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Throughout time and across cultures, most
games have had the same six parts.

RULES

What limits define what a player
can and cannot do in the game? —

Just like a builder needs to know the
methodology of building a house (foundation,
walls, roofing) a game designer has to know

what concepts are used in designing a game.
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1 ' What obstacles could you put in the e Objectives: What does a player or 4
3 ro € player’s way to make reaching the goal team have to do to win the game?
... Maroiles : ? harder, and also more fun and interesting? . . , : . a
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