Design a Board Game

This booklet will help you to design your own board game.
There are four stages involved.

Looking at examples Developing your own ideas
pages 2-14 pages 15-23

Stage 3 Stage 4
Making your game Testing and evaluating
pages 24-28 pages 29-31




" ‘Stage 1 Lookmg Eat‘exam:ples |

e

To begin with, you will play some games that were invented by other
people, to see what you can learn from them.

Later on, you will invent your own game.

Will you be able to make better games than these?

The games are called:
page
® The Great Horse Race 1 to 12 players 4
® Bugs 2 players 6
® Goal 2 players 8
m Treasure Island 2,3 or4 players 10
® Honeycomb 2 players 12

You will also be asked to think about other games you have played.
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STAGE 1

THE CREAT HORSE RALCE

A game for 1 to 12 players.

What you need

The board, two dice and twelve counters to represent the horses




STAGE 1

Aim of the game

Twelve horses enter a race. The first one to pass the finishing line
wins.

Rules
How tostart I R SR Foia
'- Put the horses on the:r startmg squares abe Iedl .te n :

t 3 Each player chooses a. d;fferent horse. . ETR ;
* {ifthere are onlya few’ players, then each piayer can choose two
5} or three horses) The remammg horses are stiit in the race but
no~one owns them : - -

;, How to play

l Throw the two dlce, and add:the scores
eg [ ";;giv‘esftﬁenumberia)

I The horse w&th that number moves one square forward

® Play this game a few times.

®m Each time you play, write down, on the back of your ‘Comments’
sheet, which horse comes 1st, 2nd, 3rd, and so on.




STAGE 1

A game for 2 players.

What you need
A boar i
d, a dice and two counters to act as bugs

CATHERINE
CATERPILLAR

0

P

Bug finds edible bit—have an extra turn
nds mouldy bit~ miss a turn

Bug fil

E
M iy




STAGE 1

What it's about Aim of the game

The apple has two tunnels leading To reach the core first.
to the core in the middle.

Each bug follows one tunnel.

Rules .
How fo start ; BRI

= Put the bugs on the two bug plc‘tures

How to play N
m Take it in tumns to throw the d:ce

® Move your bug along your tunnel the number of spaces shown
by the dice. .

® |[fyoulandonan M (mou!dy) space — miss a go.

= {f you land on an E (eg:l;ble) space - have an extra go.

® Play this game a few times.

m Each time you play, write down, on the back of your
‘Comments’ sheet, whether Winston or Catherine wins.




STAGE 1

G

OAL

A game for 2 players.

What you need

The board, a counter for the ball, a pack of playing cards.




STAGE 1

What it’s about Aim of the game

This game is rather like hockey or To score more goals than your
football. opponent before time runs out.
Rules """"
How to start

m Place the ball in the centre ctrcie

‘® Give one player a red Ace, 2, 3 4 5 6,7,8, Qand 10 A
Give the other player a black Ace, 2, 3, 4, 5, 6, 7 8 9 and 10‘
- (The rest of the cards are not used ) ' :

How to move the ball -

m Look at your cards. R S

® Now each choose a card and put it face down on the table.

l Both of you turn your cards over at the same time '

& |f you have the hlgher value, mave the ball one step towards‘
your opponent’s goai ' :

m Now each choose another card and put it face down on the
table. Compare them as before :

'Scormg goals

® You score when the ball reaches your oppor;ent’s goal Then
you replace the ball in the centre circle.

m Time runs out when both players have used up their ten cards
The person who has scored the most goals is the wmner

m Play the game a few times.

® Each time you play, write down, on the back of your
‘Comments’ sheet, whether the red or black team wins.




STAGE 1

TREASURE ISLADND

A game for 2, 3 or 4 players.

What you need
The board, a dice, four boats, twelve treasure rings, pack of ‘Fight’

”‘éés CAVAS
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STAGE 1

What it’s about

The board shows the sea with four
ports and a Treasure Island.

You have to sail to the Island

Aim of the game

To collect three treasure rings
from Treasure Island and land them
at your port.

Harbour and collect treasure.
You can attack other ships as well.

‘Rules
How to start

n Start with your boats in your ports and the treasure on the
island.

u Shufﬂe the ‘Fight’ pack and put the cards face down

n Each player takes a card, but keeps the number on the card
secret

How to make a move
s Throw ihe dice in turns.

You can move your boat any number of tnangles ‘up to the
number on the dice.

® You collect treasure when you arrive at the HARBOUR on the
island, but your boat can only carry one treasure ring at a time.

® If you land on a triangle next to a boat carrying treasure, you
fight. You both show your ‘Fight’ card. The player with the
highest score takes the treasure, the loser gets a free move of
two triangles. Then put your cards to the botiom of the pack
and take new ones. ~

® Play the game a few times.

® Each time you play, write down, on the back of your
‘Comments’ sheet, the name of the winning Pirate.
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STAGE 1

HONEYLIE

A game for 2 players.

What you need

The board, and a set of counters in two colours, one for the ‘Worker’
bees and one for the ‘Drones’. 13 of each colour will be needed.

12



STAGE 1

What it's about

Two kinds of bee are trying to
control a hive — the ‘Workers’ and
the ‘Drones’.

Aim of the game

The ‘Drones’ must try to make a
connected path from the top to the
bottom of the board. The ‘Workers’
must try to make a path from side
to side.

Rules

m Take tuns to puta counter on _ any_éﬁipty hexagcn (You need
-not put your first counter at the edge; you need not put your
counter next to the onebefore) . S

™ The examples show two winning paths. -

Drones win in this example
Example A

L ORHERS
]

Workers win in this example
Example B

m Play the game a few times.

m Each time you play, write down, on the back of your
‘Comments’ sheet, whether the ‘Workers’ or ‘Drones’ win.

13



STAGE 1

Looking at other games

Ask your teacher for a copy of this sheet, and fill it in yourself.
It will help you to think of other board games you have played.

14



Stage 2 Developing your own ideas

K V
NS

It’s easy to spot mistakes in other people’s games, but it’s quite hard to
avoid making them yourself.

In this section your group will invent a new, original game.

This will involve . . .
m Brainstorming,
® Reaching agreement,
u DraWing up a rough plan,
m Testing and improving your plan,
m Getting everything ready.

15



STAGE 2

Brainstorming

You will each need a copy of the ‘Brainstorming’ sheet.
On your own, make lists and draw diagrams to show

®m what your game could be about,

m what the board could look like,

® what the aim of the game could be,

m any special features your game could have.

: et
Bra‘n'\stoﬂ“‘“g she
Filedinby o be?
what could the many hings-

Your game °°“‘d
23
N\ escw“ Atip mund the W°”d Amm“
A shopplng spree
WsiC

a5 of your own -

If you run out of room on your ‘Brainstorming’ sheet, or if you need
any special kinds of paper, then ask your teacher.

16
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STAGE 2

Drawing up a rough plan

When your group has agreed on your game, each person should fill in
the top half of a ‘Rough plan’ sheet.

Do not worry about writing the rules yet.

Rough plan

hers, Eisher, Doad Srith
e Bes F"‘j"/ N“'°j Catherme Swan

Our game is called . - - £veres 4

What you need in order to play. .-
Who it's for . . -

four Pl«:jus aJc.d

.
IO UPW‘IJS

SPW

Aims of the game . ..

To be mff.sm
reach the "bf~

Wwhat it's about . . .
Yeu have to clwb the
own Fan averd wg
accdents .

Rules

Howtostart. .-

How to make & move. ..




STAGE 2

Now each person should draw a rough design for the board
on a separate sheet of paper.

Use pencil, so that you can
easily make changes.

fFokR EVEREST

W .

Draw any other bits you will need, as well.

19



STAGE 2

Write down some rules for your game on a
spare piece of paper.

Now try playing the game in your group. 'r jg:'t write

As you play, you will probably think of

E new rules,

® changes to the board, Well, you say
. . them out loud

m ideas for new pieces. and I'll write

down what you say.
Make a note of all these new ideas.

Why don’t we give
each player three
counters.

This game is boring.
How can we make it
more exciting?

Yes, then each player
has to get their

team up the mountain
first.

I’ll write
that down.

| know, suppose
ateamis
‘roped’ together,
so the counters
must stay close.

J

Shall we change
&, | theboard as well?

~— Vel

Other people have got to be able to play your game by just reading
your rules.

Each person should try to write out a good copy of them on the
bottom of their ‘Rough plan’ sheet.

20



STAGE 2

Testing and improving your plan

When you think your game might work,

either try it out in your group, using your rules to tell you how
to play it.

or give your game to another group and watch them play it.

2\

What do | do
now?

The rules don’t
tell me.

Then change it and try again.

Think carefully as the game is played. ! ——)
Is there anything wrong with
=B the rules

n .
= the board : m Then turn over.
m the other pieces |

21




STAGE 2

Getting everything ready

Before you begin to make your game, you will need to collect things
like

scissors, glue, counters, card, special paper,

an envelope to put bitsin . . .

Make a list of the things you will need.

Make sure that everyone knows what they must bring,
especially your teacher!

—

The following page
may help.




STAGE 2

~

Set square

Rubber

Isometric

Protractor

Compass

23



Stage3 Makingyourgame

e

In this stage, your group will be involved in

m Making the board,
m Collecting and making any extra bits,
® Writing the final version of the rules.

24



STAGE 3

Making the board
You now have to make a large, neat, final version of your board.

Before you start, discuss these three questions:

What shape will your board be?

keep the game
in an old shirt box.

It could fold
in half.

Shall we put the rules
on the board?

But suppose we

Let’s draw the board
mess it up?

in felt-tipped pen.

Could we draw parts of
the board onto bits of
coloured paper and paste
them on?

There are some more ideas over the page . . .



STAGE 3

Here are some ideas which may help you make your board.

If your board contains a lot of shapes all the same, try making a
template from tracing paper . . .

1. Draw the shape 2. Place the tracing paper on the
accurately on cardboard base.
tracing paper.

O

3. Prick through with a pin. 4. Lift off the tracing paper and
draw between pin pricks.

5. Re-position the tracing paper
on the base and repeat . . .

... until the design is complete.

26



STAGE 3

You could also try making a mosaic board.

1. Draw parts of your 2. Cut these pieces out and paste
board on pieces of them into place.
coloured paper, using a
template.

%
<U@

If your board has some kind of symmetry . . .

1. Draw part of your board and 3. Prick through the tracing
trace it. paper with a pin, and
finish the board.
; 2.
: Turn your :

LIT 1} tracing paper LTTTITTTT
niunl over O MmO
T [:> I I
3 OR :

2. I
: Turn your S
: tracing paper il
TTT1TH round. EENENENE
|| o T
0 iy
1 i
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STAGE 3

Collecting and making any extra bits

Do you need

spinners?

counters?

dice?

special cards?

other bits and pieces?
something to put bits in?

You may need to buy things like dice,
but why not make your own counters
or spinnersor. ..

Writing the final version of the rules

Play the game just once more, to give your rules a final check.
Make sure they are clear and complete.

( What happens now? k
It’s simple, all you have e 2
todois... = Y

Well, why don't the rules
say so?

Now write out a neat version of your rules.

You may be able to use a typewriter or word processor.

All finished! Now it is time to go public!

28



When several games are finished, swap your game with one from
another group.

You will then
m test their game to see how well it works,

® see what the other group thinks of your game.

29



STAGE 4

Evaluating your own game

When other groups have played your game,

B read through their ‘Comments’ sheets.
® compare their comments against your game.

® make any changes you can which will improve your game
(including rule changes).

Then, each person should fill in the ‘Evaluating your own game’
sheet.

STage 4
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STAGE 1 AND STAGE 4

Comments

Name of the game

Filled in by

While you are playing, write down some good and bad features of it.

Good points Bad points

Play the game a few times.

Make a note of the result on the back of this sheet.

About how long did each game take? minutes

After you have played, say how you could improve the game.

DESIGN ABOARD GAME
© Shell Centre for Mathematical Education/Joint Metriculation Board 1987
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STAGE 1

Looking at other game§

Filledin by

Think of a board game that you like.
What is it called?
Why do you like it?

Is there anything you would change?

Think of a board game you don’t like.
What is it called?
Why don't you like it?

What could you do to improve it?

DESIGN ABOARD GAME
© Shell Centre for Mathematical Education/Joint Matriculation Board 1987.
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STAGE 1 ASSESSMENT TASK 1

Throw 1 °

Throw 4 ®e

1. On a copy of this grid, mark
the positions of the horses
after the six throws.

Explain your answer.

Explain your answer.

Explain your answetr.

The Great Horse Race

The ‘Great Horse Race’ is being played.

Turn to pages 4 and 5 of your Student’s Booklet.

The scores on the first six throws of the dice are shown below:

Throw 2

[ -]

Throw 5

WK TR KKK FINISH % Yo%k ok Heofok K

Throw 3

Throw 6

2. Suppose you want to win the game.

(@) Which horse would you not choose?

(b) Which horse would you choose?

(c) Do you think the game is fair?

77

/4

DESIGN ABOARD GAME

© Shell Centre for Mathematical Education/Joint Matriculation Board 1987
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STAGE 1 ASSESSMENT TASK 1

Blank grids for ‘The Great Horse Race’

Yo Yo 0 Yok K o Yo FINISH Y vt Yo ¥ v Yoo e ﬁ*ﬁﬁﬁ%*ﬁﬁf]ﬂlfﬁﬁ*ﬁﬁ%ﬁ*ﬁﬁ_

70|17\ 72

7 2 32 4|5 6|7 8 9 |\7077 72 7 2 3 <& |5 6|7 8|9
START START

W KK KN S FINISH Ve Yo e ek ek Kk W Y% K Y Ve e FAMISH K Y %o I e

7 2\ 3 4|5 6|7 |\8,9|7077 77 7237.‘4’”.11'6789707172

- - START o START

Tote v Yttt e FINISH vx % Ko f tr Yo Yot

——T1

Y Y Y % % Y0 0 Wt FANISH Ve Y v f Yo e ok

DESIGN ABOARD GAME
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STAGE 1 ASSESSMENT TASK 2

~

Snakes and Ladders

Read the following description of a game, and answer the questions which follow.

This is a game for 2 players.
You will need a coin and two counters.

Rules

® Take it in turns to toss the coin. FINISH
If it is heads, move your counter 2 places
forward.

If it is tails, move your counter
1 place forward.

14

® |If you reach the foot of aladder, you mustgo
up it.
If you reach the head of a snake, you must
go down it.

® The winner is the first player to reach
‘FINISH".

1. Suppose you start by tossing a head, then a tail, then a head.
Where is your counter now?

2. List and describe all the faults you notice with the board.
3. Using 3 snakes and 3 ladders, design a good game on a copy of this blank board.

i 1 r
! 1
FINISH| 14 | 18 | 12
| | !
i T R
! 1 {
8 ! 9 | 10 1 M
______ | | |
' I |
: | !
7 6 15 : 4
l } L
| | ‘[
START! 1 | 2 | 3
| ' !
l ! l

DESIGN ABOARD GAME
© Shell Centre for Mathematical Education/Joint Matriculation Board 1987
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STAGE 1 ASSESSMENT TASK 2

Blank boards for ‘Snakes and Ladders’

I I
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STAGE 2 AND STAGE 3

Rough plan

Names

Our game is called . . .

Who it’s for. ..

What you need in order to play . . .

What it’s about . . .

Aims of the game . . .

Rules

How to start. ..

How to make a move . ..

Other rules . . .

DESIGN ABOARD GAME
© Shell Centre for Mathematical Education/Joint Matriculation Board 1987
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STAGE 2 ASSESSMENT TASK 3

Deep Sea Diving

One group have been discussing their plans for a board game.

Here are some of the things they have decided:

Our game will be about The game will be
deep sea divers looking for 3 players.

for treasure in a sunken

shipwreck. \

The winner will be the first
to bring the treasure to
the surface.

You need to throw a dice
to move around the board.

There are sharks and other dangers
which make the task more difficult.

J

Your task is to design a board for this game.
Try to make your design interesting and fair.

(You do not need to draw it accurately.)

DESIGN ABOARD GAME
© Shell Centre for Mathematical Education/Joint Matriculation Board 1987
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STAGE 2 ASSESSMENT TASK 4

Treasure

VRS
4 TN

"////ﬂr/////l//r//mr/!/«/!/’////'i'f////

19

54

44

' :TREASURE)-—

S/

42

52
% 43

28

The board drawn below was designed by a group of students, but they haven’t written any rules.

DESIGN ABOARD GAME

© Shell Centre for Mathematica) Education/Joint Matriculation Board 1987
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STAGE 2 ASSESSMENT TASK 4 (CONTINUED)

game.

Answer sheet for ‘Treasure’

Fill in the ‘Rough Plan’ sheet shown below, so that a young child could understand how to play this

Rough plan

Names

Our game is called . . .

Who it’s for. ..

What you need in order to play . . .

What it's about . . .

Aims of the game . . .

Rules
How to start. ..

How to make a move. . .

Other rules . . . Make sure you explain what happens if you land on a gun or a ship.

DESIGN ABOARD GAME
© Shell Centre for Mathematical Education/Joint Matriculation Board 1987
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STAGE 3 ASSESSMENT TASK 2

Chasing Packs

Here is part of a rough plan for a game called ‘Chasing Packs’.

Our game is calleq .

What yoy need in orge, to play
. . cel
, Peck v
o e Prekof playuyy
4 co oukl's ﬁr eacl,

We wit dymv the board
i a lcwae Squane S heek
of card board

What it's abouyt

-
o:: P2yers chase eacy,
" mund the boowd

M13
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STAGE 3 ASSESSMENT TASK 2 (CONTINUED)

Chasing Packs

Two students are about to make this game.
1. How many counters will be needed altogether?

2. They are going to make a full-size version of the board. Work out how big the large cardboard
base should be, (use the measurements on the rough plan).

The students have found this scrap of black paper

This is
drawn
full size

3. They could cut out the black squares on the board from it and then paste them on.
How many 2 cm by 2 cm squares can be cut from this piece?
(Find the largest number you can make).

DESIGN ABOARD GAME M14
© Shell Centre for Mathematical Education/Joint Matriculation Board 1987



STAGE 3 ASSESSMENT TASK 3

Chuck-a-Luck

A group of students have designed a board for a game called ‘Chuck-a-Luck’.
Draw the board full size, as accurately as you can.
Make sure you follow the instructions in the bubbles.

This circle should have
a radius of 8 cm.

These squares
should all be
4cmby4cm.

DESIGN ABOARD GAME M15
© Shell Centre for Mathematical Education/Joint Matriculation Board 1987



STAGE 4

Evaluating your own game

Name of the game

Filled inby

Read through the Comments sheets.

1. What did other people say about your game?

Tick the points you agree with.

2. These are the good points of the game:

3. These are weak points of the game:

Turn over

DESIGN ABOARD GAME
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STAGE 4

Evaluating your own game (continued)

4. 1 could improve it by changing the rules like this . . ..

5. | could improve it by changing the board like this . . . .

6. Nexttime | design a board game, | will . . ..

7. If a friend asked my advice about designing a board game, I'd say . . .

8. Space for further points
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Isometric dotty paper
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Squared dotty paper
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Squared lined paper
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