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LED through 
slit

Long (+) leg 
down

Adhere w/ 
tape

Battery flat 
side down

Tape partially 
over battery

Fold
Tricky fold!

YOU DID IT!
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Design Challenge #2: Design a Board 
Game
an activity designed by Scott Nicholson, Syracuse 
iSchool
As described by Brian Mayer here: http://www.
americanlibrariesmagazine.org/blog/make-game



The game? Awesome Time.

The rules? Take turn spinning the die and 
moving the correct number of spaces. First 
to the end wins.



Sound boring? Hack it!

Add a few rules as situations arise …
- Do any spaces on the game board have special 

attributes or cause anything to happen if you land 
on them? Do you need more/different 
places/paths on the board?

- What happens if you land on a space already 
occupied by another player?

- What happens if you roll a certain number on the 
die?

- Do you need to role the exact number on your die 
that it takes to reach the end?

- What’s the point of the game?



Let’s make Awesome Time even 
more awesome.

Think about what stuff you have 
in your pocket, could make out 
of scrap paper, or have in front 
of you. How could they join your 
game?

Now think about adding some 
game play elements that make 
your game more engaging and 
compelling.

• Interesting decisions

• Conflict

• Risk

• Resource management

• Dexterity

• Speed

• Storytelling
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