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Game Description and Background  

Game title and description 

Due to having no game design experience I decided to create a board game because I felt it would be 

easier to create than a digital game. When brainstorming about the game I decided to combine my 

love of soccer with my ideas. After researching into popular soccer games including Soccer Tactics 

World, Subbuteo and Footmania I came to the conclusion that all popular soccer games mimic real 

life soccer. I therefore created a hybrid of these three games by recreating soccer on a board using 

traditional soccer rules. I named my board game ‘Soccer Starter’, it requires two players to challenge 

each other, with the player who scores the most goals at the end of the set time winning the game. 

Detailed storyline and overall play structure summary 

Due to ‘Soccer Starter’ being a simulation of real soccer there is no set storyline like a digital game 

(e.g. Grand Theft Auto). Each time the game is played different scenarios and score lines will occur. 

Despite these distractions however the main focus of the game is to score goals which will result in 

victory.   

The play structure of the game is focused around the two dice. The game is based around rolling the 

dice then moving accordingly (see rules below). The game also starts with players in a 1-4-4-2 

formation (see appendix, Figure 4.1). This is so that there is a universal starting line-up. I received 

comments about players wanting to set their own formation (see appendix Figure 1.1, 2.1) however I 

decided to keep the formation universal to minimise bias. This is discussed further in play testing 

responses.  

Game Mechanics and Background 

Game-play details and an overview of game mechanics 

I have adapted a board similar to the one used in Soccer Tactics World (see appendix, Figure 3.1). It 

is a 16 x 8 square board. On the board there are 11 players on the field on each side represented by 

pawns. Due to the game still being in development pawns are currently just pieces of paper. The 

game will also include three dice. Two standard 6 sided dice to perform ball and player moves and 

one special shooting dice that decides whether you score a goal, win a corner or the ball has gone 

out for a goal kick. 

To win the game you must follow traditional soccer rules (see rules). At the beginning of the game 

both players decided on how long each half will be and the person with the most goals scored at the 

end of two halves (full time) will win. 

The game mechanics are simple yet effective relying on three main mechanics; dice rolling, single 

player’s turn and grid movement. Dice rolling in a game can be used for many things, however for 

this particular game, randomness is the key. The roll determines how the pieces move in accordance 

with the number on the dice. The dice keeps track of how many spaces a player can move the ball 

and the pawns (players). There are two normal six sides dice and a unique shooting dice to 

determine whether or not goals are scored. The game is played with one player rolling at the one 

time therefore making it a single player turn game. Grid movement occurs when pawns move on the 

grid in many directions. For ‘Soccer Starter’ the pawns moving across the grid is a primary objective 
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of the game. There are 11 pawns on the field at one time and managing where your pawns are in 

relation to the ball in the key to winning the game.  

Platform information, position in a genre 

‘Soccer Starter’ is classed as a sporting game due to players being tasked with controlling 11 pawns 

on the board. It can also be categorised as a strategy and tactics game because it revolves around 

strategic and/or tactical movement of pawns in order to set up for a goal scoring opportunity. Due to 

it being a board game it is situated in the first person perspective.  

Game rules 

Start; 

- Each player rolls one dice and the player with the highest score kicks off. 

Setup; 

- Team must start in a 1-4-4-2 formation. 

- Keeper must be place in the goalkeeper box to start inside the 6 yard box 

- 4 defenders are placed just outside of the 18 yard box (the second bigger box) 

- 4 midfields are to be place two rows in front of the defenders 

- 2 strikers of the attacking team are to be placed in the middle of the circle in their half. The 2 

defending strikers are to be placed outside of the circle in the defenders half (must respect a one 

square area around the ball). 

- See appendix for formation example. 

Attacking; 

- Roll the dice and get a number 

- Move the ball the number which is shown on the dice 

- Ball can move straight or diagonally. The ball however can only change direction ONCE. 

- Ball can move over any pawn on any team. 

- After the ball has stopped you may roll again to retrieve the ball. 

- Pawns can move straight or diagonally and can only change directions once same as the ball. 

- Pawns cannot move through opposition pawns 

Defence; 

- Once the attacker has rolled the dice twice; once for the ball and once to try and retrieve the ball 

it’s the defences turn. 

- Defence rolls the dice to try and attack the ball or contest the attacker on the ball. 

- If there are two players on the ball they must contest for it. 

- Both the attacking and defending team roll the dice. 
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- The highest roll wins the ball HOWEVER defenders have +1 on the dice roll. If the keeper is involved 

they have +2 on the dice roll. If the defence wins the ball they are now on offence. 

- Once the defence wins the ball they get to roll and move a pawn before they go on offence. 

Fouls; 

- When contesting for the ball if a player rolls a 1 and another player rolls a 6 then the player with 

the die roll of 1 has committed a foul and must be yellow carded. A yellow card is placed against the 

player’s number. If you receive two yellow cards then your players is removed from the field. 

- If the defence fouls the attackers in the goal then it is a penalty shot at goal 

Scoring; 

-  A pawn must be inside the 18 yard box (bigger box) to score a goal. 

- If the pawn receives the ball inside the 18 yard box and they win the contest then the attacker gets 

to shoot straight away. 

- When shooting you must roll the shooting dice. A soccer ball means goal, a flag means a corner and 

GK means goal kick (defenders get ball). 

Artwork 

For this project there was minimal artwork used besides the board design. If the project were to 

advance in development and eventually into production the board design could change as well as 

designs to other features of the game. This would result in more artwork needed which in turn 

increases production costs.  

Projected Design and Production Process 

The advantage of designing a board game is that the production value is relatively small when 

compared with creating a digital game. The board can simply be made from cardboard with a 

printed background. The pawns can also be cardboard cut to size with numbers printed on them. 

They can then be laminated to withstand usage finally dice are fairly cheap to buy with two dice 

costing $6.50.  

Whilst creating a board game is easier for myself due to no digital game experience, my distribution 

channels are hindered due to a lack of marketing and advertising. I do not have a marketing budget 

therefore the game will have to rely on word of mouth advertising and free social media posts. Due 

to a lack of marketing the game needs to look appealing. If the game where to make it into 

production, the box in which the game comes in must look aesthetic pleasing to entice the buyer. In 

regards to my target audience and who the game is aimed at I want it to be a family friendly game 

that both parents and children can play therefore I have given it an age rating of 10+. 

Play Testing Results and Responses  

Whist constructing this game I conducted numerous play tests during different stages of 

development. This allowed me to fine tune the rules and gameplay and eradicate any unnecessary 

features of the game. For play test one the game’s time limit was set to two 5 minute rounds 

(totalling 10 minutes game time). However the first play test determined that this amount was too 

short, it was then decided that players should be allowed to choose their own time limit similar to 

the popular digital game FIFA. Play test two was conducted with the same two players from the 
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original test to determine if any other changes were required. After receiving comments regarding 

the 1-4-4-2 formation (see appendix, Figure 4.1) players decided to experiment with different 

formations. However this resulted in debates about whether or not different formations gave 

players an unfair starting advantage over their opponent. Therefore it was decided that the 1-4-4-2 

formation would be the starting formation for both players to eradicate any complains. The 

remaining play tests had overall positive responses and I am happy with how the game looks so far. 
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Figure 4.1  

 


