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In
tro

d
u

c
tio

n
B

oardgam
es are about interaction. There is interaction betw

een players and betw
een players 

and the gam
e rules. W

hile gam
es are in m

any w
ays form

alized, the
w

ay a gam
e progresses 

as it is played is highly variable. From
 our perspective, gam

e design is part of interaction 
design. W

hile this field has generally dealt w
ith issues of interactions betw

een hum
ans and 

m
achines, usability and C

S
C

W
, w

e are taking a less technologically centered approach. O
ur 

w
ork helps us better understand how

 people interact in environm
ents that are m

ediated by 
com

plex rules and system
s. 

Battle of the 
Castles

For centuries the tw
o 

G
reat W

izards of the 
B

lack and W
hite C

astles 
have been sw

orn 
enem

ies. C
all forth their 

w
arriors to the castle in 

order to w
in the battle. 

B
ut the three paths to the 

G
reat C

astles are quite 
dangerous. U

se strategy 
and w

it to m
aneuver your 

troops, place deadly 
catapults, and vanquish 
your enem

y.

N
orth Av. Trade Co.

FreshTech

N
orth A

venue T
rading C

o. 
is a gam

e w
here you 

com
pete  against one 

opponent to deliver a 
requested good to a 
specified place. Players 
draw

 cards indicating 
goods and a place and 
m

ust navigate their ship 
token on the board (m

ap) 
in order to obtain the 
goods and to deliver them

. 

W
hat w

e’ve learned:P
layability over usability

•C
onsider your audience

•B
alance luck and skill
•A

ccept criticism
•M

echanics are m
ore im

portant than style

Y
ou are a new

 freshm
an at 

A
nyState

Institute of 
T

echnology. Y
ou are throw

n 
into a w

orld of m
ath jokes, 

physics stress, and frequent 
all-nighter com

puter science 
hom

ew
ork. Y

ou m
ust pick 

w
hat is m

ost im
portant to 

you, take the best steps 
possible to achieve it (even 
w

hen your friends m
ay try to 

hold you back) and com
e out 

on top! 

Future W
ork

•Playtest, refine  and finish prototypes
•Com

m
ence digital im

plem
entation
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