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INTRODUCTION AND OVERVIEW 
Welcome to Don’t Kale My Vibe; a game of satirical nonsense. The aim of the game is to stop 
your vibe being killed whilst juggling the many obstacles the influencers of today face. Players 
must move along the board game and take directions from the cues as they land on them. The 
dossier will cover the journey and process that this project started from to what it is now.  
 

GENRE AND TYPE 
Don’t Kale My Vibe falls into the ‘thematic’ board game genre. Thematic games are games that 
emphasise a highly developed theme, characters, heroes, or factions with individually defined 
abilities, player to player conflict, and usually feature a moderate to high level of luck." The core 
mechanics consist of roll and move. Whilst the roll and move mechanic comes highly criticised 
in the research I undertook, I chose it purely for the simplicity. I didn’t want the mechanics to 
take away from the game theme and setting which is the essence of the game. However I did 
choose to add the ability to make a meaningful decision as an interaction to add a touch of 
strategy to the game. According to Chris Moore’s explanation of game genres, Don’t Kale My 
Vibe would also fall into the RPG genre, considering its a collaborative storytelling game played 
in small groups. Players take turns to decide on character actions.  
 

THEME AND SETTING 
Don’t Kale My Vibe is set in the real world - a real-world for anyone who spends a fair chunk of 
their time on social media and is aware of the ‘influencer’ landscape. The story world is set in 
navigating the daily struggles an influencer goes through on their ‘career’ journey. Players get 
caught up in scandals and ride the glamorous highs of the industry. The game theme also 
involves a satirical nature. The theme was based around my experience as a member of the 
audience who is always watching these things unfold. Whilst I have no desire myself to become 
involved in the influencer industry - this a great way for players to live vicariously through their 
chosen character. I can vouch for the theme as I know this is a game I would play in my spare 
time. Alot of my inspiration for this came from sites like Betoota Advocate who are known for 
their witty headlines. I wanted to emulate the humour they use about real life situations. 
Influencers are always getting themselves into controversies, most of the examples in the game 
are based on real situations. 
 
 

STORY AND NARRATIVE 
The narrative that creates Don’t Kale My Vibe, is simple; Do you have what it takes to be a 
successful influencer? Try your luck at being an influencer whilst navigating your ways through 
the highs and the lows of the job! Will you make it to the end without losing followers? Or will 
you ruin your reputation first? If you're an avid user of social media, this is the game for you! 
 

 

 

https://boardgamegeek.com/boardgamesubdomain/5496/thematic-games
https://www.youtube.com/watch?v=W9JCSz6j5IU
https://www.betootaadvocate.com/
https://www.insider.com/influencers-who-got-called-out-for-controversies-behavior-in-2019


 

AUDIENCE 
The target demographic for Don’t Kale My Vibe is for an audience aged 16-30, as well as 
anyone who has a working knowledge of the influencer landscape. The game has a high social 
value, and it's a way to start conversation and is easy to follow along whilst doing so. It can be 
played by an audience who don’t have an in-depth knowledge of gaming mechanics and can 
therefore be played frivoursily with little strategic elements. Don’t Kale My Vibe, provokes an 
element of material culture, which refers to material objects produced by a culture, in this case 
the culture is a pop-culture one, the influencer industry. I know my target audience is ideal for 
the game, as I am the target audience and there is a gap in the market when it comes to the 
theme of the game.  
 

RULES AND SET UP 
Getting Started: Set up the board game with the dice in the middle, followed with the advance 
and obstacle cards in their marked spots. Once the game is set up, players select their 
character. The character list is numbered in the order the players start and continue the game 
in. eg. If you choose character 1, you start first. There are not 6 players playing at one time you 
start with the lowest number to highest. Each player has 1 vibe saver card to use throughout the 
duration of the game, this can only be used ONCE so choose carefully.  
 
RULES:  

1. To start a player must roll a single dice and move your character according to the 
number rolled. You must follow the arrows on the end of each row.  

2. If a player lands on an advance or obstacle they must pick up a card from the 
corresponding deck and move as the card tells them to. The exception is that a player 
uses their vibe saver card, with this they can have the choice to stay where they are.  

3. The first person to reach the finish line, has won the game. The rest of the players must 
continue to play in order to stop their vibe being killed.  

4. The game ends when all there is only one player left who hasn’t crossed the finish line. 
Their vibe has been killed.  

 

 
 
 
 
 
 
 
 

 

https://journals-sagepub-com.ezproxy.uow.edu.au/doi/10.1177/1555412015600066


 

3 ACT STRUCTURE 
The three-act structure is a commonly-used structure employed all across narrative 
entertainment. Developing the game mechanics, rules and themes were crucial in order for the 
3 act structure; 

1. Act One we become familiar with the setting; The context of the game is introduced and 
the social media story world in which the players are engulfed in. The characters are 
introduced to the players, the rules, how the game works and how they will win. The 
materials of the game are introduced eg. Advance / obstacle cards and vibe saver cards. 
Players pick their chosen characters and the game begins.  

2. Act Two is often where a majority of the games themes and mechanics shine. Act two 
involves a form of a setback (obstacle cards), this is where the main struggle of the 
game is in full swing. Player setback will increase the tension between the players and 
create the need to use their vibe saver card. Players discover more and more about 
everything explored in Act one; understanding of characters, settings, motivation all 
compounded.  

3. Once the game is well underway and coming to the conclusion, players enter Act Three. 
Players will have used or become close to using their vibe saver card. The key to an 
emotionally satisfying third act, is that the player that seems to have the upper hand can 
still lose their spot, even in the final moments of the game. Otherwise, it takes the fun out 
of the idea of winning (Jeff Tidball). That’s exactly why there are obstacles and advances 
right up until the finish line. the story comes to an end, leaving players to think about 
what they’ve experienced over the course of the campaign (Shepard, S) 

 

PROTOTYPING 
As displayed in my beta I had developed a rough prototype which covered the materials and 
design of the game. The creation process looked a little like this; 

- Drew ideas from Betoota Advocate, brainstormed my own personal experiences being a 
social media user and interacting with ‘influencers’ - this led to a prototype of the theme. 

- After playing in class and learning ‘mechanics’ through different games, I took ideas from 
our group project and decided to keep a basic roll and move, as mentioned previously 
this would allow the theme to remain the focus.  

- When pitching the game I developed a basic aesthetic and created a list of advance / 
obstacle cards.  

- After receiving feedback from the initial pitch I finalised the board aspect of the game, 
and then developed the design of the obstacle and advance cards.  

- “Physical'' play test, played off the computer screen and did a rough play, but it gave me 
a good idea of design flaws that I needed to improve on.  

 
 

 

https://img.fireden.net/tg/image/1527/70/1527702629793.pdf
https://www.betootaadvocate.com/


 

 Initial Prototype  

 
FINAL PROTOTYPE 

 
 
 

 



 

Character Card: 

 
 
Place for the Obstacle and Advance Cards 

 
 
 
 
 
 
 
 

 



 

Getting Started Guide + Rules 

 
Obstacle and advance card basic design 

 
 
 
 
 

 



 

 

PLAYTESTING 
I have play tested once with my roommate - however we played off the computer screen and 
used a digital dice and marked our spot with a whiteboard marker (I don’t recommend doing 
this) but we were adapting to the situation! The game lasted a total of 11 minutes with 2 players. 
Chloe, just player 2 ‘influencer turned well being life coach’ - reasoning for this was if she was 
going to be an influencer this is what she would want to be, this alone was evidence the 
characters evoked satisfaction in the player.  
 

 

 

 



 

Chloe's feedback:  
~ My Response in purple 
- could be a potential legal battle using influencers photos as characters ~ absolutely, and if it 
were going to be published I would use drawings that are similar but do not replicate actual 
people mainly to avoid any legal action being taken. I can imagine gaining permission from all 6 
characters would be difficult. I originally had their names but I removed them after this and 
created a short description instead.  
- had a laugh when it came to choosing a character as I use social media and recognise all 
these people ~ this was the exact response I wanted. Yay! 
- if playing more than 3 players, the game will be over extremely quick, playing 2 players we 
were done in about 10 minutes. ~ When it comes time to publish I would expand the rows by 
double, even triple.  
- Might be cool to add some more elements instead of obstacles and advance cards alone ~ I 
really want to do this but to add more I would definitely need to expand the number of squares.  
- The vibe saver card comes in handy - it’s kind of like a phone to a friend for help or lifeline. 
maybe making them more sparse could add some more tension to the game. ~ This a cool idea 
to add a more strategy to the game, perhaps being able to ‘earn’ the vibe saver card is 
something I need to look into.  

 
ITERATION 
 Based on feedback I received through play testing and even discussing the game with peers, I 
made the following iterations. Reflecting on feedback was vital for the development of my game. 
I also think it's important to note that just because you receive feedback doesn’t mean you need 
to immediately change that element of the game. As the developer of the game, I knew more 
than anyone what my game is communicating and the story it is trying to tell, so although 
feedback was useful I didn’t act on everything in the best interest of the game itself.  
Holcomb writes when you discover parts of your game that don’t work and you need to make 
changes, you have to decide what is more important; the story you have been telling or the 
mechanics of play. I took this quote into account when it came to making changes from my 
limited feedback, the story was vital in order for the theme of the game to work, more so than 
the mechanics I feel. My game is a model for communicating ideologies of the influencer 
industry and the themes and rules work together to tell that story. The story is the philosophy 
engine.  
 
I ran the concept past my 57-year-old father – who I will admit is pretty in the loop with these 
things and had a laugh at the concept but felt if he were to play a lot of the situations would be 
irrelevant to him. He recommended generalising some of the obstacle cards to involve the ‘okay 
boomer’ aspect. This was valuable feedback, however he is not in the target audience so I 
chose not to generalise at all, to keep it more niche.  
 

 



 

As mentioned from Chloe's feedback, she mentioned adding more tension to the game, while I 
like the sound of this and think it makes the game more strategic and not so luck based, adding 
too much strategy would take away from the story world and the theme of the game.  
 

FUTURE DIRECTION 
Digital media marketing would be utilised across multiple platforms such as Reddit (with the 
game being posted on subreddits such as r/boardgames, Kickstarter, Board Game 
Geek(listings), Facebook and Instagram sponsored posts, and finally, Twitter through pop 
culture opinion leaders. There is potential to create hype around the game through the use of.. 
Yep you guessed it! Influencer marketing. Having influencers play this game and posting it on 
their socials would hit the target market perfectly. The target audience is hanging out on social 
media, so that's where marketing would be most effective. Having influencers create 
testimonials will prompt other buyers to purchase and create user generated content that they 
then post on their socials, this would create a loop of content.  
 
In a dream world, I would ideally self publish the game, so I can keep its authenticity and the 
core theme doesn’t get lost in further development. Given we are in an idealistic glamorous 
dream world, funding wouldn’t be an issue and together with my knowledge of influencer 
marketing I would target audiences with no problem. The limitation of this is that I have a lack of 
knowledge in game design and production.  
 
RRP of Don’t Kale My Vibe would be $49.99, given the audience is younger, they might not 
have a disposable income to spend money on a frivolous board game for social occasions. I 
needed to keep this mind.  
 
I feel playtesting would’ve been the most effective way to refine the game to the absolute best 
version, I would continue to play tests with different demographics to see how they respond to 
all elements of the game.  
 

FINAL THOUGHTS:  
Woods suggests that one can only appreciate the aesthetics of a particular culture if one is 
actively involved in it. This is why I know this game concept would be a hit in the target market. 
This has been vastly different to most university projects, but I have really enjoyed getting 
creative with the mechanics, themes, and design of the game. I also didn’t realise how big the 
board game market is. There is a lot of discussion around board game development start ups 
and it certainly looks like an industry to watch.  
 
 
 
 
 

 

https://books.google.com.au/books?id=xgmjCHxSxvoC&pg=PA12&lpg=PA12&dq=that+one+can+only+appreciate+the+aesthetics+of+a+particular+culture+if+one+is+actively+involved+in+it&source=bl&ots=u9816qRBdD&sig=ACfU3U3EjNOptq9usdac4Yav4YSv-sKONA&hl=en&sa=X&ved=2ahUKEwjdheyt1P3pAhUtyDgGHfGiCGAQ6AEwAHoECAcQAQ#v=onepage&q=that%20one%20can%20only%20appreciate%20the%20aesthetics%20of%20a%20particular%20culture%20if%20one%20is%20actively%20involved%20in%20it&f=false

