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Understanding Game design
Attempt  in game design 

-2 to 6 players 
-Age group 8-12 years

Redesign of checkers to 
Learn colors of VIBGYOR 

-2 players 
-Age group 8-12 years

Redesign of checkers to 
Learn additive and subtractive 
colors



Attempts in Game Design 

HOW TO PLAY

What you need:
-10 Pieces of each color Red, Yellow, Blue ( 30 pieces 
total )
-A Hexagonal grid.
-2-3 players 
-Age group 8-12 years

Objective: 
-To capture your opponent’s tokens so that he can no 
longer Make three in a row. (In other words, until he has 
only 2  pieces  left.)
-Create white or black color by combining  3 different 
pieces.
-Score maximum points.



Instructions 
Drop phase:
-Players can choose any color, color left will be 
also placed on board.
-Decide who goes first.
-Players alternate placing their tokens on the 
game board.
-Once all tokens have been placed, the move 
phase begins.

Move phase:
-Players take turns moving their tokens, one at a 
time, in any direction.
-player can jump over other pieces, but not his 
own.
-To score 1 point, Player have  jump to any other 
pieces, which changes the opponent’s pieces into 
respective sec. color.(check the reference chart) 
-To score 5 points, form a trio, of either RGB or 
CMY. ( after forming a trio will remove all three 
pieces from board.)



Working with hands

“We don’t know where we get our ideas from. 
What we do know is that we do not get
them from our laptops.”
—John Cleese

“I have stared long enough at the glowing flat 
rectangles of computer screens. 
Let us give more time for doing things in the real 
world . . . plant a plant, walk the dogs, read
a real book, go to the opera.”
—Edward Tufte



Questionnaire
Physical book vs. E-Book 







Booklet design

-User Engagement
-Sensory experience can’t be replaced.
-Sensory adventure of smell/ touch/ sound.
-Less distractions

What constitutes game ?
-Fun
-Interests
--Emerging conditions
-Challenges
-Instant feedbacks
-Uncertainty



Booklet design

Mental modelling in game world.

  

Four coordinates for 
character movement

Arbitrary movements and choices helps 
to create pattern to create mental model



Layout 

  



Course 
structure

Course
Introduction

Chapters & 
Assignments

Games & 
case studies
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