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AWA 2OI Board Game Culminating Activities

For your culminating activities you will create an original board game with a partner. Note that if the work of your partnership is not evenly distributed, you will be marked for your individual contributions. This project is worth 30% of your final grade, as there is no exam in this course. Any late portions are penalized by 10%, and portions that are incomplete or not submitted will receive a mark of zero.

Planning & Proposal:

Due Date: 






· Decide which type of board game you want to create

· Options include: roll and move (Chutes & Ladders), simulation (Monopoly, Life), strategy (Chess), war games (Risk), party/family (Cranium), resource management (Settlers of Catan), or card games

· You may base your concept on existing board game, story, or videogame, however, the elements and rules of your board game must be original (do not simply glue pieces on an existing game)

· Brainstorm what will make your game unique, and elements and principles of deign you’ll incorporate

· Write a proposal that justifies your board game, and include the following:

1. Explain what type of board game you want to make and what makes yours unique

2. List the materials you will need, and where you intend to get them

3. Identify the elements and principles of design you will use and where they’re incorporated on the board / cards

4. Who will be responsible for which portions of the project

5. A timeline for when each portion will be completed 
Ceramic Pieces:


Firing Date:







· Your game must include a minimum of 3 ceramic pieces

· These pieces could be figures, player markers, effect markers, dice, etc.

· Each ceramic piece will be painted with tempera paint and finished for the due date

· Complete your ceramics for the firing date. There will be no late firings with this project

Board or Card Creation:

This is the main portion of your assignment. A board or cards design is dependant on the purpose of your game. 

· Use the elements and principles of design to unite the game pieces (consistent texture, pattern, colour, etc.)

· Use a variety of materials in this stage. There are paints, paper, etc. at your disposal

· Ensure that these elements interest your players and suit the genre

· If you have a card game, you must have a minimum of 24 cards for your game

· Each card should have a border, image, and some form of text

· If you have a board game, your board must be a minimum size of 3 ft squared (1.5x2, 3x1, etc.) 

· Game boards must have a border and appropriate illustrations
Instruction Booklet:

· Type the instructions for your game. Your instructions should include the following:

1. Table of contents

2. List of game pieces

3. Rules, including how many players the game is intended for and estimated time required to play

4. Warnings (are there any pieces that are dangerous to young children)

5. Credits (Who made it, what is it inspired by, etc.)

· Once printed, your booklet must be designed to contribute to the unifying elements of the game

· Any images used in the instruction booklet must be original

Play Date:










· Your board and instructions are due on this date. Anything not submitted will receive a mark of zero
· On your due date you and your partner will set up your board game
· You will lead other classmates through you’re the playing of your game (15-20 minutes)
· If you are not presenting your game to your peers, you will be participating in another group’s game
· Pay close attention, as you will be finishing a self, group and peer evaluations in the last 20 minutes of class
· Leave your board game set up on your desk when you leave the class
Self, Group & Peer Evaluation:

Due: 





Answer the following questions in the space provided. You may use a separate piece of paper if more space is required.


Self
1. How have you contributed to the board game?

2. Which elements and principles of design have you primarily used? What do these contribute to the effectiveness of your board game?

3. What is the most successful portion of your board game?

4. What do you think you should improve on your board game?

5. Review the rubric and give yourself a “level” mark for your work on this project. Justify why you think you deserve this mark.

Group (do not complete this section if you’re working by yourself)

1. Has the workload of your group been distributed evenly? Explain your answer.
2. What compromises have you made working together; has one person’s ideas been predominant? Explain your answer with references to your project.
3. Give each member a mark for his or her contribution to the project. You have 10 marks to split between you and your partner for your workload. (If members contributed evenly, each partner should get 5/10, if you did 80% of the work, give yourself an 8/10 and your partner a 2/10)
Peer (to be completed after you’ve played someone else’s game)

1. Whose game did you play? What is the title of the game?
2. Did you enjoy playing the game? Why or why not? What could be done to improve the game?
3. Consider the aesthetics of the board game. What are the uniting elements and principles of design of the board or cards, ceramics, and manual? Are they used effectively or not? Explain your answer with specific references to the game.
4. Review the rubric and provide a “leveled” grade for this assignment. Justify why you think this project deserves the grade you’ve assigned with references to the assignment and rubric.
Evaluation:









TOTAL: ​​​

/70
Proposal:         /5           Project:         /50             Group:          /5             Self Eval:        /5             Peer Eval:         /5


Group Marks






Individual Marks

	Criteria
	R
	Level 1
	Level 2
	Level 3
	Level 4

	Planning & Preparation
	
	· Uninteresting concepts

· Poor written proposal 

· Little clarity in plan of action
	· Fairly interesting concepts

· Written proposal is fairly persuasive

· Somewhat clear plan of action is established
	· Concepts are interesting

· Written proposal is persuasive

· Clear plan of action is established
	· Concepts are intriguing

· Written proposal is very persuasive

· Clear plan of action is established & organized

	Ceramics
	
	· Poor ceramics

· Poor integration

· Late / incomplete ceramics

· Poor finishing job 
	· Fair ceramics

· Fair integration

· Completed one day late

· Fairly well painted and finished
	· Strong ceramics

· Creative integration

· Completed on time

· Well painted and finished
	· Solid ceramics

· Thoughtful integration

· Completed on time with care

· Thoughtfully finished

	Board / Cards
	
	· Poor construction

· Incorrect size / # of cards

· Little consideration of theme

· Poor use of borders

· 3 elements / principles of design poorly integrated
· Poor use of materials
	· Fair construction

· Somewhat correct size / # of cards

· Some consideration of theme

· Fair use of borders

· 3 elements / principles of design fairly integrated
· Fair use of materials
	· Durable construction

· Correct size / # of cards

· Theme considered

· Proper use of borders

· 3 elements / principles of design well integrated
· Good use of materials
	· Solid construction

· Correct size / # of cards & square

· Theme suits audience

· Great use of borders

· Thoughtfully uses 3 E&P of design
· Great use of materials

	Instruction Manual
	
	· Colour and borders are inconsistent

· Poor explanation of rules

· Incorporates few original illustrations
	· Colour and borders fairly consistent

· Fair explanation of rules

· Incorporates some original illustrations
	· Colour and borders consistent with game

· Good explanation of rules

· Incorporates original illustrations
	· Colour and borders enhance the game

· Great explanation of rules

· Thoughtful, original illustrations

	Overall Appeal
	
	· Poor composition, consistent throughout all components of the game

· Poor use of the E&P of design to create unity

· Game is uninteresting and engages some players

· All components are poorly constructed
	· Fair composition, consistent throughout all components of the game

· Fair use of the E&P of design to create unity

· Game is fairly interesting and engages some players

· All components are fairly constructed
	· Good composition, consistent throughout all components of the game

· Good use of the E&P of design to create unity

· Game is interesting and engages players

· All components are well constructed
	· Great composition, consistent throughout all components of the game

· Great use of the E&P of design to create unity

· Game is interesting and engages various players

· All components are thoughtfully constructed

	Explanation & Application
	
	· Poor explanation of game

· Game is unclear to players
	· Fair explanation of game

· Game is played fairly smoothly
	· Good explanation of game

· Game is played smoothly
	· Great explanation 

· Game is engaging

	Comments:




Name: 






	Self Assessment
	
	· Poor insights

· Poor consideration of design & purpose

· Poor reflection on E&P D
	· Fair insights

· Fair consideration of design & purpose

· Fair reflection on E&P D
	· Good insights 

· Good consideration of design & purpose

· Good reflection on E&P D
	· Great insights

· Great consideration of design & purpose

· Great reflection on E&P D

	Peer Assessment
	
	· Poor critique & judgment

· Poor analysis of E&P of D

· Poor constructive feedback
	· Fair critique & judgment

· Fair analysis of E&P of D

· Fairly constructive feedback
	· Good critique & judgment

· Good analysis of E&P of D

· Constructive feedback
	· Great critique & judgment

· Great analysis of E&P of D

· Very constructive feedback
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	Self Assessment
	
	· Poor insights

· Poor consideration of design & purpose

· Poor reflection on E&P D
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· Fair consideration of design & purpose

· Fair reflection on E&P D
	· Good insights 

· Good consideration of design & purpose

· Good reflection on E&P D
	· Great insights

· Great consideration of design & purpose

· Great reflection on E&P D
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	· Poor critique & judgment

· Poor analysis of E&P of D

· Poor constructive feedback
	· Fair critique & judgment
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	· Good critique & judgment

· Good analysis of E&P of D

· Constructive feedback
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