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Part One – Overview: 
Theme: 
Confiscated is a thematic game based around airport customs and the items 

that you can and can’t take through. It builds a world where one player acts as 

a customs officer and all other players are passengers who try to sneak both 

legal, and illegal, items into the country to earn the most money possible. 

Even though it does not say so anywhere in the game it is based around 

customs in Australia since that is where I found most of the information about 

contraband items that could be used on cards. 

 

Background: 
The categories that this game falls under include: bluffing, card game, 

negotiation and party game.  

 

The most similar product to my game on the market is Sheriff of Nottingham, 

which my game uses a lot of aspects from to create the game world. Some 

other notable titles that are similar to my game and are already on the market 

include: 

• 10’ To Kill 

• 13 Days: The Cuban Missile Crisis 

• 13 Dead End Drive 

All of these titles are hidden information games where bluffing and deceit are 

important factors in deciding who wins and loses the game. 

 

Marketing: 
Marketing of board games can be quite a difficult task if you don’t know the 

best places to put them where potential consumers can show interest. 

Through my research some of the best places to advertise a new game 

include: 

• Kickstarter 

• Indiegogo 

• GoFundMe 
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• Traditional Online Product Launch (developing a direct email list 

created through online board game communities such as Board Game 

Geek) 

By marketing directly through sales/funding sites and having a product 

website you are able to generate awareness about the game while also 

constantly reminding potential consumers about the ability to invest in the 

creation of the game. 

 

Production: 
Production costs are one of the scariest aspects of creating a board game 

and is the reason why so many projects currently out there use crowd funding 

services (as mentioned previously) to help create the material aspects of the 

game and pay for enough print copies for, at the very least, a trial print run of 

the game.  

For the poker chips I found an Australian website which prints custom design 

chips at $0.48 a chip when buying 10,000 or more chips in the one go. 10,000 

chips would be enough for a trial print run of the game and the website 

provides the option for custom printing (to get some $5,000 chips and the 

majority $1,000 chips). Each copy of the game would need at least 300 chips 

with the option to buy extra if required. 

On the website printerstudios it is possible to buy fully customisable 90 card 

packs of cards (in shrink wrap) for $4.40 a deck when purchasing more than 

1000 packs at once. 

With 10,000 chips and 300 chips in each pack you can distribute 33 decks in 

the initial trial run, since this is probably not enough I would need to double 

the amount of chips and purchase enough decks of cards to match. The total 

for just the chips and cards alone (price not including box, rule book, art, etc.) 

comes to $10,418.40. 

 

The rules, materials used and pictures showing how a round of gameplay 

would typically unfold are all shown in a Google doc I made allowing me to 

easily update and share the rules with people who are playing the game. Here 

is the link to the Google doc. 
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Part Two – Process 
Ideation: 
My Ideation Process for this game went through a few stages. This would 

normally be considered a good thing, and I’m sure after going through multiple 

concepts for this assignment I chose the most engaging game design. That 

being said it does make me a little bitter when I settled on the first idea I had 

(it’s not even like I had better things to be doing with my time, what can I say, 

I’m lazy). 

 

All of my ideas for the game revolved around the broad theme of being 

airport, or airplane related. My initial concept, and the one I eventually settled 

on, is a game of deception where the goal is to amass the greatest fortune by 

the end of the game. I was in love with this concept from the start because 

after the rules have been explained the game essentially plays itself. It gives 

players the opportunity to play however they want, whether that be playing 

safe, high risk for high reward, make use of bribery and allows people to team 

up on other players (without ever knocking the player being ganged up on 

completely out of the game). When I initially came up with this concept I 

hadn’t really thought too much about exactly how I would implement this idea 

and was more basing it off the already existing game, Sheriff Of Nottingham 

which, although I have never played, was discussed during one of our classes 

and appealed to me as being the type of game I would want to create.  

 

My second idea for the game was one that I generated simultaneously with 

the idea of getting through customs. My reason for doing this was because 

while I was having ideas about the first game I was struggling to move away 

from the idea of doing something similar to Sheriff of Nottingham and ended 

up almost completely copying the game rule for rule and mechanic for 

mechanic. My second idea was about players trying to “survive” an 

uncomfortable, long flight. This concept never made it past the early 

development of ideas stage but while I was still considering it things like how 

to deal with people farting, needing to get up for the bathroom when you 

aren’t in the aisle seat, having in-flight entertainment that doesn’t work and 
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annoying children kicking your seat and crying where some of the things I 

wanted to have as aspects of the game. 

 

My third and final idea was one based around losing your luggage, it would 

either take the shape of trying to figure out which suitcase is yours on the 

luggage carousel (this would be a team based game where everyone needs 

to select their bag correctly but nobody knows what their own bag is but get 

certain hints about other players bag). The other idea was a game based 

around having a suitcase sent to the wrong destination and then having to try 

and find out where it ended up and how to get it back. The main issue with the 

second idea was that I was having trouble working out how it could be a 

multiplayer game. 

 

Initial Prototype – Images from Second Blog Post (Work in progress 

Prototype): 
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By this point in the prototyping process I had already locked in exactly what I 

wanted the final product to look like but hadn’t made much headwind on 

actually doing it (see, I really am lazy). At this point in the process I have 

poker chips to represent the total money of a certain player and the cards 

seen above. All of the cards at this point had the value amount written along 

the bottom and all red and orange cards had been coloured along the top. 
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Playtest Results: 
 
Player 1 – Brooke Eager  
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Player 2 – Robert Jankowski 
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Player 3 – Jo Robinson 
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Player 4 – Trevor Robinson 

 
“Trevor Robinson // Yes // Yes, but would be better after playing a few times // 

No // Yes and yes // Yes // Engaging, Good fun when played with friends. 
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Opportunity to call into question their honesty. // Difficult to work out optimum 

strategy when first playing // Mark value on the coins.” 

 

Findings and Results: 
Despite my four successful attempts at getting people to play my game, I had 

more failed attempts for various reasons such as not wanting to, being tired, 

being drunk, etc. but even with only four feedback forms filled out I was able 

to get exceptionally helpful advice. There were two things that all people who 

filled in a feedback sheet had to say, and they were: 

1. The rules are unclear 

2. The design element needs to be finished to complete the game 

 

All things considered only having two points to work on should be considered 

a massive plus and neither was exceptionally hard to fix. Brooke and Rob 

where the first two to fill out feedback forms for my game after they both 

played it during week 10 in class (the game was about as far through 

development as it appears in the above prototyping section, which also 

answers why they wanted to see more elements). At that point in time there 

was no written copy of the rules and I had only just settled on what the rules 

were going to be during that class so trying to explain it to them and having to 

come up with new rules as they were playing to compensate for situations that 

were arising so it came as no surprise that the two of them talked about 

needing firm, written rules as the next big thing that needed to happen in the 

assignment. 

 

Both of my parents also filled out evaluation forms after playing the game on 

multiple occasions themselves. Much like Brooke and Rob my parents raised 

concerns about how the unfinished state of the game may be affecting its 

enjoyability. Even though the game was much closer to completion at this 

point there were still a few things to do and my mum seemed more interested 

in suggesting new material elements the day before submission. By the time 

my parents were able to play the game I had written a rules/materials list and 

was able to show that to them instead of having to explain the rules to them 
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myself. Both of my parents either made comments about either “the rules” or 

the game being “difficult to grasp” which is funny since they only asked 3 

questions between them and didn’t have one issue while playing (what??? 

They aren’t going to read this, I can say whatever I want hehe). 

 

Thankfully Chris (or I guess I can just say you?) helped with the issue of 

having potentially confusing rules the day of submission by suggesting 

making use of gameplay diagrams/photos as a separate section to the rules 

which would detail the step by step process of how each round would be 

played and at least allowing players to get started as they slowly make sense 

of the rules. 

 

With regards to finishing up the game itself it was just a matter of taking some 

extra time to finish putting coloured lines at the top of all the cards, creating a 

rough sketch of a potential player board and researching banned items that 

aren’t allowed through Australian customs to put on the contraband/illegal 

cards. 

 

Iteration (aka “Confiscated return of the si.... prototype”): 

My current prototype (and version for final submission) can be seen below: 
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The addition of the gameplay explanation suggested by Chris (mentioned 

earlier) can be found in the Google doc linked under the heading “Rules, 

Materials and Gameplay” 

 

Part Three – Final Thoughts and Future of 
Project: 
If I had more time and a budget that goes beyond stuff I already own or am 

given there are a whole bunch of things I would have loved to do with this 

game to really help it bring the theme to life.  

 

One of the things I would have done is create a lanyard for the customs 

officer. This would not only track who the customs officer actually is but create 

a sense of authority by giving the person playing the customs officer 

something that nobody else has. 

 

Another idea was to add official text (or at least text written in the same way) 

with little details of offences straight from the Australian Government website 

for customs and border protection. This would most likely take the form of 

adding little notes in super small fine print on many of the illegal cards that 

could show things like  

• *Up to 10 years Imprisonment  

• *<10 Litres (of liquid specified on card) is legal for personal 

consumption. 

This would help add an element of education to the game or at the very least 

get people to think about what they should or more importantly shouldn’t be 

either taking away with them or bringing back home. 

 

Another really nice idea that would have been great to somehow achieve 

would have been making little suitcases/carry-on bags to store the 4 cards 

being taken through customs each turn. Although it is completely unnecessary 

when it comes to actually playing the game (since the cards always need to 

be laid out separate on a surface anyway) but it was an idea from an earlier 
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iteration of the game where a customs officers action would be to check 

someone’s luggage in it’s entirety.  

 

Of course there are other smaller things that I would have liked to do 

including: 

• Creating a box design for the game itself 

• Being able to add more cards to the deck  

• Designing a card back instead of the blank playing card red back 

• Creating an actual hard copy rule book with colours and images 

• Source poker chips with the correct values printed on each of the chips  

 

I would also want to look into a cheaper alternative for currency than poker 

chips going forward due to the sheer cost involved in printing a trial run that 

uses poker chips. 

 

 


