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4-8 players, 1 game master, 1 documenter
Duration: 20-45 minutes

Game materials:

| DESIEN EAME
manual

gameboard, element cards (including blanks and overview), action

cards, character cards, personal goal cards, field covers

Documentation materials:

pre-game survey, game documentation sheets, post-game survey,

player contact form (optional)

Introduction

The Research Objective of the game is
described, and preconditions are explained.
We are researchers designing tools for local
communities to support their efforts of
neighbourhood street transformation and
improve liveability. We will share our research
results and game results with the project
consortium and other stakeholders.

The aim of the game is to discover what
different groups of people would like to have in
a specific public place. We want to learn which
elements match the wishes of residents,
entrepreneurs, and visitors to the place.

The game takes about 20-45 minutes. One of
the facilitators will document what is happening
on the game board and take pictures in
between. Please tell the facilitators if players do
not want to be in the photo.

Setup (done by the game master)

(1) Place the gameboard on the table and
arrange the gaming material (element cards +
overview, action cards, character cards,
personal goal cards) around the gameboard. (2)
Place the element cards so that players can see
them. (3) Place the action card deck on a free
area on the gameboard so that players can
draw cards. (4) Depending on the number of
players the game master sets up the board. If
there are many element fields on the board and
only a few players are playing, the game master
can cover some fields with predefined field
covers to speed up the game and make it more
challenging.

Rules and Goal

It is a cooperative game — players must try to
score as many points as possible as a group.
The group with the highest score at the end of
one day takes the victory. Next to it, everyone

has a personal goal and must try to reach the
personal goal until the end of the game. The
personal goal is defined on a card handed out
before the start of the game.

Players represent characters based on actual
stakeholders of a transformation process and
need to act as these characters in the
gameplay. The character for each player is
described on a card handed out before the start
of the game.

Players take turns. They perform two steps: (1)
They choose an element and place the element
card on the gameboard. They explain why they
chose this element to the other players. (2) The
Player draws an action card and performs the
action. (This concerns different types of
actions, e.g., an extra element may be placed
or an element may be removed that another
player has placed.) Some actions require
negotiation.

The game ends either if the board is full or after
a predefined number of rounds. Then the
personal goals are checked.

Start

(1) The players are asked to fill out the pre-
game survey. (2) The documenter prepares the
pre-game documentation form. (3) The game
master hands out 1 character card to each
player clockwise (starting with the player on the
left to the game master). Each player reads the
information on the card and introduces the
character. The documenter notes the number
of the character on the pre-game
documentation form. (4) Each player gets a
personal goal card (assigned or by drawing).
The goal must not be revealed to other players.
If the card is drawn: The players have the
chance to give back the card and draw an
alternative if the personal goal conflicts with the



character too much (this is done by secret
negotiation with the game master). The
documenter notes the number of the personal
goals on the pre-game documentation form.

Playing

The Player on the left of the game master starts.
Other players follow clockwise. The active
player performs two actions: (1) Decide which
element needs to be placed on the board and
place it on the element fields on the
gameboard. The player explains why this
element was chosen. (2) The active player
draws an action card. The player performs the
action suggested on the card. The game
master helps, if necessary, with facilitating a
negotiation or a vote. The documenter notes
the number of the element for each player. After
the action is performed, the next player gets
active by placing an element card and drawing
an action card. The game ends when the board
is full or after a predefined number of rounds.
The players and the game master check if
personal goals are reached. Players reveal their
personal goals. The player or team with the
highest score takes the victory.

Point counting

The documenter notes the chosen elements
and the points on the game round
documentation form for each player. Points can
also be negative when an element of a player is
removed from the board (due to an action card).
At the end of the game, the documenter sums
up the points for each player and the total score
of the entire group on the end-of-play
documentation form.

Feedback round

After the game is finished, players are asked
how they liked the game and to fill out the post-
game survey. The documenter notes additional
feedback on the post-game documentation
form.

The players can leave their contact details on
the player contact form if they are interested in
participating in another research activity (e.g., a
survey).

Documentation

The game documentation forms keep the
game's date, location, score, and name of the
game master and the documenter. The
documenter documents the game by taking
photos and by filling out the documentation
form during the game. Photos should be taken
after specific, relevant actions and moves, as
well as at the end of the game, to document the

final state. All the documentation material gets
archived for further analysis.
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