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Dice game (version 1)
Equipment: 1 dice, 4 sets (depends on the number playing) of cards numbered 1-6 (Ace can be used for 1)

Goal: Be the first person to score 36 by adding up the number on the cards you get.

Rules:

1) Take one set of the 1-6 numbered cards and place them randomly face down in a line
2) The person with the first name closest to “A” rolls the die.

3) Whatever number shows up on the dice, each player slaps a card that they think is the number. The person who rolled is exempt from slapping a card. They flip it over so everyone can see and if it’s not the number rolled, they put it back at the spot they picked it up from. If it is the number rolled, they flip the card over and they get to keep that card. 
4) The player to the left of the first person to roll the die rolls the die. This person is exempt from slapping a card.
5) Each player again slaps the card they want to turn over which they think matches the number on the die roll. 

6) If two people slap the same card, the first person to slap the card wins the card.

7) Once all 6 of the cards have been taken and nobody has scored the 36 points required to win, the next set of 6 cards is randomly placed down.

8) Play continues in this way until someone scores 36 points

Analysis
· 3 people playing

· 2 females, 1 male

· Each was 22 years old or older

· Played in the living room of their apartment on the floor

The Good
· People laughing, seems like they’re having fun
· Easy game to grasp, everyone understands the rules quickly
· People excited by good guessing, exclaiming “I got it!” when they slapped the right card without knowing where it was
The Bad

· The person rolling feels left out. Not sure why that person doesn’t get to slap a card.
· Players didn’t like everyone seeing the card they selected. Better if only you got to see the card, not the whole group.
· Sometimes people would flip the card over to quickly, and not everyone would be able to see the card
· Sometimes people would try to cheat and steal a card after someone already slapped it

· Would rather have the cards in a circle versus a line

· Didn’t actually finish playing because they wanted to change the rules right away
Dice Game (version 2)
Equipment: 1 dice, 4 sets (depends on the number playing) of cards numbered 1-6 (Ace can be used for 1)

Goal: Be the first person to score 36 by adding up the number on the cards you get.

Rules:

1) Take one set of the 1-6 numbered cards and place them randomly face down in a circle

2) The person with the first name closest to “A” rolls the die.

3) Whatever number shows up on the dice, every player slaps a card that they think is the number rolled and leaves their hand on that card until everyone has slapped a card. They look at it without anyone else looking at it and if it’s not the number rolled, they put it back at the spot they picked it up from without letting anyone else see it. If it is the number rolled, they flip the card over and they get to keep that card. 

4) The player to the left of the first person to roll the die rolls the die. The die roll rotates clockwise.
5) Each player again slaps the card they want to turn over which they think matches the number on the die roll. 

6) If two people slap the same card, the first person to slap the card wins the card.

7) Once all 6 of the cards have been taken and nobody has scored the 36 points or more required to win, the next set of 6 cards is randomly placed down.

8) Play continues in this way until someone scores 36 points

Analysis

· Tested with the same group as before
· Main fix was to allow the die roller to slap a card and only the person who slapped that card can look at it

The Good

· People having fun. Laughing out loud.
· People getting competitive
The Bad

· Players would slap a card before the die stopped rolling. 

· In order to stop people from slapping cards before the die roll, maybe you can yell out the number before slapping the card. Don’t think this is a good idea actually.

· Didn’t actually finish because players wanted to solve the problem of slapping a card before the die stopped rolling

Dice Game (version 3)
Equipment: 1 dice, 4 sets (depends on the number playing) of cards numbered 1-6 (Ace can be used for 1)

Goal: Be the first person to score 36 by adding up the number on the cards you get.

Rules:

1) Take one set of the 1-6 numbered cards and place them randomly face down in a circle

2) The person with the first name closest to “A” rolls the die.

3) Whatever number shows up on the dice, every player slaps a card that they think is the number rolled and leaves there hand on that card until everyone has slapped a card. They look at it without anyone else looking at it and if it’s not the number rolled, they put it back at the spot they picked it up from without letting anyone else see it. If it is the number rolled, they flip the card over and they get to keep that card. 

4) The player to the left of the first person to roll the die rolls the die. The die roll rotates clockwise.

5) Each player again slaps the card they want to turn over which they think matches the number on the die roll. 

6) If two people slap the same card, the first person to slap the card wins the card.

7) If someone slaps a card when the number showing on the die has already been drawn from the cards, they cannot slap a card on the next die roll. 

8) Once all 6 of the cards have been taken and nobody has scored the 36 points or more required to win, the next set of 6 cards is randomly placed down.

9) Play continues in this way until someone scores 36 points

Analysis

· Tested with the same group as before

· The main fix was to penalize people for slapping a card before the die stopped rolling. 

The Good

· People having fun. Laughing out loud.

· People getting competitive

· Turning into a memory game and a quickness game

The Bad

· Do you have to score exactly 36 or can you go over?

· 4 sets of cards may not be enough – 35*3 = 105, 1 set of cards = 21 points, 4 sets * 21 points = 84

· Even though this problem never came up because the scores were 45, 36, and 9, it may be a problem if the games are competitive between all 3 people

· Need to specify how many sets for amount of people playing

· Want to find out how to make this a little more exciting. Some more incentive to win. Not sure how.
Dice Game (version 4)

Equipment: 1 dice, Sets of cards numbered 1-6 (Ace can be used for 1): 3 people playing = 5 sets, 4 people = 7 sets, 5 people = 9 sets (could probably play with 8 sets though)
Goal: The person to score the most points with at least 36 points by adding up the number on the cards you get.

Rules:

1) Take one set of the 1-6 numbered cards and place them randomly face down in a circle

2) The person with the first name closest to “A” rolls the die.

3) Whatever number shows up on the dice, every player slaps a card that they think is the number rolled and leaves their hand on that card until everyone has slapped a card. They look at it without anyone else looking at it and if it’s not the number rolled, they put it back at the spot they picked it up from without letting anyone else see it. If it is the number rolled, they flip the card over and they get to keep that card. 

4) The player to the left of the first person to roll the die rolls the die. The die roll rotates clockwise.

5) Each player again slaps the card they want to turn over which they think matches the number on the die roll. 

6) If two people slap the same card, the first person to slap the card gets to look at the card.

7) If someone slaps a card when the number showing on the die has already been drawn from the cards, they cannot slap a card on the next die roll. 

8) Once all 6 of the cards have been taken and nobody has scored the 36 points or more required to win, the next set of 6 cards is randomly placed down.

9) Play continues in this way until someone scores 36 or more points. But the round that someone scores 36 continues until all the cards are gone. The player with the most points wins the game.
Analysis

· The main thing fixed was how to win and the number of sets necessary

· Played with dice test group

· 5 people played

· Scores received from group: 4, 6, 7, 7 = average of 6
The Good

· People commented that they had fun
· People got into the game

· Slapping is fun

· Someone came up with a strategy of “protecting” the highest denomination card by repeatedly slapping that card so nobody else could see it until that die roll came up. You probably get the highest card but sacrifice the points on the other cards

· Not sure if good or bad but even if you didn’t know which card it was, people still would slap a card just to know where that card is
· People would not place the card back in the spot they got it, they would place it where they could remember it, added a little element to the game where the opponents had to watch where you place it or you can trick your opponents
The Bad

· 5 people is too many because the cards get taken too quickly, someone is almost guaranteed to get the first rolled card. Figured the optimum number of players was 3, maybe 4
· Instead of aiming for 36, just use one deck and have 4 rounds, whoever has the most points wins

· The penalty for losing a turn was good, but people would still hover their hands over the remaining cards to get an advantage of slapping the last few cards
· No longer show the cards that you get, you place them face down

Dice Game (version 5)

Equipment: 1 die, set of cards: make 4 sets with each suit A-6. 2-3 players
Goal: Score the most points from all 4 sets using the number on the card as the point value
Rules:

1) Take one set of the 1-6 numbered cards and place them randomly face down in a circle

2) Any person starts the die roll.
3) Whatever number shows up on the dice, every player slaps a card that they think is the number rolled and picks it up. They look at it secretly and if it’s not the number rolled, they put it back wherever they want in the circle. If it is the number rolled, they show people the card but then turn it face down next to them. 
4) The player to the left is the next person to roll the die.
5) Each player again slaps the card they want to turn over which they think matches the number on the die roll. 

6) If someone slaps a card when the number showing on the die has already been drawn from the cards, they lost a turn and thus cannot slap a card on the next die roll. 
7) Once all 6 of the cards have been taken replace them with the next set
8) Once all cards are gone, players add up their points. Whoever has the most points wins the game.
Analysis

· The main thing fixed was getting rid of the target score of 36. Instead just exhaust the 4 sets of cards. Whoever has the most points wins the game. Have to figure out tiebreakers though. If two people have the same number of points, then whoever has the most number of cards wins. Not sure what the next tiebreaker is.
· Played in class with a group of 3

The Good

· “Good game”
· People getting aggressive and into it

The Bad

· After one round is up, have to place the next cards down. Breaks up the continuity of the game. It’s just repeating the same thing over 4 times. Not sure how fun that is. Maybe if there were different stages in the game.
· Maybe have different rounds or multiple dice

· Sometimes people would put cards closer to themselves than the other players

· Players would hover or inch their hand closer to the cards

Dice Game (version 6)

Equipment: 1 die, set of cards: make 3 sets with each suit A-6. 2-3 players

Goal: Score the most points from all 3 sets using the number on the card as the point value. The second set is worth double the face value and the third set is worth triple the face value.
Rules:

1) Take one set of the 1-6 numbered cards and place them randomly face down in a circle

2) Any person starts the die roll.

3) Players place one hand in front of them on the table. That is the hand they use to slap cards.

4) Whatever number shows up on the dice, every player slaps a card that they think is the number rolled and picks it up. They look at it secretly and if it’s not the number rolled, they put it back wherever they want in the circle. If it is the number rolled, they show people the card but then turn it face down next to them. 

5) The player to the left is the next person to roll the die.

6) Each player again slaps the card they want to turn over which they think matches the number on the die roll. 

7) If someone’s hand leaves the table when the number showing on the die has already been drawn from the cards, they lose a turn and thus cannot slap a card on the next die roll. 

8) Once all 6 of the cards have been taken replace them with the next set

9) This next set is played the same way except the value on the cards is doubled. Once that set is gone, the third set is played and the value on those cards is tripled.

10) Once all sets are gone, players add up their points. Whoever has the most points wins the game.

Analysis

· The rules seemed to get too restrictive about where you have to put the cards and where you have to put your hand. I think part of the fun is the free-form of the game.
Dice Game (version 7)

Equipment: 1 die, set of cards: make 3 sets with each suit A-6. 2-3 players. One set is blue and the other two are red. Mix the sets together and shuffle them.

Goal: Score the most points the number on the card as the point value. The blue cards are worth double the points shown on the card. The red cards are worth the exact value shown on the card.
Rules:

1) Take the first 6 cards off the top of the deck and place them in a circle.
2) Any person starts the die roll.

3) Players place one hand in front of them on the table. That is the hand they use to slap cards.

4) Whatever number shows up on the dice, every player slaps a card that they think is the number rolled and picks it up. They look at it secretly and if it’s not the number rolled, they put it back wherever they want in the circle. If it is the number rolled, they show people the card but then turn it face down next to them.
5) Replace the number of cards taken with the next card(s) in the stack.

6) The player to the left is the next person to roll the die.

7) Each player again slaps the card they want to turn over which they think matches the number on the die roll. 

8) Once all cards are gone from the deck, players add up their points. Whoever has the most points wins the game. Tiebreaker: The winner is the one with the most number of cards. Tiebreaker: The winner is the one with the most blue cards.
Analysis

· The main thing I was trying to fix with the new rules was giving the game a more continuous feel

· Going to try a bigger die. Currently using the default, white die. I rolled a bigger die around and it feels better. Since the game only uses one die, I think it might be better to have a bigger die just for the feel of it.
The Good

· People still like it and have fun.

· The game flowed better as taken cards were replaced by cards from the deck.
The Bad

· There was no penalty for randomly slapping a card. But the problem didn’t come up as much because nobody knew exactly what cards were there. They could have been any combination of 1-6. Even if you don’t know where a card is you can slap a card and get lucky.
· The end game is not so good. When the deck is down to its last card, everyone knows what the card is and people have to wait for that card to come up on the die roll

· Another end game problem is that people usually know who is going to win already by the number of cards in their hand. So there is no incentive for the person in last to keep trying.
Dice Game (version 8)

Equipment: 1 large-sized die, set of cards: 4 sets of red backed cards each A-6 and 2 sets of blue backed cards each A-6. 

Goal: The first player to score 50 points wins. The blue cards are worth double the points shown on the card. The red cards are worth the exact value shown on the card.

Rules:

1) Shuffle the cards and take the first 6 cards off the top of the deck and place them in a circle.

2) Any person starts the die roll.

3) Whatever number shows up on the dice, every player slaps a card that they think is the number rolled and picks it up. They look at it secretly and if it’s not the number rolled, they put it back wherever they want in the circle. If it is the number rolled, they place it face up on the table.
4) Replace the number of cards taken with the next card(s) in the stack.

5) The player to the left is the next person to roll the die.

6) Each player again slaps the card they want to turn over which they think matches the number on the die roll. 

7) The first player to 50 points wins the game. In the event that multiple people both break 50 on the same roll, the person with the most points wins. If they have the same amount of points, the person with the most cards wins.
Analysis

· The main thing I was trying to fix with the new rules was making the end game better and give the players a better “feeling” die
· Tested with 3 HCI masters students, but they were about to start a meeting so they seemed preoccupied and weren’t paying attention to the rules as I explained them
The Good

· The rules are down to 7 steps rather than the 9 or 10 from before, so it seems like a simpler game. And the amount of text is much shorter.
· Bigger die “felt” better and sounded better than the smaller die while I observed the game. 

The Bad

· A four was rolled and someone slapped a blue 2 (worth 4 points). He thought he got to keep it because the card was worth 4 points, the number on the die. I guess I have to make that more explicit next time
· Someone slapped a card but didn’t pick it up and then slapped another. People weren’t sure if she got to keep that card. Should change it so that either you get the first card you slap or you can slap as many as you want, but can only look at one card

· One person mentioned that in order to make the game more competitive have only 3 cards for 3 people. That way everyone competes for a card. But I’m not sure if that’s a good thing because then there’s a higher chance that the numbered rolled on the die is not available. But it brought up an interesting point as to why there are 6 cards out there when the cards are randomly placed – it seems like it’s a legacy from the previous versions, but it also creates a belief that there are 6 cards labeled 1-6 and that every die roll has a possibility of being out there 
· Didn’t finish the game because they had to start the meeting. 50 points seemed to long though
· Not sure how to add the points up quickly without a lot of adding
Dice Game: Final Version (version 9)

Name: Slappin’ 6
Equipment: 1 large-sized 6 sided die, 4 sets of red backed cards each A-6 and 2 sets of blue backed cards each A-6. 

Goal: The first player to score 30 points wins. The blue cards are worth double the points shown on the card. The red cards are worth the exact value shown on the card.

Rules:

1) Shuffle the cards and take the first 6 cards off the top of the deck and place them in a circle.

2) Any person starts the die roll.

3) Whatever number shows up on the dice, every player slaps a card that they think is the number rolled and picks it up. They look at it secretly and if the number on the card matches the number on the die, they place it face up on the table. If it does not match, they put it back wherever they want in the circle. You can slap any number of cards but can look at only one.
4) Replace the number of cards taken with the next card(s) in the stack.

5) The player to the left is the next person to roll the die.

6) Each player again slaps the card they want to turn over which they think matches the number on the die roll. 

7) The first player to 30 points wins the game. In the event that multiple people both break 30 on the same roll, the person with the most points wins. If they have the same amount of points, the person with the most cards wins.
Analysis
· In this final version, after iterating, this game seems to have kept a similar feel to the simple original idea of slapping cards, but has taken that idea and developed a more interesting and fun game. The game flows better and the blue double point cards add a much different strategy to how players played the game. The red cards seemed to stay on the table longer than the blue cards as people concentrated on getting the blue cards. 
· The 30 point goal makes the game quick enough to not drag on but not short enough that players can’t get into the game. But players are allowed to change the goal, it is merely a suggestion.
