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OVERVIEW 

THEME AND GENRE 
In my game ‘Colour Chain’ it is hard to define a theme, but this in itself can be its definition 

and therefore if I had to describe it I would ultimately define it as an Abstract Strategy Card 

Game. There are several reason for this decision: 

1. I wanted my game to be playable by virtually anyone who wanted to. It has minimal 

mechanics and rules, and can be played after taking probably 2 minutes to learn. 

2. I went through 2 whole different designs of games in different genres that included 

some themes and story, but I tend to get swept up in the complexities of unnecessary 

storylines and mechanics, so I wanted the gameplay to be the sole focus here. 

3. Hypothetically, this game ‘Colour Chain’ provides an excellent base format for 

anyone who would want to create a board/card game for an already established 

fandom. The ‘lack of theme’ means this game is easily re-brandable for potential 

investors. For example, if HBO and Game of Thrones wanted to create a very simple 

Risk type game but in the GoT universe (I know this already exists), they could 

purchase the rights to this game and simply replace the colours with Houses of the 

lore and it would be instantly marketable and playable for a wide audience. 

 

BACKGROUND 
AUDIENCE 

Without having a large audience of playtesters, specifically children, or even knowing any 

children and not being able to perceive their intelligence levels relative to their age, it is hard 

to set a minimum age for this game. Researching similar games to mine such as Risk, it is 

rated at 10+ and has many more mechanics and rules than Colour Chain. Even Ticket to 

Ride, a game more complex than mine is rated at 8+ (both on boardgamegeek.com 

respectively). After researching, I would arrive at an estimated age by factoring these in with 

the thematic and graphical content present (none), readability of rules (minimal effort 

required) and my perception of its difficulty (easy), resulting in an estimated minimum age of 

play of 4-6 years +.  

 

COMPARABLE TITLES AND PRODUCTS 
There are a few products currently on the market with aspects that I will compare to Colour 

Chain; 

● Risk $35+ 
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Both involve strategy and conflict to achieve victory at the end of the game. 

● Blokus $35+ 

The placement of coloured shapes onto a board with a grid which puts you in opposition with 

your fellow players. 

● Azul $45+ 

Collection of a set amount of pieces is required before you can be granted any points. 

 

POTENTIAL MARKETING ELEMENTS 
The following are aspects I consider to be the major selling points or marketing elements of 

Colour Chain: 

● Due to the low age recommendation, it is virtually accessible to all ages. Children 

younger than the guide are welcome to play if they can read, but are probably not 

going to be interested anyway. 

● Relating to the age recommendation, this means it is a simple, fun, easy to learn and 

play card game, thus creating vast markets and audiences. 

● Relating to the next point, most of the pieces associated with this could easily be 

replaced. The cards could be swapped with small tokens for example. 

● As earlier mentioned, the lack of theme makes this game suitable for licensing 

purposes, with easy rebranding to any theme wanted. See previous example under 

AUDIENCE. 

 

PRODUCTION COSTS 
There are many insightful blog and forum posts on the economics of board game production, 

some I found useful were:  

● FoxTrot Games 

● Plankton Games and Plankton Games again 

However, the only site I found where it would give me approximate costs for production 

without directly contacting a company was http://www.howmuchtomakeaboardgame.com. 

Using this website the estimated costs for 1,000 units of Colour Chain would be ~€4634 or 

$7443, let’s round to $7500. This included: 

● Packing box of 121x94x17mm 

● Folded cardboard inlay 

● A3 gameboard 

● Up to 55 cards 

● Folded leaflet (rule book) 
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If each game costs ~$7.50 to make, x5 MSRP to sell would be $37.50, just within the 

average board game price of $35-$40. I would however not charge this much, somewhere 

between $20-35 personally, but I digress. 

 

POTENTIAL PUBLISHERS 
There are two routes for publishing board games: professional publishing and 

self-publishing. If I were to choose professional publishing I would want it to be published by 

an Australian organisation, there are many seemingly good options to choose from all with 

their own pros and cons, such as:  

● Good Games Publishing 

● Ventura Games 

● Cravon Studios 

However, I would choose to self-publish my game considering how well some products do 

on crowdfunding websites, such as: 

● Kickstarter 

● GoFundMe 

● Indiegogo 

It is riskier and more stressful to do this yourself, but if successful there is significantly more 

profit in the end, offsetting many if not all costs and enabling you to have more control and 

create a better product. 

 

RULES 
 

RULES 
● To determine player order, take 1 card of each colour and shuffle them. Each player 

states the colour they think will be drawn first. The person who is correct starts first 
and the order proceeds in a clockwise position. If there is a tie, continue this process 
with ONLY the players who are tied, repeat until there is no longer a tie. 

● Each player selects ONE set of colour cards per person. 
● The end of the game occurs when ALL players have run out of their designated 

cards to place.  
● Once the game has ended, point scoring begins. See SCORING below. 
● You will place ONE card per person, per turn in a slot on the board. 
● You will start by placing your first colour card anywhere on the board. 
● You MUST only place a colour card adjacent to one of your cards currently on the 

board.  
○ DIAGONAL PLACEMENT OF CARDS IS NOT ALLOWED. 

● Once all four players have placed a single card in that turn, the next turn begins. 
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● You CAN place your card on top of another player’s card. Doing so will remove their 
card from play. You will keep this card until the end of the game as it is used for 
additional points. 

 
SCORING 

Once the game has ended: 
● Points are given at the end of the game for ONLY FOUR connected cards in a row or 

column of the same colour. This is worth 4 points. 
○ DIAGONAL CARDS DO NOT COUNT AS BEING CONNECTED. 
○ 1, 2 or 3 cards on their own with no 4th card of the same colour connected is 

not worth any points. 
● 1 additional point is given PER card you have stolen from other players.  

 

 

KEY MECHANICS 
The two key mechanics I want to focus on is the aspect of ‘overtaking’ another players’ card. 

This is done by placing one of your own cards on top of their card, removing it from play and 

it being placed in your possession, granting one point per stolen card at the end. This 

mechanic forces jovial conflict between players, and after a certain amount of turns all of the 

player’s card cannot fit on the board and they have to place their cards on top of other 

players at some point. The other mechanic is related to the first in that they are point scoring 

mechanics, this one is the fact that you need have placed 4 cards adjacently at the end of 

the game, in a row or column, to secure four points. 

 

CORE GAMEPLAY LOOPS 
Each round of play will essentially follow one of two phases, the first phase where players 

are placing their cards on the board, and the second phase where there are no longer free 

spaces to place and you are forced to overtake other player’s cards if not already doing so. 

 

THREE ACT STRUCTURE 
The first act and game starts by each player placing one of their coloured cards anywhere on 

the board, while players are free to overtake other player’s card at this point, some will 

choose not to, therefore the second act occurs when all available spaces on the board have 

been filled and players and now forced to overtake other’s cards on their turn. The third and 

final phase is triggered when each player only has one card left to place, and thus the last 

round is in effect. 
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DEVELOPMENT PROCESS 

IDEATION 
CREATION PROCESS 

The most difficult part of my process was during creation. As previously mentioned in this 

dossier, I theorised two entirely different games that I considered creating but ultimately 

decided not to pursue any further as I found myself getting too deep into the stories, themes 

and core mechanics involved. Figure 1 details my thought process I put onto paper while 

trying to creating what is now Colour Chain, with end game scoring calculations for each 

player during play testing with myself. 

 

Figure 1. 
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One of my initial prototypes was an untitled choose your own adventure, dungeon crawling, 

role-playing game and the other was a player vs. player fantasy card game, called Arena. 

While this is certainly not a bad thing, I considered it to be not a good use of my limited time 

for this assessment and abstracted elements from both of these into what I have now called 

Colour Chain. For Arena, I had a minimal prototype created with cut up paper into small 

cards that I had since discarded because I didn’t think about using it in my dossier detailing 

my previous prototypes. Briefly describing it, the cards detailed 4 classes: Wizard, Hunter, 

King and Orc. Each class had 3 named Monster cards at level 1, 2 and 3 with a set amount 

of HP and Attack stats. Arena was in essence similar to Hearthstone. Figure 2 details my 

first ideas put onto paper, containing elements from Arena, Colour Chain and the untitled 

RPG. 

Figure 2.
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PROTOTYPE DETAILS 
The following is a list of materials that are be to included in every set of Colour Chain and 

therefore required for play. 

● 6x4 gameboard (standard card size spaces) 

● 40 cards of four colours (10x4) 

● Pamphlet detailing rules 

The following Figure 3 and Figure 4 show these materials below. Note that any colours that 

are obviously different can be used, and ones shown here in the prototype are from what 

resources I had available at the time, hence why the 4th colour is Black and not Yellow for 

example. 

 

Figure 3. 
Figure 4. 
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PLAYTESTING 
After a series of my own play testings at home, I was able to present a prototype of Colour 

Chain to a group of 4 play testers on 24/05/19 and gather valuable feedback that I then used 

to adjust my game respectively. Most of my feedback was verbal and revolving around the 

same points. Figure 5 is a physical feedback sheet that was filled out by a playtester after 

playing two full games of Colour Chain. The next section details the feedback received and 

changes implemented. 

Figure 5. 
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ITERATION 
 

FEEDBACK 
The feedback that I received was constructive, with all play testers saying that Colour Chain 

was fun and easy to play. The following were issues raised and addressed: 

1. The most agreed upon criticism received was that there were too many cards for the 

play space provided and that there were a few unnecessary turns that just repeated 

themselves before the game ended. I used a standardised deck of 52 cards, with 13 

of a colour being given to each player.  

2. Originally included in the rules was that you could not overtake a player’s card that 

was placed down this turn. This was to prevent griefing and a stalemate where two or 

more players battled over the same tile. Players told me this caused them to become 

confused as the rules were “scattered” and I should remove this as it didn’t matter if 

they wanted to fight over 1 tile repeatedly.  

3. The scoring of Colour Chain originally consisted of 1 point being awarded per card on 

the board at the end of the game, with additional points being awarded for having 

adjacent cards, i.e 4 cards in a row would be 8 points, 2 cards in a row was 4 points 

and 1 card by itself was 1 point. The feedback received was that this scoring 

mechanic was counter-intuitive to the conflict I was trying to initiate with the players, 

as any more than 2 cards together granted enough points where the mechanic of 

taking over an enemy card that only granted 1 point was semi-redundant. 

 

RESPONSE 
1. We playtested a round with 10 cards instead and the response was that this amount 

of cards worked and was more enjoyable with less repetition. 

2. After this rule was removed players said they had more fun and didn’t have to worry 

about if they were “doing it right”. The continual take over I was concerned with only 

occured briefly before one player backed down, further adding to the fun of the 

conflict I wanted to create in this game. 

3. After discussion on how to fix this issue, we settled on 4 cards (or more) in a row, 

horizontally or vertically, which would give 4+ points and any less than 4 would not be 

granted any points, while keeping the 1 additional point per overtaken enemy card. 

This instantly made the game more fun as it did force the player to become more 

aggressive with their actions like I originally intended with the game design as the 
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only way to efficiently receive points was to either overtake enemy cards in a manner 

that would grant you 4 in a row. 

 

FINAL THOUGHTS 

There are several things that I would consider changing for a final ‘published’ version. More 

research of playtesting and iteration would be needed to determine the correct amount of 

cards per player and number of spaces on the board that would provide maximum playability 

and efficiency, however the current amount seems to suffice for now. Colour Chain has so 

many possibilities on what it could become. I designed it in a way that the core gameplay 

and mechanics came first so if afterwards I wanted to add story and thematics to it I could. 

This now serves, in my eyes, as an excellent selling point to any investors looking to license 

their already established stories and lore into a fun and easy to play and market board 

game. Or yet, anybody that isn’t really too familiar with board/card games and wants to 

‘warm up’ to the vast types of games available, it is a great entry level game. 
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