Theme, Setting, and Mechanics
Theme
This is the underlying premise or set of assumptions that describes what the players are doing in the game. Spy, land management, trade, construction, travel, mystery, etc.
Setting
This can be the geographic location, time period, and/or imaginative environment where the game is taking place. E.g. Ancient Rome, a space station, a rail network, the artic pole, etc.
Mechanics - Select 2 mechanics to drive your game.
Dice rolling – this can be to move pieces around a board, or to gamble on a predicament (examples, roll higher than four to escape the trap, all players roll and the highest wins the prize, roll an even number for an amount of goods an odd number for a different amount)
Co-operative play – players work together to pool resources, track down a target, overcome obstacles, and beat the game. 
Hand management – players try to play cards in certain sequences or groups to accomplish some goals or to stay in the boundaries of a certain constraint.
Maze – creating or navigating a maze. Creating a set of obstacles to prevent another player from winning (e.g. place cards on the board that will need to be overcome). This could be a co-operative game with 3 players attempting to prevent the fourth player from reaching the end goal, or attempting to locate and catch the fourth player).
Deck-building: card games where the players pick up and discard cards strategically to obtain a winning hand.
Bluffing: players need to hide their true intent or actions by using bluff, lies, or misdirection.
Modular Board – the board itself is created through the gameplay by players placing tiles to create the playing space and build up points or resources. E.g. Carcasonne.
Pick up/deliver: Players pick up or deliver an item or good when they land on or reach a particular destination. Different destinations may deliver different goods, which incorporates an element of strategy.
Memory: players need to recall previous game events or information in order to reach an objective.
Set Collection – players work to collect a set of items, tokens, beans, resources, to win the game.
[bookmark: _GoBack]End/Win Conditions
What are the end or win conditions for your game? What objective or purpose are your players working towards (or to avoid)?
Make this quite clear so players know what they are working towards and how to achieve the goal, or to avoid the loss.


