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GAME 1702 – Game Design II 

Paper Prototype #3 

 

OVERVIEW 

In groups of 3-4 students will design playable paper prototypes of games to be tested and evaluated by their 

peers.  

A rough prototype should be ready to be played and evaluated next week by your fellow students.  They will be 

ranked on a scale of 1-10 for formal, dramatic, and dynamic elements. 

 

IMPORTANT: 
 

These playable prototypes should be considered physical prototypes for a video game.  This is not an exercise in 

building board games, it is an exercise in using board game technique to test your designs for a viable video 

game. 

 

What this means:  

-Do not use a checkerboard or a grid simply because this is how board games are meant to be played, instead try 

using a map and say the players can only move one inch every turn. 

-Start with the storyline first, not the rules and see what rules you can design around it. 

-Use any and all materials to make your player pieces represent what they are supposed to represent, use 

drawings, use clay, use puff balls, q-tips, pipe cleaners. 

-The message of the game comes first, the physicality follows. 

 

TOPIC #3 – Flow, Elegance & Emergence, or Natural Mapping 

Redesign and refine one of your earlier game concepts or come up with a new game concept that perfectly 

encapsulates one of the following ideas from class: 

Flow – The game evaluates the player’s skill level and matches the challenge of the game to that player’s skill so 

they are neither anxious from a challenge that’s too difficult, nor bored from a challenge that’s too easy. 

Elegance & Emergence – The rules of the game are very simple and easy to understand, yet these simple rules 

combine together to make an explosion of emergent gameplay possibilities. 

Natural Mapping – Every aspect of the game works as it would in reality in a way that maps to how we as 

humans naturally interact with the world.  There is no clunky interface to show you how many bullets you have 

in the gun, there are no gameplay tropes like neverending resurrection from death without explanation, if you 

are shot in the leg you limp. 
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DELIVERABLES 

A) Design Doc 

Each group must deliver a 2-3 page (typed, double-space) design doc outlining the rules of your game.  This 

should include: 

i. Game Title, Team Name, Team members 

ii. Overview 

a. Number of Players 

b. Target Audience 

c. Contents of the Game (board, game pieces, etc) 

iii. Core Mechanic (1-3 sentences) 

iv. Game Storyline (3-4 sentences) 

v. Objective 

a. What are players trying to achieve in the game? 

vi. Starting Condition 

a. Game piece descriptions 

b. Initial setup of the board 

vii. Rules of Play 

a. How can players move?  What can players do? 

b. What are the tweakable variables of your gameplay?  What numbers can you adjust if gameplay 

is not balanced, too easy or too hard? 

viii. Special Cases 

a. What are the states of the game that can’t be neatly spelled out in the rules?  What are the 

aspects of your game that your playtesters always ask questions about? 

ix. Win/Lose Conditions 

a. How does a player win the game?  Are there scenarios in which a player loses the game by 

default? 

 

[For sample implementations refer to the board game rules linked to at: http://www.boardgamerules.org/] 

 

B) Game Board and Pieces 

Along with your design doc, teams should include all boards and pieces necessary to design the game. 

 

C) User Testing Analysis 

Each group must also turn in a 1 page user testing analysis.  Games should have several players (not group 

members) play their game, and provide feedback on what worked and what did not.  The user-testing analysis 

should document: 

1) An organized layout of related problems that players experienced… 

2) …and potential design solutions that would help solve each of these problems. 

 


