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Overview 

Theme 
 
University ladders is a fun, light-hearted game which will be a great laugh for students and staff at 

the UOW campus, or those who are familiar with some aspects of it. By intertwining central ideas 

from Snakes and Ladders, as well as Monopoly; I’ve curated University Ladders as a game so just 

about anybody could play it. This game, whilst slightly different from my initial prototype, stays with 

the primary ideas that I had in mind, with the theme of University life; but is now improved with 

different modes and methods of playing. University Ladders follows the theme of University, or more 

specifically; UOW. Each space on the board is named after a place in UOW, such as Carpool or 

Building 25, and allows fellow students and peers to have a little bit of a giggle whilst playing. I built 

this world based on my own personal knowledge and experience from life at University, and both the 

negative and positive outcomes that I’ve had throughout the years.  

 

Background 
 
The original plan for my game was based on the popular, and well-overplayed game; Monopoly. 

Monopoly is a game with meaning, according to The Conversation, “It was designed 100 years ago to 

teach the dangers of Capitalism”. Although this was truly relevant at the time, most of us probably 

lack all knowledge that Monopoly once attempted to preach. It seems that the intention Monopoly 

first attempted to have, has since been washed away. As the Smithsonian states, it has since “become 

a staple of pop culture, and appears in everything…”. Monopoly is easily one of the most identifiable 

games in the world, and one that has so many variations of it. Honestly, whilst I do know and love the 

game; as I grow older and wiser, I’ve come to the realisation that maybe Monopoly isn’t such a great 

game after all. Sure, it does have an exciting concept, yet the repetitiveness of the entire game is 

surely boring after a while; unless you’ve had a few drinks in your system.  



The targeted audience for my game “University Ladders” are those who study at UOW or those who 

are familiar with its campus. Although, it has been proven that those who are not aware of certain 

aspects of UOW can still enjoy the game; which will be spoken about more in my playtesting results.  

The genre of the game is light-hearted and easy to grasp, which is what I intended initially overall. I 

personally find games that have a lot of rules and foundations, harder to understand and enjoy rather 

than those that have fewer rules and regulations. I’m not a particularly great “game-player” myself, 

which is why I intended to create a game so just about anybody could interpret the rules and be able 

to play in a matter of minutes.   

 

Rules, Materials and Gameplay 
 
The rules for University Ladders are simple, and easy to understand. By keeping the central ideas 

from both Snakes and Ladders and Monopoly, whereby each player has to roll dice to move and reach 

the finishing point; I’ve linked similar aspects in my game, which players will find both familiar and 

easy to learn.  

For University Ladders, there can be a range from 2-5 players at once. Each player has the option to 

chose an item as their representative on the board (for playtesting, I utilsed some of the pieces from 

my personal Monopoly at home) and they all place their respective piece on GO.  

 

1. Each player receives 4 cards before the game commences. These cards are placed facing 

downwards, that way they are clueless as to what they may say. 

2. All players begin at GO, and one-by-one roll one dice to begin moving up the board.  

3. If a player rolls a 3, they will have the opportunity to pick up one of their four cards. All cards 

must be facing downwards, that way they are clueless as to what they are picking up. Each 



card will either be a consequence or an advantage card, which will effect their gameplay. The 

consequences will negatively effect their play, whereas the advantages will be of their gain.  

4. Both the consequence and advantage cards are worth points. These points will also determine 

how a player moves on the board. For example, if a player receives an advantage card which 

has the number 2 on it; that means that move forward 2 places. And this will be similar if they 

pick up a consequential card, but they will move backwards on the board. All the cards are 

worth different amounts of points, and will impact your gameplay severely. 

5. The HD and Fail places on the board are also another positive and negative outcome for the 

players. If a player lands on a HD spot, they will move forward 2 spaces. Alternatively, if they 

land on a Fail spot, they will move backwards 2 spaces. This segment makes the game overall 

more interesting, competitive and lengthy.  

6. If a player runs out of cards to pick up, they have two options to chose from. A) Roll the dice 

again. Or B) Steal another player’s card. But in doing so, will result in having to move back one 

space.  

7. The goal of the game is to reach the finishing point. The first player to do so, wins.   

 

Process 
 
Ideation and Prototype 
 
My initial prototype, Uni-opoly, failed awfully in a few different aspects. Although the theme is 

something I still love, as I imbedded it into my new game, the actual game itself was too much as a 

replica of Monopoly and was lacking originality. Although the play-testing experience with this was 

overall positive, I found that the game was boring and repetitive, not having any particular end result; 

much like traditional Monopoly in a sense.  



This is when I decided to refine my ideas a little more. My prototype was ok, but could be improved 

much, much more. Which is why I decided to create University Ladders. By continuing with the central 

theme I had in Uni-opoly, and changing the mechanics and game-play; I was able to create 

something which players could actually look forward to finishing and be able to relate to.  

Here are some images of the final version of my game, University Ladders.  





 

 

Playtesting and Feedback  
 
Playtesting for Uni-opoly was successful, but lacked excitement. Although the players (various 

members of my family), understood the game; there were a lot of elements missing, such as various 

parts of the rules and pieces of the board. My Mum even said that she didn’t particularly see the point 

in the game, or finishing it, much like traditional Monopoly. The first prototype was too difficult to 

curate all the elements necessary for the game to be completely successful; which is why I executed 

the new idea of University Ladders.  

I playtested University Ladders with my family twice throughout the past week. The first game was a 

little shaky, as I had to sit down and explain the rules as I hadn’t written them up properly yet. The 

explanation was easy and my family received it well. Our first game lasted about 30 minutes, with 



about 20 minutes of actual game play. I ended up winning in the end, and my brother was actually a 

little annoyed as he thought I cheated (news flash, I didn’t cheat). The second time went a little 

better, as we all had a decent grasp of how the game worked. Although, my Mum is a littler slower 

with understanding some of the logistics. She vehemently voiced her opinion on how she thought the 

game was rigged, due to her receiving mostly consequential cards and gameplay.  

Overall, our playtesting was positive and my entire family said that it was a great foundation for what 

could be an amazing game. I’m aware there are a few technical problems with the game that I didn’t 

overcome, such as never rolling a 3 or never landing on a HD or F space; but fortunately this didn’t 

occur in my personal experience.  

My family’s overall feedback was positive, and voiced that there were a few minor points that could 

be improved. They didn’t particularly understand the theme of the game, which I expected initially, so 

I did have to explain some of the experiences and points that surrounds UOW. But, this is also due to 

them not really having any sort of inclination as to what University life is like; or more specifically, 

University of Wollongong Life. I’ve taken the feedback well, even from my first prototype, and tried to 

create something that could be more enjoyable; which I believe I’ve done.  
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