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Overview 

The title of my game is called ‘Don’t Question It’, and this was thought of during a class activity 

where we had to write down five game names in five minutes. As challenging as it was, I happened 

to like Don’t Question It over the rest and automatically decided a trivia game would fit this. 

Murphy (2019) suggests the benefits of trivia games include improving and expanding your 

knowledge and have fun doing it.  

 

Background: 

Genre and Audience 

The trivia genre may not be popular to some people although with the addition of particular 

elements throughout the game, it is not just based on testing your knowledge against friends and 

family, but rather the stealing mechanic is introduced so you don’t have to get every question 

from every category correct. My prototype has a very simple, minimalist aesthetic which can be 

attractive to teenagers 14+ and adults, though the bright bold colours that are used can also grab 

the attention of younger children; this was noticed when I showed the game to my extended 

family and my two younger cousins (one 5 and the other aged 7) were interested in playing but 

unfortunately they didn’t understand the rules and were not able to answer the questions.  

 

Comparable titles and products 

The categories in the game were inspired by the very popular game, ‘Trivial Pursuit’. ‘In the past 

three decades, over 90million games of Trivial Pursuit have been sold in 26 countries and 17 

languages’ (Rees 2010). Trivial Pursuit is not themed like most trivia games are; it provides general 

trivia knowledge that evens out the playing field a bit. My idea stemmed from this as I hoped to 

improve and expand my audience’s knowledge and for their enjoyment. Along with needing to 

know the answers, you will also need to think statistically about each move you make. ‘Your 

decisions are constrained by other players’ decisions’ (Magpantay 2018). This mechanic was 

brought in by inspiration from the board game ‘Splendor’ as players can eventually steal from 

each other. 

 

 



Marketing and production costs: 

To get the final product of ‘Don’t Question It’ I needed to do some research to find out how much I 

would need to spend and if I would get anything back from it. Depending on the popularity of the 

game, the size and the variety of themes they come in; trivia games usually range from about $25-

$30. After estimating the costs of each piece of material I need for my game, I will end up spending 

around $18 on each game. This includes the box, the rules, an A4 sized playing board, six standard 

movers and the playing cards. In order to make a profit, I would push up the price to $25 each 

which seems to be acceptable as the standard price of trivia games are of a similar price. I feel my 

game has the potential to be publicised as I have not received negative feedback from my play 

testing, only adjustments and improvements.  

 

Potential publisher:  

Publishers are important when it comes to getting a board game out to the public, even though a 

lot of them do not sell to the general public, rather they provide access for business to business 

dealings. One potential publisher that I have found through my research is ‘Days of Wonder’ where 

they sell top quality games of a small quantity, causing games to be in high demand. Another 

publisher that has good ratings is Z-Man games who publish a lot of games to see what sticks with 

their audience. 

Rules 

Key mechanics and gameplay loops: 

The mechanics of my game are important as they provide the feeling of an actual ‘game’ over it 

being just a quiz. My game would suffer without the mechanic of moving across the board to 

categories of the player’s choice and it wouldn’t have a big enough purpose without the ‘black’ 

category on the board, allowing the stealing mechanic to come into play. The secret of only 

yourself knowing your combination card is another area that drives this game and makes it more 

competitive and brings in the degree of confrontation.  

 

Three Act Structure: 

In regard to the Three Act Structure, I will explain how the game factors in each play. Without the 

First Act, this prototype is simply a list of questions that hardly functions as a game. One 

combination card is selected at random from the deck to each player and not revealed to the 

other players. During the Second Act, players answer trivia questions from the categories in which 



their player is placed on the board and are allowed to collect the trivia question after they get the 

answer correct. The Third Act is the last phase of the game where you could lose everything you 

worked for within seconds. Players can take any coloured trivia question card that you have 

answered correctly for themselves. 

 

Game play and rules: 

The games rules go like this: The trivia questions are placed in their categories face down, each 

player selects a combination card at random and kept to themselves. The cards must not be 

shown to the other players as they will know which trivia categories you are going after which will 

benefit them. Each player places their character on the board of their own choice (keeping in mind 

you only get to move one space on the board each turn) trying to work out a beneficial route to get 

to all the categories on your combination card. The eldest player answers their question first, 

followed by the player to their right.  

The player on the left reads the question on the trivia card, if the player gets the answer correct, 

they get to keep the question card. If the answer is incorrect, the question card is put to the side, 

but they are able to answer another question of the same category in their next turn. If a player 

decides to land on the black category on the board, they must answer the more difficult trivia 

question in order to steal another player’s question card. Once the player receives all the coloured 

cards that match their combination card at the beginning, they win.  

Development process 

Ideation and prototype details: 

I decided to go with hexagons as they are so simply aesthetically pleasing and each design I 

created for the prototype, the shapes connected together so well. I was able to make different 

versions of the board on Adobe Illustrator, along with designing my combination cards and trivia 

categories using the same platform.  

 

 

 

 

 

 

 

20 Combination Cards: front and back shown below 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Playtesting and iteration: 

First play test, 15th May: With the basics of an idea, my first play test consisted of a very simple 

trivia game with no other mechanics or aspects to the game. There was clearly something missing 

when I decided to get three of my family members to play it for the first time. They claimed there 

were no thrilling elements to the game and that there are similar games published. My brother 

said the coloured die was interesting but I “could have just made it a card game.” I was initially a 

little hurt by their comments, but I understood it needed a lot more work.  

 

 

 

 

 

 

 

1x A4 Game Template 

5x categories of trivia questions 
(40 cards each category) 6x characters 



Second play test, 24th May: With the addition of mechanics and updated rules, I continued my 

playtesting with 4 peers in my class. I stood by watching them play and answered any questions 

they had. My feedback suggested there be more trivia questions and more combination cards, as 

the game duration was a lot quicker than expected as Noah (first image) completed his 

combination card within five minutes. Another suggestion was for there to be more categories on 

the combination card or more rounds so the duration lasts longer. The feedback from my peers 

helped me realise I had all the rules and mechanics down pat, I just needed to create items for the 

game play. I responded to the feedback by doing exactly what they suggested. This play test ran 

smoothly and was very helpful. 

 

 

 

 

 

 

 

 

 

 

 

Third playtest, 28th May: As my game doesn’t have a specific theme, after playtesting it a third 

time with four of my friends, one friend suggested making different versions of the game. This was 

initially implied by my tutor earlier on during a tutorial, but I plan to take it into consideration. 

Another proposal was to include a bluffing technique to add more competition. There was little to 

no negative feedback for my final version of ‘Don’t Question It’, there were a couple of rounds 

played and each game was played it for at least 45 minutes.  

 

 

 

 

 

 

 

Winner of the play test 



 

 

 

 

 

 
 
 

Final thoughts: 

Overall, I am pleased with my final prototype and was very fortunate my playtests were able to 

undergo major construction over the past month. I would like to keep the same layout and 

aesthetic if I were to publish this game and make the design and illustrations more detailed than 

they are in my prototype. I hope to eventually create different versions and themes of the game for 

a wider audience. 
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