Game Maker

A Digital Fabrication Project




About the Project

In the summer of 2016, ECU hosted a K-12 summer
camp called STEM to STEAM. One of our workshop
leader teams, Daniel Niece, Ira Varney, and
Melanie Carey guided 9-12th graders through a
series of lessons that formed the 1inspiration for
the Game Maker digital fabrication project I
taught my college students this semester.
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Game Design Foundations + Digital Fabrication = Game Maker

User D_Ig-lta-l.
Fabrication

Mechanics

experience




Game Maker Teaching Points




Mechanics

This determines how the game moves
from beginning to end by providing
structure. Common ones include rolling
dice, using a timer, and decks of
cards.

Theme

This provides players with the context
about why they should care about
investing their time and energy 1in the
game. The design should match the
theme.



User Experience Digital Fabrication

This answers questions like: What 1s A production process that includes
your target audience? How do you want digital modeling and computer-aided
a player to feel? Do mechanics and design.

theme align with these considerations?



Digital Preparation

e Students
develop a
digital model
of a 3D
gameplay item
in Tinkercad.
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Digital Preparation

e Students
develop game
board and
packaging
prototypes
using digital
art programs.




Available Digital Fabrication Tools

CNC Router Vinyl Cutters

4’ x8’ Shopbot Graphtec and Cricut Maker
Laser Engraver 3D PrTnter

Epilog 40 Watt Creality Ender 3

Other Tools We Used:
Laminating Machine, Large format Canon printer



Student Work

Game Maker Prototypes
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*

CURL UP ON
A WARM ROCK

Take 4 REST
resource cards

*

CURL UP ON
A WARM ROCK

Take 4 REST
resource cards

*

HowL AT
THE MOON

Claim 2 territory
ajacent to any of
your current spaces

*

HowL AT
THE MOON

Claim 2 territory
ajacent to any of
your current spaces

*

RUN IN
THE RAIN

Take 4 WATER
resource cards

*

RUN IN
THE RAIN

Take 4 WATER
resource cards

*

FIGHT AN
ENEMY PACK

Steal 1 territory
anywhere on
the board

*

FIGHT AN
ENEMY PACK

Steal 1 territory
anywhere on
the board

*

HUNT A PACK
OF PRONGHORN

Take 4 FOOD
resource cards

*

HUNT A PACK
OF PRONGHORN

Take 4 FOOD
resource cards

*

HowL AT
THE MOON

Claim 2 territory
ajacent to any of
your current spaces

ON YOUR TURN

1. roll the dice

. collect cards

3. *use any special
resource card(s)

4. *trade in resources
to claim or
steal territory

N

* = optional

*

FIND A PACK

Take 2 of each
resource cards

*

FIND A PACK

Take 2 of each
resource cards

*

FIGHT AN
ENEMY PACK

Steal 1 territory
anywhere on
the board

ON YOUR TURN

1. roll the dice

2. collect cards

3. *use any special
resource card(s)

4. *trade in resources
to claim or
steal territory

* = optional












Contact

Robert D. Quinn
gquinnr@ecu.edu
www . robbiequinn.com




References and
Resources

Board Game Design Lab

Meeple Source

Making a telescoping box the easy way (templates for
two-deck card box) | BoardGameGeek

Thingiverse

Cuttle



https://boardgamedesignlab.com/
https://meeplesource.com/
https://boardgamegeek.com/thread/1143347/making-a-telescoping-box-the-easy-way-templates-fo
https://boardgamegeek.com/thread/1143347/making-a-telescoping-box-the-easy-way-templates-fo
https://www.thingiverse.com/
https://cuttle.xyz/

