Slide text from Scott Nicholson’s 9/8/11 talk on Modern Board Game Design. The
talk can be viewed at http://tinyurl.com/65ud5zu
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aFrom Settlers to Quarriors:
aBreaking up the Monopoly with Modern Board Game Design
Scott Nicholson, Syracuse University School of Information Studies

oQverview
aPersonal background
aLibraries and Games
aModern Board Games
oBoard Game Mechanisms

aGaming in Libraries Research
a75% support gaming
140% run gaming programs
120% circulate games
aA long history
aDifferent libraries have different goals

aSNAKS Game Archetypes
aStrategy
aNarrative
aAction
aKnowledge
aSocial

aWhy Consider Face-to-Face Games?
aRich Social Engagement
aRealities of Infrastructure
aCreation time for non-coders - classroom exercise
aFewer hurdles and frustrations
aQuality of Product (Claypool and Claypool)

aCommon Points of Difference
aRole of Game Designer
aFrequent & Indirect Player Engagement
aPlayer Elimination and Game Length
aDice, Spinners, and Luck
aElegance through consistency and abstraction
aQuality of Components
aBoard Game Mechanisms



aCategories
aAction Selection
aResource Collection
al,ogistics
aConflict Resolution
aVisual and Spatial Skills
aPlayer Roles
aGame Variability

aMonopoly Actions:
aPhase 1:
aBuy a property (put up for auction)
aUpgrade a property
aDraw a Chance card or Community Chest card
aTrade properties
aGet out of Jail
aPhase 2:
aDraw a property or taxes card from deck

aAction Selection
aSimultaneous Action Selection - Hoity Toity
aAction Point Allowance System - Tikal
aTime Track - Thebes
aVariable Phase Order - Puerto Rico
aWorker Placement - Agricola
aDeck Building - Dominion

aResource Collection
uSet Collection - Ticket to Ride, Ra, Zooloretto
aTrading Settlers of Catan
aHand Management - Bohnanza
gAuction - Modern Art

aStock Holding / Commodity Speculation - Acquire
aCard Drafting 7 Wonders
al,ogistics

aPick-up and Deliver - Steam
aLine Drawing / Crayon Rails - Empire Builder
aRoute/Network Building - Power Grid

aConflict Resolution
aRock-Paper-Scissors - Civilization
aDice Rolling - Risk
aArea Control / Area Influence - El Grande



aVoting - Lifeboats

aVisual and Spatial Skills
aTile Placement - Carcassonne
aArea Enclosure - Through the Desert
aPattern Building - Qwirkle

aPlayer Roles
aCo-operative Play - Pandemic
aPartnerships - Descent, Dungeons & Dragons Wrath of Ashardalon
aNot-So-Co-operative Play - Shadows over Camelot, Battlestar Galactica

aGame Variability
aVariable Player Powers - Cosmic Encounter
aModular Board - Seafarers of Catan, Quarriors

aBoardgamegeek.com
aGamerankings.com

aWrapping Up

aResource for educators and librarians

aBoard and Card game design as a pedagogical tool

aThanks to community at boardgamegeek.com

aMore about my work? http://becauseplaymatters.com
aMore about board games? http://boardgameswithscott.com
http://onboardgames.net

aContact me! scott@scottnicholson.com




