Case Study- Overconsumption 
Short Summary-
This game serves to inform, spark thoughts, and inspire conversation about the societal habit of overconsumption. Players take turns reading cards, reflecting aloud with their group, and move accordingly on the game board as a result of their consumption habits. This game is for anyone above 10 years old. Everyone consumes. 
Design Process & Thought Process:
The core concept is to reflect within yourself and communicate with others on how your consumption habits can be reduced, or modified to help the environment. The message is to be more mindful of what we consume and what other alternatives we can use. 
Rules: 
Overconsumption

Objective
Be the first player to reach the finish line by reading cards that reflect your personal consumption habits and sparking meaningful conversations about overconsumption in society.
Purpose
To inform, spark thoughts, and inspire conversation about the societal habit of overconsumption.
Game Setup
1. Players: 2+ 
2. Game Pieces: Each player selects a game piece to represent themselves on the board.
3. Board: A simple board with a start and finish line. Players advance their pieces based on the cards they draw.
4. Columns: Each player selects a column (1-4) to determine where they will start on the board.
5. Cards: Cards are placed face down in a stack. Each card contains statements about consumption habits, followed by an action for the player to follow.
Game Rules:
1. Start the Game: The oldest player goes first and continues in clockwise order. Players take turns drawing one card from the deck and reading it aloud.
2. Drawing a Card:  After reading the card, the player reflects on whether the statement applies to them, then the player follows the directions on the card. The player who picks the card is the only one who moves. 
3. Game Actions: Each card has a specific action, such as:
- Move Forward: The player moves their game piece forward a specific number of spaces.   - Move Backward: The player moves their game piece back due to excess consumption or overuse.
- Pause/Reflection: The player must reflect on the item mentioned and discuss briefly how they could reduce their consumption of that item.
- Group Challenge: All players briefly discuss how many of the item mentioned on the card they own and how they might reduce it.
4. Winning: The first player to reach the finish line wins. However, the real win is the collective reflection on how to reduce overconsumption in our everyday lives. Players can reflect on their journey as they go along. 

Mechanics: Game board, cards, small game pieces. 
Iterative Design: 
Card Changes 
· Putting the reflection part on the top of the card, under the question so there is more emphasis on talking with other players. 
· I made the questions not just about consumer shopping, but consuming water and electricity too. 
· Instead of being redundant on each cars (move forward and backwards) I made a symbol of a recycling triangle and a hazard triangle. 
Game board Changes
· At the start I just had a black and white game board because I wanted to test the rules and cards. 
· There is no finish line, there is just a globe with a healthy environment, and a struggling environment  

Player Goals: 
To win is the collective reflection on how to reduce overconsumption in our everyday lives. Players can reflect on their journey as they go along. 

Rulebook & Playtesting:
DRAFT ONE TESTER NOTES 
1. Changing the board to start in the middle
2. adding the reflect aspect before the moving directions so there is a conversation to start and it is not forgotten about. 
3. Jazz up game board
4. make a time scale- in the last 3 months 
5. have the game more about reflection rather than a competition
DRAFT TWO TESTER NOTES 
1. Some of the cards are redundant
2. some of the card need an added action to not move if it does not apply to the player
3. put words on the game board (start, finish)
4. wanted more conversation. More spaces on the game board? More cards?
Game Reflections: 
I learned that not all games need to be based off of competition. I like the idea of a self reflection game, but in a group to spark conversation and share good ideas that you have had. This game is pretty laid back and its okay to go off on tangents and take your time. Next time I would start the art process for the game board earlier. 
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Objective- get your game piece to the finish
before other players

Purpose- to inform and spark thoughts and
conversation about how society is over
consuming more and more

Rules- each player selects a game piece and a
column (1-4).

The oldest player starts.

1. pick up one card and read it aloud.

2. Wheather or not the card describes your
consumption habits, follow the directions for
your game piece move.

3. Game continues in clockwise order of
players. Each card that is picked up pertains
only to the players who is picking and
reading.
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