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Problem

Although some board games for adults involve teams,
many of the board games for children between the
ages of 7 and 10 are focused entirely on competition
with no attention given to cooperation.




Purpose

The purpose of this study was to develop a set of rules for
a board game for children between the ages of 7and 10 in
which cooperation is a core theme of play.




Why should this be pursued?
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Hypotheses

1) It was hypothesized that a.gaifie in which
the players collectively win.or Io\e will
enforce a theme of cooperatl n

2) It was hypothesized that in Qrder to
provide a conflict for the players to overcome,
the rules of the game itself, rather than

another player, must provide the opposition.
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Players want the ga 0 start and complete in an hour or less.
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Features andsSpecifications
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Soluttoniin Action

Bathroom SheetS | Sheet6 Bathroom

6 ( Sheet7 Y Sheet8 0 e

Laboratory

Enter: Enter: Thi

( Sheet9 Y Sheet10
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Storage Closet || Conservatory ok Indoor Pool
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Enter: This room costs two Actions
to leave.

Flip: Draw an Action card and a
Misfortune card

1in addition to your
- | |

/|[Master Bedroom|| ‘ Lunarium

Flip: Everyone discards one Action card, Turn Order Flip: Roll the die. If it is 1-10, draw a
i ks Misfortune card. If it is 11-20, draw an
Enter: Clockwork keys may be used here. S s M tmtve Action card.
Before 6:00 - Draw One Enter: You may spend an action to
6:00 Until 9:00 - Draw Two perform the Flip action described above.
9:00 Until Midnight - Draw Three
3) Roll for Ghosts

Kitchen Garage | T i Guest Room

Flip: Lose all remaining actions. On your
next turn, you have zero actions. f or you discard all of your Action cards.

2 G Flip: Lose all remaining
Enter: This room has a dumbwaiter. You Fll'p: Go to any room of your choice. You I Flip: Discard an Action card and next turn, you have zero act
y spend an action to give a card to anyone can discover a new room this way. | 14 draw a new one.
in a room with a dumbwaiter. 2 v
I | : Enter: You may perform the Flip event
[ once per turn. This does not cost an action.
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