened). 
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MERIDIAN  MECHANICS 
 

 The world renowned Meridian is a key 
component of Tamer, with a full story arc devoted to 
understanding the game and the people who play it. The 
mechanics draw inspiration from various existing card 
games and is meant to be fun and diverse each time it is 
played. Additionally, minor rules are added depending 
on who your opponent is, such as the winner 
confiscating one of the loser’s cards, or the player 
having to meet a specific deck card count. The player’s 
first fifty (50) cards are given to them when they first 
enter the Arcadium: thirty (30) elements, ten (10) 
modifiers, and ten (10) creature cards.  

 General Rules 

Each player draws seven (7) cards initially, and 
must draw one card every turn. Players can play one 
card per turn, but each has an element card cost. 
Through managing your elements and modifiers to 
bolster the power of your creature cards, the goal of 
Meridian is to break through enemy defenses and defeat 
the enemy’s deck leader. 

 Regional Rules 

Many opponents bring to the table variations in play styles that add an extra element of 
uniqueness to the matches, since though their decks may change over the course of the narrative, 
their regional rule will not. Regional Rules are always established before the start of the match, and 
are always established by the opponent. Regional Rules include: Economy, where each turn the 
players select one card in their hand to swap for their opponent's card; Speed, where creature 
element costs are halved; Decoded, where both players’ hands are revealed; Just Desserts, where 
the loser forfeits a random creature card from their deck to the winner (depending on the level of 
the loser's Deck Leader, they can protect between one (1) to five (5) of their cards from being up for 
grabs); and many more. Note: any cards lost to opponents will be in that opponent's possession, 
and possibly their deck, making it possible to win those cards back.  

 Decks 

Players select their decks before battle. Decks are made up of at least 50 cards, with three 
card types: creatures, elements, and modifiers. If a player’s deck runs out of cards, they lose the 
match. The player can customize and save up to eight (8) different deck combinations for easy 
access to different strategies. 

  

“Meridian Card” by Jovan Ellis 
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 Deck Leaders 

Deck Leaders are specialized creature cards.  
They each have their own card-specific effect, as well 
as a few Deck Leader style abilities. Deck Leaders 
have three styles: Conductor, Luminary, or Harbinger. 
Luminary Style DLs focus on protecting their side of 
the field, Harbinger style DLs focus on harming the 
opponent’s side of the field, and Conductor style DLs 
are a combination of both, with an emphasis on 
manipulating card effects. Leaders and their styles 
are determined prior to the game, and, following the 
end of a game, the player gains experience points 
toward the Deck Leader style they used to achieve 
their victory. For instance, the more often a player 
uses a Luminary Deck Leader, the higher their overall 
Luminary rating will be, which will give any future 
Luminary DL access to new Luminary abilities.  

Aside from their effects and abilities, Deck 
Leaders have a fix amount of life (1000) and can 
move one space to the left or right per turn. 
Movement is effective for planning strategies, as well 
as avoiding attacks – as an empty row in front of a 
Deck Leader leaves them vulnerable for a direct hit. 
An ability or movement consumes the DL’s action for 
that turn. Any creature card can be a Deck Leader. 

 Creature Cards 

Creature cards each have an attack value, a health value, and, sometimes, an effect. There 
are three different types of creatures: Melee creatures, which can attack as far down the enemy 
column as possible, but only from the controlling player’s own front row; ranged creatures, which 
can attack a certain number of spaces, but from anywhere on the controlling player’s field; and 
supplementary creatures, which generally cannot attack at all, but usually have powerful effects 
such as defensive enhancements or healing capabilities. 

 Modifier Cards 

Modifiers are cards that have various direct effects on creature cards, Deck Leaders, the 
field, or even other modifiers. They are categorized as spell modifiers, tech modifiers, and field 
modifiers. Spell modifiers are consumed immediately and destroyed immediately, tech modifiers 
are attached to creature cards, and field modifiers are continuous, but limited to one per player 
field. Modifiers require no element cost to play. 

 Element Cards 
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There are four different element cards: Air, Earth, Fire, and Water.  Creature cards have 
innate elements and can only be played by “draining” enough of the corresponding elements 
required. I.E. the Edgefox card can only be played by draining 1 fire element and 1 earth element. 1 
element card can be added to your element pool per turn. Drained elements are replenished at the 
end of every turn. 

 Rows and Columns 

Rows and columns are an important part of the Meridian gameplay. A card needs to be in 
the central column to protect the Deck Leader from a direct attack. Also, depending on where a 
creature card is placed on will determine its overall effectiveness in the game. For instance, certain 
creature card effects only work if they are in proximity of creature cards of the same element, and if 
a melee creature is on the back row, it will be unable to attack at all. 

 Combat Phases 

There are three combat phases: Initiation, Action, and Resolution. During the Initiation 
phase, cards are drawn and played, and all previous card effects that lasted until your next turn will 
end now. During the Action phase, creature cards can attack and modifiers can be activated. Any 
defeated or consumed cards are also removed from the field during this phase. And during the 
Resolution phase, additional modifiers can be played, but not creature cards. 

 

FUSION MECHANICS  
 

 Fusion is handled at Nexus’ Fusion Library. Fusion is a core part of Tamer, as it handles all 
creature creation and non-Ranch-related creature management. This location is broken up as the 
Compendium, the Kennel, and the Genesis.  

 The Compendium 

The Compendium is a continuously updating catalogue of creature classes, including the 
details of every creature type the player has seen, and a list of every encountered technique and 
special ability. 

 

 The Ivory Tower  

The Ivory Tower is a spiritual storage area that holds your creatures for the player, freezing 
them in time.  

 

 The Genesis 

The Genesis is where creatures are spawned from crystals or fused. In Tamer, The player is 

given five free creature crystals at the beginning of a new game, and every 24 hours, (if the player 

logs in) the player is given one free creature crystal. Others can be given as card tournament / 
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arena awards, found during exploration, or bought at shops (for real world cash). Spawning and 

fusing creatures awards the player a card of that creature for use in Meridian. 

o Crystal Creation 

 

Creatures initially come in the forms of spirit crystals. Creature crystals designate 

the base class of the creature (Earth-bio, Aqua-bio, Insect, Plant, Drake, Construct, 

Elemental, Phantom, or Voidwalker), but do not designate their subclasses – which are 

completely random. For example, when spawning a Plant crystal creature, the creature 

could be either a Treant, which is a slow and sturdy tree-based Plant creature; A Trapper, 

which is an aggressive Venus flytrap-style Plant creature; or a Flora, which is a frail but 

swift flower-based Plant creature. 

     Not only is each subclass different in both appearance and stats, but they each learn 

different sets of battle techniques, they each have some stats that develop faster for them 

than others when training, and they each have a Special technique that is specific to only 

them. 

 

o Crystal Fusion 

 

During the crystal fusion process, two or more creatures can be combined to create 

a new, more powerful creature. The creature’s stats and techniques are calculated semi-

randomly, within the parameters of the subclasses of its parents (that is, if its parents are a 

Fox, which is a speedy Earth-bio creature, and a Centipede, which is an evasive Insect 

creature with various poison abilities, the fused creature – which will look have the physical 

model of one of its parents, but the color scheme and some of the features of the other – will 

be a naturally fast and have an affinity for Ether techniques). The new creature also begins 

with a fraction of its parents stats added to its own. Only creatures already stored at the 

Ivory Tower can be used in fusion. 

     After the fusion, the player can randomly redistribute stats and skills to some degree by 

shaking their device at the designated time. They can redistribute stats and techniques up to 

three times. 

 

o Creature Classes 

9 base classes, 25 subclasses (625 permutations, over 1200 different appearances). 

The odds of acquiring crystals are listed next to the classes as Common, Rare, or Very Rare. 
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*Anything fused with a will o’ wisp will create a will o’ wisp. Will o’ Wisps are amorphous forms; they do not have a fixed shape. 

Their color depends on the base class of the creature fused with it. 

**Anything fused with a spirit will create a spirit creature, which is a transparent, ghostly version of the creature’s second subclass. 

 
  

Earth-

Bio 

Aqua-Bio Insect Plant Drake Construct Elemental* Phantom** Void-

Walker 

Tigerwolf Tortoise Mant Treant Serpent Clockwork 

Golem 

Will o’ 

Wisp 

Spirit Lumen 

Momo Crustacean Wasp Trapper Wyvern Stone 

Titan 

  Deimos 

Hawk Urchin Spider Flora      

Stallion Bladefin Centipede       

Fox         

Bear         
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BASIC NAVIGATION FLOWCHART 
 

  Start 

Story Mode Multiplayer Options 

Trade  Meridian Arena 

Nexus Home Explore 

Ranch House Orchard Arena Library Arcadium 

Market League 

Wilderness 
Map 

Game 
Settings 
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TECHNOLOGY 

OVERVIEW 
 

 Tamer is a hefty game. The overall amount of the content will require stable processing 
power and a device that can handle the demands of the game. Fortunately, not only are iOS and 
Android gaining increasingly more powerful processors and firmware, but knowledge in terms of 
mobile development and mobile game optimization has increased radically. We have moved far 
beyond the days of Snake and Bejeweled. Technology may change upon development, but standard 
technological considerations have been made based on the state of the industry today. 

 

ENGINE AND HARDWARE 
 

Unity3D is the prime candidate amongst 3D engines for its adaptability and compatibility 
with mid to lower end devices. Unity also helps facilitate the graphical style, which includes several 
distilled quality 3D models used in conjunction with 2D sprites and pre-rendered backgrounds. It is 
relatively new to have large-scale 3D games on mobile devices, but cinematic games like Epic 
Games’ Infinity Blade and SquareEnix’s Chaos Rings have proven that, with the right utilization of 
3D, it can be done. Those games stand as inspiration for how to properly adapt real-time 3D to the 
mobile world. 

 

SOFTWARE AND NETWORK 
 

Testing on other projects has demonstrated that C sharp – compared to, say, ActionScript 
3.0 – is simpler to optimize cross-platform. It is the programming language of choice for 
preproducing the concept, but other languages may prove to work better during actual 
development. Multiplayer connections, such as leaderboards and online versus / co-op matches, 
will either be stored on a cloud-based server, or established through P2P (person to person) 
connected depending on the changes of the market.  
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MAIN MENU 

OPTIONS 
 

 At any time the player can access the Options menu, which will allow them to change the 
game’s language, adjust the sound volume, toggle the notification settings, lock the screen 
orientation, reset their data, or disable in-app purchases. Certain game options (such as 
notifications) can also be toggled outside of the game. 
 

 
SAVING / LOADING  

 

 Tamer, as with many mobile games doesn’t use the normal conventions of saving and 
loading games. When players start, they create a profile name, and anything that happens during 
the game is automatically saved to that profile.  Upon closing and re-opening the game, the player 
just needs to select their profile (in most cases they will still be logged in) and can continue from 
where they left off. For iOS devices, save data is copied over and backed up when the device is 
synced to a computer. 
 

HELP AND TUTORIAL  SYSTEM  
 

The player will be able to access their Journal in the menu (right above Options) at any 
given time. This Journal will contain the details and rules of all aspects of gameplay. The Journal is 
also a guide that explains the locations the player has visited, and the stores a biography of 
characters the player has met. Tutorials, however, work differently. These are either cinematic or 
interactive gameplay moments that can only be accessed from specific areas (i.e. the Meridian 
tutorial is at the Arcadium, the battle tutorial is at the Arena, etc.).   
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MULTIPLAYER 

OVERVIEW 
 

 Multiplayer is a significant component of Tamer, allowing it to transcend its experience 
from something constrained, to something virtually endless. Multiplayer brings an element of social 
interaction that is important for keeping players engaged. If connected through a cloud server, the 
overall file size and device requirements of Tamer will be lessened significantly, but significant 
post-development management will be required to keep the system up and running. If connected 
via P2P, players will have the option of play with and against each online (WiFi) or offline 
(Bluetooth), but the functionality of multiplayer will depend heavily on all players’ systems as well 
as the stability of their respective connections. 
 

MULTIPLAYER ARENA 
 

 The gameplay of multiplayer arena is similar to that of single-player arena, except for the 
difference in opponent skill. Human opponents can take matches in brand new directions by 
employing unique strategies. The players connect via Bluetooth (if in close proximity) or WiFi. If 
they connect via WiFi, then, from the game lobby they, enter tournaments of varying styles (i.e. 
Single-Elimination, Double-Elimination, League style, and more). Matches are arranged based on 
the single-player rank, win/loss ratio, and cumulative skill points of the creature entered to provide 
fair matchups. Results are displayed on your player profile. 

 
MULTIPLAYER MERIDIAN 

 

 Meridian sports a strong multiplayer component.  Players hold matches (via WiFi or 

Bluetooth) to determine who is the best strategist. When online, the player is taken to a game lobby. 

Deck Leader ranks are compared to create fairly even matchups.  Decks saved in single player mode 

are accessible and customizable here. When a challenge is accepted (before the match starts) 

players have 30 seconds to select which deck they will use. They may also toggle on the “Regional 

Rules” option to add a play style variation. The rule is selected at random unless both players agree 

to a player’s proposed rule. At the end of the match, your record is permanently recorded on your 

profile. 

 
TRADE 

 
 Trade allows players to trade cards or common / rare crystals. This procedure is, in many 
cases, vital to creating a desired creature or even for completing the library’s creature compendium. 
 

 


