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Overview 

Theme 

P’s Get Degrees is based around surviving a university degree all while doing the bare 

minimum required. The aim is to make it to the end of the game and complete your 

degree without burning out from too much stress. On more than one occasion during 

my time studying I have uttered the famous words “P’s get degrees. All I need is to 

pass”. There have been times when doing the bare minimum required was all I could 

muster and that was enough to survive the semester. These experiences are the basis 

of my game. 

 

Background 

Genre 

In a way, P’s Get Degrees could be considered to fall in the educational genre of games 

as the game is based in a university setting. However considering the game doesn’t 

offer any opportunity for learning, it would be more appropriately considered to be a 

roll and move game. There is some strategy involved in P’s Get Degrees as players need 

to decide which progression cards to use. Players must decide whether they want to try 

and reach the end of the game faster by using higher cards but potentially burning out, 

or if they want to move slowly and save their faster moving cards for later in the game.  

 

Audience 

The key demographic for P’s Get Degrees is university students generally aged between 

18 and 26. This is the key demographic as it is likely that they are more interested in a 

game about an experience that they are familiar with, than an audience who is 

unfamiliar with the university experience. The age of people who would be able to play 

this game spans a broad range but the age range for people who would actually be 

interested would be much smaller.  
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Comparable Products 

P’s Get Degrees has very similar roll and move mechanics to Monopoly and Snakes and 

Ladders. Players choose which progression card to use, which replaces rolling the dice 

in Monopoly, and move the respective number of tiles. Players experience chance cards 

which will either advance their position in the game or draw them back, replacing the 

ladders and snakes respectively in Snakes and Ladders. 

 

Materials 

The materials needed for P’s Get Degrees include, a game board, six meeples, 66 

progression cards (11 cards for each player, coloured to create groups of 11), 24 chance 

cards and a box to store all items in. 

 

Setup 

P’s Get Degrees is set up by placing a meeple for each player at the ‘Day One’ tile. Each 

player is given a shuffled deck of progression cards (matching the colour of the meeple 

of their choice) and is placed face down in front if them. The chance cards are shuffled 

and placed on the space on the board labelled ‘chance’. All players take the top 

progression card from their deck and reveal what number is on it. The player with the 

highest number plays first and the game continues in a clockwise direction from there. 

If two players both draw the same highest number, they then draw a second card and 

the player with the highest card plays first. Once the first player is decided all players 

return the card they drew into the deck and shuffle the deck again. Each player draws 

three cards from their deck and now the game is ready to start. 

 

Rules 

The first player chooses one of the progression cards in their hand and moves the 

amount of spaces on the board that matches the card. Once the card has been played it 

is returned to the bottom of the player’s deck and they draw a new card from the top of 

their pile.  
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The progression cards are numbered two through to twelve and each card has a ‘stress 

level’ attached to it. Cards two to five are given a low stress level, cards six to nine are 

given a moderate stress level and cards ten to twelve are given a high stress level. The 

level of stress attributed to each card affects how it is played. Low stress level cards 

can be played as many times in the game as a player wishes. Moderate stress level 

cards can be played three times in the game before they are considered ‘burnt out’. 

High stress level cards can only be played once before being considered ‘burnt out’. 

Once a card is ‘burnt out’ it can no longer be played and is discarded to a separate pile.  

 

Once a player has completed their turn by playing a progression card and moving their 

meeple the number of spaces specified, returning their card to the deck (or discarding it 

if it has been burnt out), and collecting a chance card if required, the next player can 

begin their turn.  

 

Gameplay 

The player who drew the highest card during set up plays first. From the three cards 

they drew from their deck they will choose which card to play and move their meeple 

the respective number of spaces. Once a player has used their progression card it is 

placed at the bottom of their deck, unless burnt out, and they draw another card to 

ensure they have a hand of three cards at all times. The game continues in a clockwise 

direction with all players using a progression card to move along the board. If a player 

lands on a tile labelled ‘chance’ they pick up a chance card and follow the directions on 

that card. The first player to reach the ‘Graduation’ tile wins.  

 

Process 

Ideation and prototype 

I knew from the beginning of the semester that I would likely end up creating a game 

based on the university experience. This is an experience that I am very familiar with, 
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and not being much of a gamer in terms of analogue games, I found it difficult to 

brainstorm ideas that I was interested in or had a lot of knowledge about like I did with 

university. Before I began really thinking about how the mechanics of the game would 

work and what the game would look like, I began to think of ideas for the chance cards 

as this felt like the easiest thing to take notes of as I thought of them. Initially I only 

came up with five ideas for chance cards but knew that all the cards would end up 

being quite similar. My first ideas included, 

o “You received a high distinction! Move forward X spaces.” 

o “You passed your exam! Move forward X spaces.” 

o “You got too distracted at Uni Bar. Miss a turn.” 

o “You failed your exam! Move backwards X spaces.” 

o “You failed a class. Move back X spaces.” 

When I first thought of these few rough ideas, I didn’t know how much movement each 

card should dictate as I wasn’t sure how large the board would be. 

 

 

 

My initial design for the board was very small as I didn’t appreciate how quickly you 

would move through the game using both a die and the chance cards. After one 

playtest it was evident that the board had to be at least doubled in size. The first board 
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design only had 23 tiles on it and included the idea of the Uni Bar tile playing a similar 

role to the Jail tile in monopoly where players could become stuck on that tile. I had 

initially thought of including a chance card that sent players to the Uni Bar tile but 

decided against it. I thought that the mechanic of possibly sending a player from the 

third tile half way through the game, or a player who was about to complete the game 

back halfway, could speed the game up too much.  

 

 

 

After play testing this board and realising it needed to be much longer I created a 

second board. While creating this board I attempted to continue with the snake like 

design because I thought that in future that shape could work well with the 

background design of a university campus. However, I found drawing and designing a 

larger snake like design incredibly difficult and decided for ease of having a prototype 

to use, I would simply mimic a Monopoly board as it was much easier to draw. 
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Playtest results 

A feature that I didn’t get to play test as much as I would have liked was the 

replacement of the dice with the progression cards for each player. The idea behind the 

stress value on the cards is linked to the concept of students avoiding burnout due to 

stress. In P’s Get Degrees players only need to do the bare minimum required to make it 

to the end of the game but if they get too stressed and burn out they won’t make it. 
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There were a few areas that I noticed could use some further development or at least 

needed consideration. These included possibly having players hold more cards at once 

– possibly four or five to give them more options on ways to move – and whether or 

not the inclusion of chance cards is necessary. I think the chance cards are required 

because without them the game may become dull and monotonous with just playing a 

card and moving tiles. I think the chance cards or something similar is required to 

change the game up and keep it interesting.  

 

 

 

Iteration 

When submitting my blog post with the initial ideas for my game, my tutor Richard 

suggested the idea of replacing the dice with the progression cards. He mentioned that 

he thought this better addressed the idea of a student trying to do the minimum 

required to get to the end of the game. In addition to this, after play testing my original 

board game, I developed a new board to be longer to allow the game to play for longer 

and give players more of a challenge and hopefully more excitement. 
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Final thoughts 

Given more design time I would develop the layout of the board more. As I found it 

difficult to design a layout that mathematically worked, more time may have been 

helpful to come up with a better design. Originally I was hoping to design a windy, 

snake like board but this was really difficult to design while making sure there were 

enough tiles. I settled on a board layout that mimics a Monopoly board but would have 

liked to have made something more aesthetically pleasing.  

 

I would like to design the board to look like a university campus. I wasn’t able to do 

this during prototyping as I would have liked to have reached out to a graphic designer 

to collaborate on a design to create something. I possibly would also change the design 

of the meeples to represent something more university based such as graduation caps, 

books, or a variety of objects.  


