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AGENDA

0 Why talk about board games?
O What is a modern board game?
0 A little bit about the study of games

@ Board games and design



The Settlers of Catan
(Klaus Teuber, 1995)

This is the first German strategy board game to become a hit in the United States
(and worldwide) and what got me into modern board gaming. It is still very popular.
Learn more


https://boardgamegeek.com/boardgame/13/catan
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My game room in my Connecticut home and part of my board game collection.
| currently own about 1,000 games and run a small weekly board game group.



A Sampling of Modern Board Games

The slides that follow will give you an idea of the type of board games | study
and play. They are good but not necessarily the best games out there.



Flash Point: Fire Rescue
(Kevin Lanzing, 2011)
Learn more


https://boardgamegeek.com/boardgame/100901/flash-point-fire-rescue

Concordia
(Mac Gerdts, 2013)

Learn more


https://boardgamegeek.com/boardgame/124361/concordia
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Smash Monster Rampage!
(Mike Swindall, 2010)
Learn more


https://boardgamegeek.com/boardgame/70767/smash-monster-rampage

Battle Sheep
(Francesco Rotta, 2010)

Learn more


https://boardgamegeek.com/boardgame/54137/battle-sheep

North Wind
(Klaus Teuber, 2010)
Learn more


https://boardgamegeek.com/boardgame/153425/north-wind

Casa Grande
(Gunter Burkhardt, 2011)
Learn more


https://boardgamegeek.com/boardgame/103877/casa-grande

Scrabble
(Alfred Mosher Butts, 1948)

This slide is included only because it's my
best Scrabble score ever. | pretty much quit
playing the game after this because

I'll never do better.




Why talk about board games?

Growing popularity
Cultural artifact
System modeling
Human interaction

Visual design



Spiel Fair

Around 175,000 people from around the world attend this game convention,
which takes place in October in Essen, Germany. Designers introduce their
new games, which sell out almost instantly. Learn more



http://www.merz-verlag-en.com/

BoardgameGeek.con

This annual board game convention in Dallas draws more than 3,000 people every November.
The convention features a library of thousands of old and new games, and a vendor hall
showcasing new releases. The event sells out hours after registration opens. Learn more
(Note: The link points to someone else’s account of BGG.con 2016, not mine.)


https://boardgamegeek.com/geeklist/217235/rogers-bgg-con-2016-marathon-not-sprint

THE MAGIC CIRCLE
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Spoilsport Trifler Cheater

The magic circle is a term coined by Dutch historian Johan Huizinga (1938) that describes the
virtual area of play. Within the circle, players’ behavior is shaped by agreed upon rules. The
spoilsport, trifler, and cheater are states of being in relation to the magic circle. Learn more


http://todigra.org/index.php/todigra/article/view/10/26

DEFINING A GAME

A game is a rule-based formal system with

e a variable and quantifiable outcome

* where different outcomes are assigned different
values

e the player exerts effort in order to influence the
outcome

» the player feels attached to the outcome

* the conseguences of the activity are optional and
negotiable

Jesper Juul, game theorist
From “Half-Real: Video Games Between Real Rules and Fictional Worlds”
(MIT Press, 2005)

Learn more


https://www.jesperjuul.net/text/gameplayerworld/

What is a modern board game?

 Geared toward older players
o Beautiful visual designs

« More complex game play

o Balanced, strategy driven

o Often thematic



Also known as ...

o Strategy board games
e EFurogames

« Tabletop games



A few board game genres

Area control

Players battle over control
of territory on the board;
dominance usually wins

Blood Rage
(Eric M. Lang, 2015)
Learn more


https://boardgamegeek.com/boardgame/170216/blood-rage

A few board game genres

Route planning

Plan and optimize routes
to connect points

on a map, sometimes

to transport goods

Ticket to Ride
(Alan R. Moon, 2004)
Learn more


https://boardgamegeek.com/boardgame/9209/ticket-ride

A few board game genres

Worker
Placement

Send your workers (usually
people-shaped pieces)

to places on the board

to accomplish tasks

to fulfillgame goals

Village
(Inka & Marcus Brand, 2011)
Learn more


https://boardgamegeek.com/boardgame/104006/village

A few board game genres

Dexterity

Use physical skill to
manipulate game
components

Flick ‘em Up!
(Gaetan Beaujannot & Jean Yves Monpertius, 2011)
Learn more


https://boardgamegeek.com/boardgame/169124/flick-em

A few board game genres
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A game for larger groups,
often humorous and
focused on social
interaction

Codenames
(Vlaada Chvatil, 2015)
Learn more


https://boardgamegeek.com/boardgame/178900/codenames

How Is a board game designed?

Board games can take years of design development. It usually starts with concept sketches.



https://gamedevelopment.tutsplus.com/articles/how-to-learn-board-game-design-and-development--gamedev-11607

Game prototypes

Prototypes may or may not have a theme applied. They allow the game to be play tested.
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Games must be extensively play tested to ensure the game is not “broken” (locks up or is too
easily defeated). Designers enlist friends and family, and take prototypes to game conventions.
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Visual design

The game publisher or independent designer hires an artist to illustrate the game board, cards,
and other components. See some beautiful board game art .Read about one young game
artist, Shaz Yong,



https://www.pinterest.com/pin/482448178804875898/
http://www.analoggames.com/story/board-game-tabletop-artists-illustrator-illustrations-shaz-yong/

Publishing and distribution

Very few people get rich creating board games. Even best-selling strategy board games have a
niche audience. Smaller publishers and independent designers will be lucky to sell more than
1,000 copies. At the other end of the spectrum, the game that wins the Spiel des Jahres
(German game of the year) could 500,000 copies or more.

Read tips about board game publishing from an insider here.



http://www.spiel-des-jahres.com/en
http://michaelmindes.com/ebooks/confessions-of-a-board-game-publisher.pdf

A closer look at design

Many board games use symbols and icons to remind players of the properties of game
components or what actions are available. These symbols only work if they have inherent
visual meaning and they “speak” a language understood by the player.

Below are examples of symbolic systems that are not particularly useful without memorizing
what the symbols mean.
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A closer look at design

On the other hand, using illustrations of recognizable objects can quickly convey an idea. This
isn’t always practical when you have very limited space (such as on a playing card).
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A closer look at design

Because many games are published for a worldwide
audience, many publishers try to eliminate text on
game components to create language-independent
editions.

They have created their own visual language system
that is fairly consistent across publishers. Dedicated
hobby gamers will know what the player aids on the
right and below are telling them.

=S 3 T S S

The Oracle of Delphi
Fresco (Stefan Feld, 2016)

(Wolfgang Panning, Marco Ruskowski, Marcel Sul3elbeck, 2016) Learn more
Learn more



https://boardgamegeek.com/boardgame/193558/oracle-delphi
https://boardgamegeek.com/boardgame/66188/fresco

A closer look at design

This example, from the game Helvetia, . . . g
shows “helpers” a player can enlist along [ AEESSEENN S L0 §

the bottom of the board. Above each s,
helper are icons that show the action
the helper enables.

In the center of the board is a diagram
that shows dependencies for the game’s
resources. For example, to create a
steak, you need straw to feed a cow first.

Helvetia
(Matthias Cramer, 2011)
Learn more


https://boardgamegeek.com/boardgame/103092/helvetia

A closer look at design

Some board game conventions are costs (in resource cubes) in an upper corner, and point
values displayed in a gold shapes (often coins).

However, sometimes icons and symbols are not enough to convey the complexity of the
action, as seen here in a series of cards from Grand Austria Hotel. The rulebook contains an
extensive explanation of the icons.

Cverview of . Symbols

Grand Austria Hotel
(Matthias Cramer, 2015)
Learn more


https://boardgamegeek.com/boardgame/103092/helvetia

A closer look at design

Two cards from the Greek
mythology-themed game Elysium.
Notice the many symbols
representing the card family, power,
and various attributes.

A coiniconis used to represent
money, and the laurel wreath
represents victory points (the points
collected to win the game).

In this case, the designers felt the
icons and symbols were insufficient in
themselves, so text was added at the
bottom of each card.
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Elysium
(Matthew Dunstan & Brett J. Gilbert, 2015)

Learn more


https://boardgamegeek.com/boardgame/163968/elysium

What makes good functional
design in a board game?

« Consistentsystem

« Use of conventions

« Recognizable symbols/icons

« Frequentappearance and placement
« Attractive and memorable graphics

« References, if needed (legends, quick guides)



A word about printed game rules

Game publishers are experts at
making complex rules understandable
in a minimal number of pages.

They use a variety of techniques to
summarize, gradually introduce, and
visually organize rules.

One of the best practices is to briefly
summarize sections in the margins to
re-familiarize players who have a read
the rules in the past.

Other publishers color code sections,
use tables and charts, and follow
conventions such as always italicizing
examples of play.

Puerto Rico
(Andreas Seyfarth, 2002)

Wihen  pltper hats filled all 12 st spcices beis plsyer boird, he moty mos stk sy frarshoer
wiles i shie sersler phaiver for e revt of ehe gime.

- Wihen hvere dre v sare quiarry tikes i e gutrry dile sack, she sevsler mty o wse by
privilege dna the wsmer of the conréraction but mady nef we thit gecidl functisn.

The - arrival of new colonisis)

The riles (plantarion. quarry, ar building) have | to 3 circles. A player muy place

e colonizt on each circle on the tiles on his player board. I there is at least one

colonist on a tile. it is considered ocoupied. Only occupied tiles may use their

funerions; unoceupied riles mever fimetion!

The player whe chooses this role muay first rake one eolonisr from the eafmise supply

{moy [rom the colonist shipl) as his privilege. Net, the players ke the colonists

from the eolonist ship sme at a time, starting with the mayor. The players continue

tex rake one eolonist ar 3 fime, in clockwise order, until none remain on the colonist

ship.

A player may place his new colonis(s). mgedher with all the eolonists he aoquired

from earlier rounds, on any empey cireler on the tiles on his player board. Thus,

a player may move a colonist placed on a circle or on his windrose in an earlier

round. Ifa player cannot place all his colonists, he may “sore” them on his

windrose on his player board. The colonisis remain there until a later mayor phase

when they may be placed on empry circles on the player's riles.

As his bast dury, the mayor purs new eolonisrs on the colonist ship ro be usad in

the nex mayor phase. For cach empty circle on the éwildimgs on the player boards

of alf players {empty circles on plantations and quarries do not count!), the mayor

rakes one eolonist from the coloniss supply and places it on the colonist ship.

However, 2 a minimum, the mayor should always place at least 2s many coloniss

on the ship as there are players in the game.

Notes:

- Uswally, all players placeimone chetr colontses ar the same cime. [ however, the
players feel thar cheir placement decistons may depend on orhert placemenss, che

sl place wheir colomise 5 sbe following erder: i, dhe mayer and, e,

the oehers tn clockwise arder ffom the mayor.
If a muyor fargees (plapers may reming frim) o place mew colonises on che colonise
skup, players baeer place che mtmtmum (mmdber of players) om dbe oolamise ship.

- Wrhem whe colomise supply runs o, the muyor mury nov sse bis privilege and, of course,
e dves mor refill he colomise ship.

- N plieyer mary chonse o place colmmtsis on s untnadrose ( he ba empey cireles
anatlable ow s pliyer boara ALl empey etreles woust be. ﬂ.ﬂ'ﬂi of pasubile. Colontus
e ovly be placed on che cireles durtng dhe wayor phase.

‘The player who chooses this , can im.medine[)' build ome building for one
doubloon less rhan the normal ensr as his privilepe. He pays the money to the:
Eank, takes dhe building fom the supply, and places it on any empty space in |J:||.
city on his player board. When phan.g.lhrguluukl: the

player needs rwo adpcent empty s Then, rhe ather players, in
chockwise order from the builder, may, in dhe same way, each

builds one building (2t nomal cost). b hiz

Nate: No player may buitld more chan ons busldiing per round.
For furcher informarion on che individual buildings, please see page 8 of these ruder,

Each necupicd quarry that a player owns may reduce the player’s cost for building
a building by | dowbien. The limit for such reductions is shown on the pame
baoard: players building buildings in the first column can reduce their eost by ar
most 1 doubloon (¥ sccwpies guarry), in ihe second cobumn by 2 doubloans 2
occupied quarntes), in the third column by 3 doubloons (3 eccwpted guarries), and in
the fourth column by 4 doubloons (4 mﬁdqmn]

~ Actions
cach player takes
and places one
colonist in turn order
Privilege:
the mayor may
taka one
additional colomist

=+ maper
Zund pliayer
. Fud player
L = srh phayer
3 [ lr\i'!'l'd'
Is.

Zind playe

(Tie maspor sakes 3 colmiss, she secend plryer
wbes 2, players 3 anad 4 wnke | aach)

Each player may place all his
colonists on new empty circles.

At the end of the mayor phase-

place new calo

each player may
build one building

Privilepe:
builder pay 1
less doublooa

The building costs may be
reduced with occupied quarries.



https://boardgamegeek.com/boardgame/3076/puerto-rico

A word about printed game rules

This page from the rulebook for the
game Alhambra shows how publisher
Queen Games uses color-coding to
organizer their rulebooks.

Queen Games produces some of the
most visually beautiful games on the
market and excellent best rulebooks.

Alhambra
(Dirk Henn, 2003)

May proceeds in a clockwise direclion, beginning with
The: player whose lum il is mus! do one of three things:

9 Take some money I——
19 Bary umdd possifion  building Gl
¥ Redesipn (heir swn Alkambra F————
Afer & player's urn is over any money cands and busl-
ding Gles which have been removed are replaced with
new ones 50 that there ane always 4 of cach.

I Tuking money I |-

A player can take any one of ihe money cands from thoss
lying Bce-up, or several moaey cands i ibey de ool add mp
to more than 5 (the curmency does not maiier).

1 Baying and positioning bailding les EE—""
Buying the iiles

A player can buy a building tile from the building mar-
ket He must pay ai least ihe price shown an ihe tibe and
se the currency desplayed next to the tle in the buskding
maskel. Bl take care - po change is given!

The money used to pay for the tile is placed on a discard
pile next fo the buibding markel.

If you can pay the cxact amount il i stll your turn and
you can decide snce more which of the three oplions you
would fike to fake.

Whale il is your turm ne new (iles are placed on (he
Tilding markel. It 5 ondy af ihe end of your iom that the
emply squares are refilled with new tiles.

I is theredore possible to carry out a maximam of §
aclions during your tarn (paying the exact amount Tour
times and (hen cilher taking money or redesigning your
Alhambra).

Pusitioning ihe iiles

You can eifher:

aild your new hailding tide to your 2
Alhasmibira o phace it on your B
reserve boand. You can have as =

many building liles on your eseTve

board as you wanL m ﬂ
4

5 = | b o | |E | |
Example: pom conld ke heth the cands an the lff o ane
uf the aiher o,

e
‘Dz oooooo



https://boardgamegeek.com/boardgame/6249/alhambra

A few resources

- online database with a wealth of
information; free to use and create an account

- A shopping guide from the 2016
holiday season; good place to start for newbies

«  Where to buy (trusted online stores):

Online prices are usually better, but you can also find many
modern strategy board games at Barnes & Noble, Target,
Toys R Us, and local game stores.


https://boardgamegeek.com/wiki/page/Board_Game_Gift_Guide_2016
https://boardgamegeek.com/wiki/page/Board_Game_Gift_Guide_2016
http://www.miniaturemarket.com/
http://www.coolstuffinc.com/
http://www.cardhaus.com/
http://www.amazon.com/
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