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STAGE 1

What it’'s about Aim of the game

The board shows the sea with four To collect three treasure rings

ports and a Treasure Island. from Treasure Island and land them
at your port.

You have to sail to the Island
Harbour and collect treasure.

You can attack other ships as well.

‘Rules
How to start

® Start with your boats in wocw poris and the ﬁ_‘mmwmw,m on the
island.

- mrcmwo the ‘Fight’ pack and put the omam face aoéa

n mmo: Emwmq takes a card, but xm.mnm the :cavmw oﬁ the card
secret.

How to make a move

= Throw u%@ dice in turns.

You can move <Q= boat any ::B_Um_‘ of triangles ‘up to the
number on the dice.

® You collect treasure when you arrive at the HARBOUR on the
island, but your boat can only carry one treasure ring at a time.

= [f you land on a triangle next to a boat carrying treasure, you
fight. You both show your ‘Fight' card. The player with the
highest score takes the treasure, the loser gets a free move of
two triangles. Then put your cards to H:o botiom o* the pack
and take new ones.

® Play the game a few times.

® Each time you play, write down, on the back of your
‘Comments’ sheet, the name of the winning Pirate.
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STAGE 1

What it's about Aim of the game

Two kinds of bee are trying to The ‘Drones’ must try to make a

control a hive — the ‘Workers’ and connected path from the top to the

the ‘Drones’. bottom of the board. The ‘Workers’
must try to make a path from side
to side.

= Take turms to put a counter on any empty hexagon. (You need
-not put your first counter at the edge; you need not put your

~counter next o the onebefore)
m The examples show two winning paths.

Drones win in this example Workers win in this example
Example A Example B :

m Play the game a few times.

® Each time you play, write down, on the back of your
‘Comments’ sheet, whether the ‘Workers’ or ‘Drones’ win.
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Stage 2 Developing your own ideas

~—

_v%—a’,

It’s easy to spot mistakes in other people’s games, but it’s quite hard to
avoid making them yourself.

In this section your group will invent a new, original game.

This will involve . . .
m Brainstorming,
® Reaching agreement,
® Drawing up a rough plan,
®m Testing and improving your plan,
®m Getting everything ready.
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STAGE 2

Reaching agreement

Look at all the different lists and drawings your group has produced
Give each person a chance to explain his or her ideas.

Using your lists, try to agree on the details of a game that your group
could make. If you cannot agree, then why not produce two games,
or two versions of the same game?

Let’s take it in I’'ve written, .. . Mountaineering!
turns to read out ‘Pop music’, ...l like that.
our ideas. ‘Mountaineering’ .

Yes, we could

It would be have a board
nice if shaped like
there was the mountain.
some skill

init.

NS

There could be hazards, We could have a /..
like avalanches, spinner with accidents
or getting lost. and things on.

J ———

Have you agreed on answers to the following questions?

What will be
the aim of
your game?

What will it
be about?

Who is the
game for?

What will the.
board look
like?

What will you need in order to play it? If so, then read on . . .
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STAGE 2

Now each person should draw a rough design for the board
on a separate sheet of paper.

Use pencil, so that you can
easily make changes.

EveREST

oul BoARD Fok

Draw any other bits you will need, as well.
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STAGE 2

Testing and improving your plan

When you think your game might work,

either try it out in your group, using your rules to tell you how
to play it.

or give your game to another group and watch them play it.

2\

What do | do
now?
The rules don’t
tell me.
c
‘©
()]
(]
£
e}
C
©
©
()]
C
]
K o
(&)
C
(0]
o
T
Think carefully as the game is played. ! L
Is there anything wrong with
B the rules n
® the board : Then turn over.
®m the other pieces _
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STAGE 2

~

Set square

Rubber

Isometric

Protractor

Compass

23
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STAGE 3

Making the board
You now have to make a large, neat, final version of your board.
Before you start, discuss these three questions:

What shape will your board be?

We could
keep the game
in an old shirt box.

It could fold
in half.

But suppose we

mess it up?

roﬁ.wa_ﬂméﬁrmcoma
in felt-tipped pen.

Could we draw parts of
the board onto bits of
coloured paper and paste
them on?

There are some more ideas over the page . . .
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STAGE 3

You could also try making a mosaic board.

1. Draw parts of your
board on pieces of
coloured paper, using a

2. Cut these pieces out and paste
them into place.

template.

2
QQ

If your board has some kind of symmetry . .

1. Draw part of your board and 3. Prick through the tracing
trace it. paper with a pin, and
finish the board.
: Turn your :

[ITT} tracing paper ITTTITTTT
nunl over 0§ MmE
I [ I
OR :

2 -
Turn your RN
: tracing paper il
[TTT} round. HENERENE
H . ot
(1 00y
I : T
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When several games are finished, swap your game with one from
another group.

You will then
m test their game to see how well it works,

® see what the other group thinks of your game.

29



oe

Japeq
yonuw SyIom Yl 8|nd
siyi 8bueyo nok Jj  ——

./

S\ VAT
T S =0 ,

< A1 TR b -
& 3 )

! I
\ = §

-1auulds ayi
40 eapI 8y} oMl |
-pooB si siuy ‘AoH

‘PaIN0|0d aiem

pJeod auy Jl 1enaq eq
pinom sweb siyL

‘a0 dwl
pinoo Asy} jeym pue aweb vy} Inoge poob sem jeym Aeg m
"}98ys ,Sluswwon, e ul [|i} ‘Aejd noA sy m
‘aweb Jivy) Aeld m
jwayy urejdxa 03 dnoub Jsyio sy}
¥SE JoU Op * * * INQ ‘S8jn 8y} puelsispun pue peas O} swil eXel =

j401591 Jley e ag

aweb s,dnoub i1ayjoue Hunssl

¥ 3OVLS



STAGE 4

Evaluating your own game

When other groups have played your game,

B read through their ‘Comments’ sheets.
® compare their comments against your game.

® make any changes you can which will improve your game
(including rule changes).

Then, each person should fill in the ‘Evaluating your own game’

sheet. \/
\/
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