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Distributed Rules




Save Working
Memory for strategy




Every X turns beekeeper comes by and Baires oyl averyes el i

collects any honey available; this gives © Beekeepers
collect honey
VPs
Once a player finds a flower, they can harvest one
unit of honey, if they come back to the dance then Waggle dance indicates where
it allows them to harvest more but at the cost of nectar sources are located
time
Shake dance indicated more bees are
needed to gather nectar fromarich
source W

Tremble dance indicates when more
bees are needed to process nectar into
honey

Possible Action

Design Prep

# Hives

2 BEEEEEEES!

Nectar

Used to store honey

Need to expand hive in order to
store more honey

atorlng honey \FOS3IDIC
Action)

Players have to balance this with gathering
honey to reach optimal honey
gathering/storage

Land on flowers to get
nectar

Possible Action Place

Give different resources

Different types of

ﬂOWerS Bees move faster

Give different powers
Gather +1 nectar

Flowers could change each
round

1. Write down all the information the player needs to

know

e Procedures

* Rules

* Resources



2. Write down all the places that information could go
* Board
D ® P * Player board
e s l g “ r e p * Cards
» Tokens

e More?
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Boards



Presenter
Presentation Notes
https://mykindofmeeple.com/what-are-board-game-boards-made-of/
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Size

Space use

Hidden information




T bagin, shuflle the deck and

Cards should hold | G
information ——

Draw 1 Play 1

* Value EFER |

* Use

* Weaknesses
 Compatibility Parrot

e efc

RESTING PARROT &

Picture

p. Confused, or Parahzed

Fire Spin Discard 2 Energy cards

attached to Charizard in order to use
his attack
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Evolution Details

Paketaon Type
Pokemon's Mame

Pokemon's Hit Pomts

Eareity Symbol
& Card Number

Attack Damage

Pokemon Power

Attack Details

Enerey Card Useaze
Pokemon Weakness
Resistance and retreat cost
Information

Pakedes Information




Banity

SEtamina

Fixed PFosssesaions:

Random Poaseasioris:

Foous:
EPEED

ENEAK

FIGHT

WILL

LORE
LUCK

Character sheets
Scorepads

Answers (for simultaneous
revels)

More?



Presenter
Presentation Notes
https://mykindofmeeple.com/board-game-pieces-names-examples-uses/


Chips/Tokens/Chits

Resource tracking | Reinforce theme



2d6 Probabiity Distribution 3d6 Probability Distribution
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Probability




Markers/Pawns




Tiles

* On a board, or self-creating board
* Meaningful relationships between sides
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DeSig“i“g the 3. Place information wisely

e Remember context

game » Multiple channels of information (color, icons, words)




Design Strategies

Size

Color
Contrast
Repetition
Alignment
Proximity
Direction

Density and Whitespace
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Fall of Rome

lteration is key!
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MEATT LEARCOCK
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Londinium _— @ @

. magontiacum

LUtetia \.-—————“‘"' \ You Co- -designer

. aNais
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* Barbarians are the threat (not disease)
® Barbarians migrate (they don’t just pop up everywhere)
® Players battle using legions to remove barbarians R






Color matters!

Don’t make yourself design without it.



BARBARIAN
CARDS

PLAYER
CARDS
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BARBARIAN
CARDS

PLAYER
CARDS




BARBARIAN
CARDS

PLAYER
CARDS




BARBARIAN
CARDS

PLAYER
CARDS




BARBARIAN
CARDS

PLAYER
CARDS




BARBARIAN
CARDS

Place the 5 Roma cards here
when you s=tup the game.

PLAYER
CARDS




BA- RRE"- R-I AN Flace the 5 Roma cards here
Cd\ RDS when you setup the game.

PLAYER
CARDS




B A R B A R I A N Plsce the 5 Roma cards hare
(: ,"'—"\ R D S wheen you set up the game.

PLAYER
CARDS
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BARB‘ARI'AN Place the 5 Roma cards bere
P L A \I' [‘_ R . £ 4 p q : . ; (: A R D 5 whenyou satup the game
CARDS




B A RB‘A RI -é\ N Place the 5 Roma cards bere
PLAYER 7 B B B 0D D UWWE WV E CARDS
CARDS '

whienyou s=t up the game.




E‘QRBARIAN Plasce the 5 Borres cands here
p LAYER 2 2 X 4 4 _ 5 5 C A R I:' S wehen you set up the game.
CARDS T




["A RB‘A RI-AN Place the 5 Roma cards bere
PLAYER 2 ; 3 4 - 4 5 5 5 CARDS
CARDS ;

whienyou s=t up the game.




BA RB‘Q‘ RI‘AN Flace the 5 Fomra cards hene
P LAYER . 2 2 3 4 4 4 (? ARDS when you setup the game.

CARDS




BARBARIAN
PLAYER 2 2 z ) 4 4 p CARDS
CARDS




PLE'I.Y[:R_ = BARB'ARI‘AN Place the 5 Roma cards ber
2 ;. ; " 4 4 4 (: ."!'l. P\ D 5 when you mupt:\egfam:

CARDS




B A R B ‘.‘5‘ RI d‘ N Place the 5 F{anac;l;d:-l‘me
P LAYER 2 : 4 q 4 C ARDS wwhe=n you s=t up the game.

CARDS




B A R B ‘A‘ RI ‘A' N Place the 5 Roma cands here
P I_ d,. ‘|‘ ['_ R 2 2 ; . p 4 4 (: ."!'l. P\ D S whemn you set upthe game.

CARDS




B A R B ‘A‘ RI ‘A' N Place the 5 Roma cands here
P I_ d,. ‘|‘ ['_ R 2 2 ; . p 4 4 (: ."!'l. P\ D S whemn you set upthe game.

CARDS




B A R B ‘d‘ RI ‘ﬁ‘ N Place the 5 Roma cards here
PLAYER N B ) D © 6 € CARDS
CARDS

wheen you set up the game.




B A R B ‘A‘ RI ‘A' N Place the 5 Roma cands here
PLAYER 2 3 : 3 ; : 4 ; CARDS [ —
CARDS




Player progress boards




hold place

P e - d
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Games should invoke a mood




Q&A

More resources
https://www.gdcvault.com/play/1024914/Board-Game-Design-Day-Cardboard



https://www.gdcvault.com/play/1024914/Board-Game-Design-Day-Cardboard
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