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Physical Prototype Design
● A turn-based strategy game is perfectly suited for physical prototypes!

● Print hexagonal grid

● Use pieces from other board games as buildings

● Use poker chips to keep track of resources, money, etc

● Use dice for random events



Physical Prototype Design



Rules
● Opposed to a digital game, the resource generation has to be calculated by hand

● The game runs in two phases

● First, the player uses his resources to construct buildings

● Then, he clicks on the “Next Turn” button:

○ Subtract upkeep from the player’s resources (for each building)

○ Buildings generate resources and pollution

○ Roll dice for random events

○ check if pollution > limit => game ends

○ otherwise: repeat



Core questions
● Is the game fun?

● Is the game core idea balanceable?

● Are there major flaws in our design choices?

● Is there a variety of features or just one brainless strategy?



Approach
● Keep the rules simple

● Play the game multiple times

○ use different strategies

○ modify the setup for resource generation and other game rules

● Calculate simple solutions

● Look for dead ends / softlocks



Prototype Demo
● Buildings:

○ Combustion Power Plant

○ Fission Reactor

○ Wind Turbines

○ Mass Extractor

Building CPP FR WT ME

Cost 50M 100M 25M 50E

Upkeep - - - 30E

Resources 30E; 30P 60E; 50P 10E; 5P 50M; 10P
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Insights
Is it fun?

● Watching your empire and resources grow turn for turn is already a rewarding 

experience

=> Can grow into a fun and engaging experience with a few more tweaks and 

playtesting



Insights
More strategic elements required

● Expand on world generation to give the player more to think about

● More building-building interaction to enable more complex building layout 

decisions

○ e.g. resource “boosters”



Insights
Less reliance on RNG

● Work towards more predictable climate events

○ e.g. rising water levels, spreading fires

○ gives players opportunity to react

○ less unforgiving

○ adds dynamic gameplay



Insights
Make credits more interesting

● Add interest

○ Incentivises earlier trading for larger return on investment in future turns

○ Adds another strategic element that may enable more strategies



Insights
Pollution

● Generated pollution to remaining turn ratio important

● Watch out for potential exploitation of credit interest

● Play around with alternative “win” conditions if there is time



Insights
Balance concrete values for buildings once we have a playable prototype

● Very tedious on paper

● Lots of influencing factors

○ e.g. terrain layout, additional buildings, etc


