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A1 - Creating a working team for the board game development 

 

 

The primary goal of the Game-ED project is to expand and develop the competence 

of instructors and other professionals who help participants in adult education. In 

addition, it also aims to improve and expand high-quality learning opportunities for 

adults and supporting opportunities that help everyone learn and develop key 

competencies. 

Taking all of this into account, as the fourth intellectual output of the project, the 

participants - under the leadership of the Fontanus Center - undertook the 

development of a board game suitable for developing creativity as a skill. For this, the 

knowledge gathered during the project may prove to be of fundamental importance. 

 

The game development process is planned to consist of the following steps: 

- assembling the game development team 

- collecting relevant knowledge from the information discovered during the project 

- conducting further research if necessary 

- defining the concept, dimensions and goals of the game 

- defining / designing game mechanics 

- design of the board 

- planning the gameplay, creating game rules 

- testing, repairs 

- finalization 

- making a design 

- summarizing experiences, translations, publishing 

 

A1.1 Assembling the team 

The specialists involved in the development of the game have decades of 

experience in both game development and education, as well as related research. 

 

Balázs Török-Szabó - developer of the game 

Previous relevant activities:  

- creation of developmental movement and mental games 

- application of developmental games in the education of adults 

- inventing and developing unique game mechanics 

- development of board games - including several award-winning games (Castle 

Of Mind, COM For Kids, COM Wyvern) 

- more than 10 years of experience in training adults 
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- conducting research related to play, games, consciousness, thinking, learning, 

and development 

- creation of a consciousness model suitable for defining the concept of 

"creativity". 

 

László Zakariás - graphic designer 

Previous relevant activities: 

- graphic design of board and card games - including several award-winning 

games (Castle Of Mind, COM For Kids, COM Wyvern) 

- years of experience in training adults 

- participation in the research of a scientific model suitable for defining the 

concept of "creativity". 

 

Péter Hacker -  head of testing 

Previous relevant activities: 

- contributing to the development of movement and mental games 

- participation in testing board games 

- leading the testing of board games - including several award-winning games 

(Castle Of Mind, COM For Kids, COM Wyvern) 

- research on the developmental effect of board games 

- participation in the research of a scientific model suitable for defining the 

concept of "creativity". 

 

dr. Valéria Bugris - contact with partners and trainers 

- Carrying out the tasks of the project manager of the Game-ED application 

 

Members of the testing team (to be selected later) 

 

The team has previously worked together in a similar composition several times, 

among other things, in the creation of the multi-awarded game family Castle Of Mind 

and during the research examining its developmental impact. 
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A2 - Establishing a common concept for the game 

 

 

The foundations for the development of the game planned during the project can be 

defined depending on the specific purpose of the game. 

The goal is to create a game that develops creativity, which several people can play 

together, and the game - in addition to providing experience and entertainment - can 

contribute to the development of thinking, especially creative thinking. 

In order to achieve this goal, it is necessary to understand the functioning of thinking 

and to clarify the concept of creativity, since knowledge of these can be used to create 

a tool that can have a developmental impact in this area. It is also worth knowing what 

makes something a development tool and what development is in general. In addition 

to all this, it should be examined whether creativity can be developed at all, and if so, 

what methods can be effective in this regard. Before creating the concept of the game, 

research was carried out along these themes. 

 

In addition to all this, the members of the development team reviewed and analyzed 

the previously existing game-based educational methods, developmental games and 

the so-called best practices aimed at the playful development of certain skills. 

 

 

Members of the development team reviewed the information uncovered during the 

project regarding:  

● the concept of creativity - based on a psychological and pedagogical approach, 

definitions of concepts used by the European Union, and a philosophical 

approach 

○ in the study, the researchers primarily used a collection of common 

concepts already collected and organized in relation with the project [IO1] 

● examining various methods of game-based education 

○ based on the methods and methodologies previously collected in the 

project [IO2] 

● examination of development games available on the market 

○ mainly on the basis of the games examined earlier during the project 

[IO3] 

 

Further research on the subject: 

● examination and analysis of additional offline games available on the market 

specifically aimed at developing creativity 

○ Azul 

○ Creativity 

○ Imagine 

● collecting knowledge about the development of creativity  
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After summarizing the knowledge, the planning of the future game and the 

development of various possible concepts began. 

The basis of the concepts was the information uncovered during the project [IO1-4], 

as well as the further research work of the members of the development team. Based 

on these, they created a possible framework, the expected and targeted dimensions 

of the game, which they wanted to achieve with the new game - reserving the possibility 

to modify these dimensions if required by the results of further research and play tests. 

 

A2.1. Defining the dimensions of the game 

The development team tried to create the game according to the following 

conditions: 

● The primary goal of the game: development of creativity/creative skills as so-

called soft skills for adults 

● Game category: board game 

● Game tools: cards, pieces, other additional elements (tokens) if necessary 

● Number of players: 2-8 persons 

● Age group of players: adults (18+) 

● Game mechanics: the plan is to develop a unique game mechanics 

● Playing time: 20-60 minutes 

● Where it can be played: adult education courses and workshops, in the 

workplace or at home, it can also be played as a leisure activity 

● Additional information: if possible, the game should be suitable for further 

development, the mechanics should be suitable for creating additional games 

with a different theme and appearance 

 

Several factors played a role in determining these dimensions. 

When defining the tools of the game, the goal was the ease of implementation. The 

elements and rules of the completed game will be available on the project's website, 

and anyone can play it freely - accordingly, the creators have chosen elements and 

tools that are easily accessible or can be produced. 

The project focuses on the training of adults, so its target audience is the group of 

adults. This basically determines the theme of the game to be created, and also has 

an influence on the complexity of the gameplay. 

The planned playing time (20-60 minutes) is justified by the fact that the plan is to 

create a game that can also be played at adult training courses and workshops, so it 

cannot be several hours long. You can spend time on several shorter games on one 

course, but very short games (5 minutes or less) can quickly become uninteresting. 

Ideally, a course shall have the opportunity to understand the rules of the game, play 

and talk about what you have experienced in the game, so that a one-hour session 

can fit about 30-45 minutes of play. 
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When determining the number of players, flexibility was also the main consideration. 

However, it's worth noting that designing a game that's equally fun for two or eight 

players, while still maintaining attention and keeping its developing impact, is quite a 

difficult task. 

Creating unique game mechanics is also a huge task, considering that most of the 

board games on the market work with different variations of a finite number of 

mechanics, and very few unique, new mechanics can be found. The Castle Of Mind 

games of the developer Balázs Török-Szabó are based on such unique mechanics. 
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A3 - Developing the board game 

 

 

The process of designing the game began with the creation of several different 

concepts and their examination. The basis of the concepts was provided by the 

principle that the direction of creativity is building from existing basic elements and 

creating new things in the construction. 

 

During the project, the design of the game concept started based on the words of 

the glossary created in IO1 and the collected definitions of various relevant concepts. 

The most important concepts from which the work started are creativity and 

development - since the goal is to develop creativity. 

 

From a psychological perspective, creativity is the ability to create new ideas, 

concepts, connections (link), or even more simply: the ability to create something new.  

From a philosophical approach the theoretic model of The Theoretics also provides 

an explanation for the functioning of creativity1. 

Also, applying a philosophical approach, it is possible to determine what can be 

considered development, and also what conditions must be met in order for 

development to take place. In the case of a developmental game, this can be important 

because the developmental character of the game can be ensured by creating the 

conditions. Balázs Török-Szabó's books The Theoretics and The Development 

Practice defines development as conscious change (alteration). The latter book also 

contains the description and relations of the five basic conditions of development2. 

The basic conditions of development are: attention, tension, tool, work, new way. 

The creators of the game have taken into account the five basic conditions and they 

formed the concept of the game to fulfill these. 

 

A3.1. Concept design 

As the concept of the new game, the choice was made to build multiple things from 

a finite number of elements in a new way. There have been several versions of what 

basic elements, with what construction and what goals the game should be put 

together. 

Taking into account the dimensions defined in IO4-A2, the elements and objectives 

of the game were designed as follows: 

 
1 TÖRÖK-SZABÓ, Balázs: A teoretika (The Theoretics), L'Harmattan Publishing, Budapest, 2017; 

ISBN: 9789634143055 
2 TÖRÖK-SZABÓ, Balázs: A fejlődéspraktika (The Development Practise), L'Harmattan Publishing, 

Budapest, 2020; ISBN: 9789634143055 

https://psychology.wikia.org/wiki/Creativity
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● The goal is to reach a target by touching specific points on the fields of a board. 

Multiple routes can be created between the fields, i.e. not a linear, but a 

networked course is created. 

○ The location of the fields and the planning of the routes between them 

are among the next steps of the development. 

● Nodes represent things that need to be expressed in some way.  

○ The concretization of the nodes is the task of the next stage of 

development. 

● The condition for moving from one node to the next is that the player should be 

able to express the thing/concept corresponding to the field using the available 

basic elements.  

○ Defining the basic elements is the task of the next stage of development. 

● Several variations are possible to create connections between the basic 

elements. It can be determined by the spatial location of the basic elements 

(e.g. placing cards next to each other or underneath each other), fixed locations 

marked on the board in advance that define relationships (e.g. positions on the 

board indicating sub-superiority, where the cards must be placed), or some 

other marking elements, tokens, cards that indicate relationships.  

○ Defining the relations is the task of the next stage of development. 

● The game's planned device requirements: 

○ a board with nodes and paths between them 

○ pieces (8 pcs., colored) 

○ basic elements (cards) 

○ possibly elements indicating a relation (tokens, cards) 

○ rule book 

 

A3.2. Designing the first version of the game 

A.3.2.1. Gameplay design 

The game developers built the game mechanics to define the concept of creativity, 

taking into account the basic conditions of development. Accordingly, the game was 

designed in such a way that concepts (information) must be created from finite and 

multiple types of elements (notions) in order to progress, thereby modeling the process 

of notion association. Meanwhile, in order to achieve the goal of the game (tension), it 

is necessary to pay attention to both your own and the other players' notion association 

processes (attention). All of this is preferably done in such a way that the players can 

try out new ways (new paths) to assemble (work) the finite number of notions (tools), 

and all of this can be mastered and learned by the other players as well. 

 

The following must be taken into account in the gameplay: 

● every player should have the same activity time, 
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● everyone starts on the same terms, 

● achieve results using your creativity during the game, 

● during the game, there should be opportunity to develop, to incorporate what 

we have learned into our own game, 

● players can learn new approaches, new ways to compose notions, images, 

● the enjoyment value of the game should be adequate to maintain attention (e.g. 

when it is not the player's turn, he or she should still shall have the opportunity 

and be interested in paying attention), 

● the victory conditions must be properly developed - with clear, easy to 

understand, sufficiently difficult but not unattainable conditions, 

● the role of chance should be defined, 

● the balance of the strictness of the rules must be properly set (e.g. only one or 

more of a given type of relation card can be used in a round). 

 

A.3.2.2. Board design 

Determining the number of fields: 

The game is designed for 2-8 players. In order for each player to be able to choose 

from a sufficient number of options at any given moment, the developers have defined 

the number of fields with a minimum of 40 fields, with which there is a sufficient number 

of opportunities to move. All of this can be achieved if there are 3 or more progression 

options available for each field. 

 

There were 49 fields in the first version of the table. Paths between the fields indicate 

which field you can move on to. The minimum number of possibilities to move on from 

the fields - taking into account that the game can be played by up to 8 people - was 

set at 5. In other words, you can proceed from one field to at least 5 other fields. 

Aspects of route planning: 

● it is possible to move from one field to at least 5 and at most 8 adjacent fields, 

● the distance between the furthest fields should be no more than 8 steps. 

Special fields:  

Among the fields, 8 fields at a distance of at least 2 steps from each other are 

marked with different colors (red, orange, yellow, green, dark blue, light blue, purple, 

gray). These also function as a starting field and a destination field. 

Concept fields: 

The other 41 fields contain different concepts (defining the concepts is a separate 

task). 
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A.3.2.3. Definition of concepts 

Concepts are placed in the empty fields - marked in light gray. The central element 

of the game is the expression of concepts that can be understood by others, as this is 

a condition for moving on. Thus, the definition of concepts is one of the key elements 

of the game. (Later, when creating additional versions of the game, these concepts will 

be interchangeable, and thus games with different themes can be created based on 

the same game mechanics.) 

When choosing and placing the concepts, an important aspect is that there should 

be easier and more difficult to explain, grasp, and transfer concepts among them, and 

that their arrangement on the board ensures a suitable gaming experience. 

The test board was designed in such a way that words can be written on it by hand, 

so that during the test games it can be seen which words the players find easier or 

more difficult to express using the given elements. 

Examples of pre-collected concepts: development, love, infinity, joy, sorrow, magic, 

random, shadow, company, etc. 

 

A.3.2.4. Defining the basic elements of conceptualization 

To define the concepts in the fields, the drawings on the cards provide help, with the 

help of which the players must express the concepts.  

Notion association means placing different notions next to each other. Thus, the 

developers defined two different types of notions in the game: physical notions - 

represented by object cards - and mental notions - which are represented by relation 

cards. 
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Objects 

Object cards contain objects and phenomena. It was important not to depict specific 

objects (e.g. Empire State Building), but rather to be adequately abstract and general 

(e.g. a building) so that the players could interpret them freely. On the one hand, this 

makes the game easier, since a general object can mean many things to the given 

player (e.g. a building can also mean a home). At the same time, this is precisely what 

gives the game its difficulty, since with the help of these general objects we must be 

able to express the given concept in such a way that it is understandable and clear to 

the other player (for whom the building may represent a dog kennel). 

Here are some examples of the symbols in the first version of the game:  

 

 
 

In the first version of the game, which player can use which cards are marked with 

color codes on the drawings. For example, the following "house" card can be used by 

the red, green and yellow players, the "guitar" card by yellow, orange and green, the 

"moon" card by blue and yellow. 

 
 

In addition, there were other objects that could be selected by players using any 

color. Among them were completely general and versatile objects, as well as quite 

specific objects. 

 
 

Aspects of determining the basic elements: 
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● simple drawings depicting an object 

● general figures (e.g. not a specific house, but a symbol of a house in general) 

● multiple interpretations should be possible (e.g. the house card can mean a 

building, home, house, warmth, family, village, city, etc., depending on the 

players' imagination and the use of the card) 

 

120 different cards were developed for the first version. During the testing, we also 

examined which ones are easier to use, which ones are more difficult, and what this 

depends on. 

 

Relations 

The other type of cards specify the relationships between objects. These can also 

be freely interpreted, they were chosen to express a relationship between two or more 

things (e.g. sum, opposite, or common intersection of two sets, etc.) 

 
Aspects of defining relations: 

● simplicity 

● can have multiple meanings (e.g. depending on the interpretation of the players, 

the + sign can mean addition, correlation, positive sign, X turned at 45 degrees, 

multiplication, etc.) 

A total of 21 types of relationship cards were made, 3 pieces of each.  

 

The developers set the goal of the game to reach certain fields. In the first version 

of the game, the goal is to get from the starting field to a specific color field. To select 

this, color cards were made, which contained the colors of the colored fields (and the 

pieces).  

 
 

 

A.2.3.5. Gameplay and rules of the first version of the game 

Players choose 1 piece from the 8 colored pieces. The piece is placed on the field 

corresponding to its own color. The players decide who starts. They follow each other 

in clockwise order during the game. 
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Each player draws 2 color cards so that the others do not see them. If they draw 

their own color, they must draw a new one instead. They write down the two colors 

drawn. The goal of the game is to get from the starting field as quickly as possible to 

the field of the first and then the second drawn color. 

In a round, a player can move only one field. It is up to you to decide where you go 

and what road you take. 

There can only be one piece on a field. It is not possible to enter a field where there 

is another piece. 

A step can be implemented as follows: 

● the next player decides which field he wants to move on to - the given field has 

either a concept or a color; 

● the player takes the cards and tries to use them to formulate the concept (or 

color) that is in the field he has chosen by arranging the cards on the table: 

○ can use any number of cards; 

○ there are no restrictions on how one can use and arrange the cards (one 

can place them next to each other, on top of each other, rotated, etc.); 

● when the player is finished, he indicates it to the player following him in line; 

● the other player tries to guess which concept (or color) the cards represent 

○ if the guess is right: the player can move his piece to the targeted field, 

and the guessing player take one step to any field (this way it is in his 

interest to guess the concept); 

○ if the guess is wrong: the pieces stay. 

Then the next player in line comes with the option to move. 

The winner is the first person to reach the field of the color drawn second by touching 

the color drawn first. 
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A4 - Testing the game’s first version 

 

A4.1. Testing parameters 

33 people, women and men between the ages of 21 and 45, took part in testing the 

first version of the game. The testers played in a total of 42 test games with different 

numbers and formations. 

When testing the game, the developers mainly monitored the following parameters: 

● correlations between the number of players and the length of playing time 

● difficulties in defining concepts 

● number of cards used during each task (per type) 

● ways of using the cards (linear placement, tabular placement, other placement 

methods) 

 

Based on observations, some parameters were changed during the tests in order to 

observe how changing certain parameters affects the progress and enjoyment value 

of the game: 

● how many color squares must be crossed to win the game 

● concepts written in the fields 

● location of concepts on the board 

● various start sequences 

● changing the number of cards 

● different rules for the use of cards (e.g. a maximum number of cards can be 

placed, a relationship must be used, cards can only be placed next to each 

other, etc.) 

In addition, discussions were held with the testers at the end of the games, during 

which they were asked about the gaming experience, their own experiences, 

observations, and ideas. 

For the testing such boards were used in which concepts could be entered by hand, 

so there was an opportunity to test many concepts and their locations. 

 

A4.2. Summary of experiences 

A4.2.1. Number of players 

This version of the game can be played with 2-8 people, it is enjoyable and exciting. 

The more players there are, by definition, the longer the waiting time, but watching 

other people's deciphering also engages the players, makes them think and creates 

fun moments. 

In terms of the developmental effect, more players mean more opportunities to 

observe and learn ways of thinking different from our own. 
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Traffic on the board is greatly influenced by the number of players. More players 

means more occupied fields (part of the rule is that only one player can be on a field), 

and this forces players to try new routes, that is, to define new concepts. 

Each game - depending on the number of players - lasts 15-40 minutes, most games 

are over within 25 minutes. This can be considered an ideal game length, taking into 

account that most adult training courses and workshops operate with 60-minute blocks, 

so in most cases one of these 60-minute sections can fit an introduction to the game, 

2 or 3 games, and the sharing of experiences. 

 

A4.2.2. The board 

The board's 49 fields and paths provide the players with a sufficient number of 

options to decide which path to take with their pieces. 

The more pieces there are on the board, the more opportunities there are to occupy 

certain fields, and thus the players are forced to move in different directions. 

According to the majority of respondents, the number of fields is sufficient. 

Typically, the players first tried to move towards the center of the board in order to 

reach their target fields as soon as possible, but in the case of more players and greater 

obstacles, they started to use the outer parts of the board, realizing that thanks to the 

networked arrangement of the fields, certain color fields can be quickly accessed 

through them, if other paths are closed. 

There was feedback that the game could be tested with a larger board and more 

fields, so in the next phase of testing, the developers will also prepare a larger board, 

although the larger board will presumably result in increased playing time. 

 

A4.2.3. Concepts 

Several board versions were created, on which different concepts were arranged in 

different layouts, and the testers could try them out. 

There were concepts that were easier to express and others that were found to be 

more difficult to express. Typically, more abstract concepts were considered more 

difficult to express with objects and relations, although it should be noted that it varied 

from person to person as to what they consider a difficult or an easy word. 

In general, they found the following easier, for example: joy, sorrow, rest, etc. 

In general, they found the following more difficult, among others: ingenuity, 

vigilance, creativity, etc. 

It is also necessary to express the colors in the game, if the player intends to go 

there - defining the colors with the cards usually also led to difficulties, often to fun 

situations. 

 

During the trial games, the developers came to the conclusion that it is most ideal if 

easier and more difficult expressions are distributed in equal proportions and at equal 
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distances on the field, and if possible, there should be ones of different difficulty next 

to each other. Thus, the player can try to choose his route by going through the easier 

words, but it happens that the shorter path leads through a more difficult word, or 

someone else occupies the field of the easier word, so the game requires him to 

experiment with defining the more difficult concept for him. 

 

A4.2.4. Card 

The 120 object cards used in the first version proved to be a lot, difficult to manage, 

and it took a long time for the players to select the cards they could use based on the 

correct color codes before each laydown. 

The development team examined which cards are used, which are completely 

ignored, and on what basis they make decisions in each case. 

The cards of the next version of the game will be compiled depending on the 

experience. 

  

The relation cards proved to be suitable based on the test games. Players used 

them in creative ways. There were also cases where concepts were only defined using 

relation cards (e.g. "development" using upward arrows, or the word "infinite" using an 

arrow pointing back at itself). 

 

A4.2.5. Gameplay 

The test players learned the rules of the game easily, there were no problems with 

their understanding and application. They pointed out that the rules are easy and quick 

to understand, and that the game has a lot of options for how simple the rules are. 

The gameplay was hindered by the large number of cards, but beyond that it was 

smooth. 

 

A4.2.6. The developmental effect of the game 

Those who knew each other better before they sat down to play found it easier to 

find the methods and ways of laying down the cards for the other person to figure out 

the puzzle. For those who knew each other less, by the end of the game, their way of 

thinking about the other players was outlined. Based on this, one of the lessons that 

the majority of the players said is that when defining a concept, the most important 

thing is not how we can formulate it for ourselves, but whether the other person can 

figure it out - and for this it is important to get to know the other person's way of thinking. 

 

During the game, certain groups used new, special solutions. Such were the 

interpretations of relation cards as objects (the arrow became a rocket, the + sign 

became a cross, the arrow pointing back at itself became a wheel); the creation of a 
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comic book or storyboard from the images (where there was not only a connection 

between the images, but two images or sequences of images also showed a kind of 

movement in relation to each other, like an animation), etc. These solutions were later 

used not only by the players who first applied them during the game, but also by others. 

So the way of thinking itself could be transferred through the game. Through the 

development of creativity, this also develops communication skills, conflict 

management, and cooperation skills. 

The ways of associating notions learned while playing can later be applied in any 

area of life. 

 

Several people pointed out that the cooperative nature of the game greatly 

contributes to its enjoyment value. They partly play the game against each other, but 

cooperation and mutual understanding are essential to progress. This way of thinking 

can also be learned through play and applied to many other areas of life. 
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A5 - Testing the game’s second version 

 

35 people, women and men between the ages of 20 and 45, took part in testing the 

second version of the game. The testers played in a total of 32 test games with different 

numbers and formations. 

A5.1. The board 

It emerged that the players do not use the outer fields of the board to the same 

extent as the inner fields, so there may be a need for a larger board and starting fields 

further apart. However, the more distant color fields and the larger board led to a longer 

playing time, which would have involved overturning the predetermined dimensions of 

the game (20-60 minutes of playing time; ideally 30-45 minutes of playing, so a one-

hour workshop can fit the description of the rules of the game and summarizing the 

experiences as well). 

Ignoring the outer fields on the 49-field board was mainly experienced when the 

game was played with fewer players: everyone tried to reach the target fields by the 

shortest possible route, towards the center of the board, and in this movement they 

hindered each other less. However, when several people (4-8 people) played together 

and the players prevented each other from reaching the target fields, they also 

discovered the potential of the outer fields. During the design, special attention was 

paid to the fact that the distances between the colors furthest from each other can be 

bridged in several ways and, for example, can be reached by moving on the outer fields 

in the same number of steps as moving towards the center of the board. 

Discovering the possibilities inherent in the path network can improve spatial 

perception and problem-solving thinking. 

 

A5.2. Concepts 

The concepts and their arrangement were designed by the developers as follows: 
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The arrangement of the concepts, the mixing of easier and harder to express 

concepts based on previous tests worked well during the tests, in most games most 

players encountered both easier and more difficult to express concepts. 

 

A5.3. Cards 

In the new test series, players tried the game with a reduced number of object cards 

compared to the first version. In order to simplify the gameplay during these tests, all 

cards could be used by all players, there were no color-coded, special cards that varied 

from player to player. 
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Experience has shown that 50 pieces of selected object cards, which can be used 

by everyone, is a manageable amount, enough to express the concepts with their help, 

but in many cases it is not easy to express them. 

Examples of single color object cards: 

 
 

There were cases when someone tried to define a concept using only a single object 

card, but due to the generality of the objects, the interpretations were diverse, so others 

came up with their correct deciphering in the rarest cases. During the games, the 

players realized that if they wanted to move, they had to define the concept more 

specifically, which usually required more cards, and they needed to find the right 

amount, arrangement, and relationship to clearly express what they wanted. 

 

The relation cards have not changed compared to the previous version. 

 

A5.4. Gameplay 

The gameplay was smooth with the reduced number of object cards. 

Different groups used the cards in different ways, some spread them all out and 

picked from there, some took them as a deck and looked through them to decide which 

one to use for certain definitions. 

The relation cards were typically placed in groups next to the board, and they were 

used in the same way as in the previous tests. 

 

In connection with the new test series, the following modifications were tested. 

- the set of cards used and presented to define a concept can only be used once, 

so the next time someone wants to present the same concept, they cannot do 

it with the same set, they have to change something (thereby encouraging the 

players to try new ways) 

- the players do not say whether someone has passed through the color field that 

must be touched by them; so the other players cannot know that the player 

entered the field because it was one of his target fields, or that it just got in the 

way; this added more excitement to the game 
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- speaking, pointing, and making noises while placing the cards is strictly 

prohibited, so that the deciphering can be done to the fullest extent possible 

only with the help of the cards 

 

The game was considered thought provoking and entertaining by players. Even in 

the case of groups that didn't know each other before the game, the atmosphere 

quickly improved, and the test games were typically filled with a good atmosphere. 

 

A5.5. Developmental effect 

According to the conversations, reports and feedback, it is necessary to pay 

attention in the game to ensure that each concept is defined with sufficient precision, 

but not too complicated. The definitions with one object card were generally found to 

be too general, based on which it was at most possible to guess randomly which 

concept or color the other player had in mind. And, in the other way, they often 

confused the other with overly complicated depositions. It often happened that at 

certain points during the placement, the other player identified the correct concept, but 

after additional objects and relations entered the picture, the guesser became unsure 

and finally guessed a different concept. 

The fact that adapting to the other's way of thinking leads to results was still 

highlighted by the players as one of its most important characteristics. And this, since 

it is usually new compared to one's own thinking (i.e. a new path), enables the 

developmental effect to prevail if additional conditions for development are also 

available. 

In addition to all this, other areas can also be developed - spatial awareness (by 

taking paths on the board and seeing its routes), critical thinking, cooperation, problem 

solving and other skills and abilities can be developed through the use of the game. 
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A6 - Preparing the final version of the IO 

 

A.6.1. Final game rules 

The final version of the game received positive feedback during test games. After 

summarizing the suggestions, additions, and opinions, the members of the 

development team compiled and finalized the exact rules of the game, as follows. 

 

Rules: 

 

The game can be played with 2-8 people. 

Players choose 1 piece from the 8 colored pieces. Each piece in the game is placed 

on the field corresponding to its own color. The players decide who starts. Players 

follow each other in a clockwise order during the game. 

 

Each player draws 2 colors from the shuffled color cards without the others seeing 

it. If they draw their own color, they must draw a new one instead. They write down the 

two colors drawn. The goal of the game is to get from the starting field as quickly as 

possible to the field of the first and then the second drawn color. The winner is the first 

person to reach the field of the color drawn second by touching the color drawn first. 

 

In one round, a player can take one step. It is up to you to decide where you go and 

what road you take. 

There can only be one piece on a field. It is not possible to enter a field where there 

is another piece. 

A step can be implemented as follows. 

● The next player decides which field he wants to move to without telling the 

others. The given field contains either a concept or a color. 

● With the help of the cards, the player tries to formulate the concept (or color) 

that is on the chosen field by arranging the cards freely on the table. 

○ The player can't point, can't speak, can't make sounds that would help 

the others guess the concept, one can only use the cards to show the 

concept. 

○ Any number of cards can be used, it depends on the player how many 

object cards and how many relation cards he uses. 

○ There is no limit to how the cards are used, how they are arranged in 

relation to each other. One can place them next to each other, on top of 

each other, in a circle, rotated, on top of each other, etc. 

● When the player is done, he signals it to the next player in line. 

● The other player tries to guess which concept (or color) the cards represent. 

○ If the guess is right:  

■ the player can move his piece to the targeted field,  
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■ and then the guessing player can move his piece to any field (thus 

it is in his interest to guess the concept). 

○ If the guess is wrong:  

■ no one takes a step. 

Then the next player in line comes with the option to move. 

 

The game has a move compulsion, that is, when someone takes their turn, they 

must take a step. 

 

During the game, players will not reveal whether they have already passed the color 

they need to touch to complete the objective. 

 

The game continues until someone reaches the target area by touching the other 

color drawn at the beginning of the game. Whoever can do this first is the winner of the 

game. 

 

A6.2. Design 

Next, the design of the game was developed. 

Several designs were created, from a darker tone through a less loud, more 

restrained look to brighter, more cheerful colors. 
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… 

 

The design of the game was created from a combination of these. 

The graphic of the board is made for a size of 40x40 cm. 
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A6.3. Name of the game 

 

— 

 

Suggestions for using the game 

 

Although the game itself functions as a development tool - so if it is played, the 

development effect can prevail - development can be much more effective if it is led 

and coordinated by a trained professional. The specialist can provide information and 

help organize the game in such a way that the players get the most out of themselves, 

each other and the possibilities inherent in the game. 
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Below is a summary of what was experienced during the development and testing 

of the game, which can be useful in the coordination of a game, in addition to game 

development processes, but also in dealing with the development of adults in general. 

What's new in the game? 

The mechanics of board games, i.e. the mode and system of rules that determine 

their operation, can be diverse. The boardgamegeek.com3 distinguishes 191 game 

mechanics, such as role-playing, set collection, simulation or end-game bonuses. 

Several of these may appear in one game, e.g. Terraforming Mars includes 17 of those, 

including set collection and end-game bonuses4. Nine Men's Morris contains two: 

pattern building and point-to-point movement5. 

 

In the case of this game, the developers did not create the rules based on already 

existing mechanics, but approached it from a different angle. The goal of the game is 

to develop creativity, so the work was based on understanding the concept of creativity. 

Balázs Török-Szabó - who is also the developer of this game - describes the model 

of human consciousness in his book, The Theoretics, published in 2017, which also 

includes a description of the process of thinking and notion association. Translating 

this process into the game shaped the mechanics of the game. 

Although there are apparently similar games, it is essentially a new mechanic. We 

can find several games that can be said to be similar on the market, perhaps the closest 

game in terms of operation is Imagine6. However, none of them have the operating 

mechanism that is the essence of this game: that is, that it generates concepts with 

the help of object and relation cards, i.e. deliberately separated physical and mental 

notions. Through this, the game helps to shed light on the process of creating and 

associating notions, on the different ways of thinking, and encourages us to discover 

and learn new ways of thinking. 

 

 

 

How does the attitude towards the game change during the game? 

During the test games, it was observed that when the players encountered the 

mechanics for the first time, not everyone used the relation cards to define the concepts 

at first. At first, most people tried to introduce concepts with the help of one or two 

object cards. However, in the rarest of cases, the other player managed to guess the 

concept based on these. 

 
3 https://boardgamegeek.com/browse/boardgamemechanic  
4 https://boardgamegeek.com/boardgame/167791/terraforming-mars/credits  
5 https://boardgamegeek.com/boardgame/3886/nine-mens-morris  
6 https://boardgamegeek.com/boardgame/191894/imagine  

https://boardgamegeek.com/browse/boardgamemechanic
https://boardgamegeek.com/boardgame/167791/terraforming-mars/credits
https://boardgamegeek.com/boardgame/3886/nine-mens-morris
https://boardgamegeek.com/boardgame/191894/imagine
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It was also common for relationship cards to be used as object cards in the game. 

The rules allow this, and sometimes they led to a correct interpretation. 

(This probably shows that in our thinking we often work only by moving and grouping 

physical notions. In addition, it can also be assumed that we assume some kind of 

relationship between physical images placed next to each other, even when we are 

not aware of it or we do not display it. This can be the subject of further research.) 

 

In the next step, it was common to place the two object cards and one of the relation 

cards between them. Who preferred which relationship card differed from person to 

person, but the plus sign and the arrow appeared more often than the others - as a 

symbol of connecting two things or changing two things into each other. The use of 

mental notions in the game has already appeared here. 

 

If there was someone among the players who used the cards in a different way 

compared to the previous ones (e.g. used more, even 6-8 cards, or used several 

relations for each lay-down), the other players often adopted the method, so learning 

from each other in the game was realized. 

 

Those who played the game more than once had a greater inventory of ways to use 

the cards and chose from a variety of ways to place them. 

 

Appearance of differences in thinking in the game 

According to observations, many ways of thinking can be distinguished based on 

how one assembles a concept from existing basic elements. (This can also be the 

subject of further research.) We highlight some of these characteristics below. 

 

One-card solutions: it is clear to the player that an object card represents a certain 

concept. It rarely leads to a correct interpretation, since the cards are general symbols 

that offer many interpretations, and it depends to a large extent on the individual and 

his previous experiences which interpretation he associates with the symbols. For 

example, there was a case where the bird symbol meant the color blue to someone 

("the blue bird of happiness"), while to someone else it meant the concept of "freedom". 

 

Association: placing object cards next to each other that - based on the player's 

thinking, imagination, memories, impressions - are somehow connected to the given 

concept. This is the creation of a kind of general image, which is characteristic of the 

concept. It led to a correct solution if the other player had connected these physical 

notions in a similar way in his thinking. (E.g. "woman", "flower", "diamond" - such as 

the associations belonging to the concept of "beauty".) In the case of those who had 

similar cultural background and interests, this led to a higher proportion of correct 
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guessing. People of a similar age group, people who like similar movies, etc. they 

understood each other more easily through associations. 

 

Mathematical-logical operations: new meaning created by operations between 

objects. The most typical such operation was addition and subtraction, as well as the 

use of common set and subset relations. (E.g. "flower" + "gift" = "joy", or "Earth" - "tree" 

= "blue"). Here, too, it was observed that those who thought similarly were able to 

guess the results of these operations. 

 

Change: change from one object to another object, indicating movement, usually 

using arrows as relations. (E.g. "person" + "tool" → "house" - to indicate the concept 

of "rest", according to the player, as an expression of the thought "the working person 

goes home to rest".) 

 

Storytelling: mixed use of objects and relations, the placement of the cards tells a 

comic-like story that refers to the given concept. 

 

The fun factor of the game comes largely from the differences in thinking. When one 

person tries to express a concept based on their own thought process, and it is not 

known to the other, but is clear to some, the players often found these situations very 

entertaining. 

 

In order to achieve the goal of the game, the most important thing is still that those 

who show and those who guess try to think together, get to know and understand each 

other's way of thinking and notion creation. 

 

How does it develop? 

Play is basically an instinctive way of learning. The game is a practical learning 

process in which development can appear naturally and life-like. 

The developmental effect takes place in the areas where our attention is during the 

game. This is greatly influenced by both the game's mechanics and thematics. This 

game can thus have a developmental effect in many areas. 

It directs attention to the fact that we discover the other player's way of thinking, 

notion-making and notion-association methods, and encourages us to apply them 

ourselves.  

It teaches us that concept clarification as a method is useful for understanding 

ourselves and others and what others are telling us. If we see in the game how 

differently we think about certain concepts, it makes it likely that we often talk about 

other people using the same concepts in our everyday conversations, so it may arise 

to make the clarification of concepts a part of our everyday communication. 
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It also teaches cooperation, since it is part of the game mechanics that we can move 

forward by working together and understanding each other. 

 

The role of mistakes 

The game works as a development method if the player strives to win in it, as this 

can provide the appropriate tension for all of this - which is one of the five basic 

conditions for development. However, making mistakes is equally important for 

development, as these are the points where we have the opportunity to see new things. 

Every mistake gives us an opportunity to learn something. 

If we tried a way (e.g. defining a concept with a single object card), but were not 

successful (the next player didn't guess it correctly), the desire to win encourages us 

to try a different way (e.g. next time we will also use relation cards). If we think about 

the course of the game, we can come to the conclusion that the other person will figure 

out the concept if we construct it in a way that matches his way of thinking. Thus, 

through experiences and mistakes in the game, using thinking, we can independently 

come to the conclusion that it is worth watching each other in order to win. 

 

Usable knowledge 

It can be assumed that we are able to successfully apply knowledge in any area of 

life with which we have some kind of connection. Creating a connection with the 

knowledge can be the way we recognize the given knowledge during the game.  

In this case, if in the game - even through mistakes - we come to the realization that 

paying attention to the other person, working together with the other person gets us 

forward, we can use this knowledge in everyday life as well, because we come into 

contact with it. Having learned cooperation, clarification of concepts and others during 

the game, we are able to apply these in any area of life. 

On the other hand, during the game, we also come into contact with the concepts 

on the fields of the board, as we try to express them, break them down and put them 

together with the help of our thinking. In other words, we expand our knowledge of the 

concepts, we build a relationship with them (we think them through), so we can also 

use our knowledge about them in practice. 

It follows that this game mechanic is suitable for the players to acquire other 

knowledge by inserting other concepts. 

 

The role of in-game and post-game conversations 

It is not strictly part of the course of the game for the players to talk after each puzzle 

or after the entire game - as the rules of the game do not stipulate this - but at the same 

time it is an important and natural part of both the game and the development process. 

In this case, players can become aware of everything that they experienced during the 

game. 
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These conversations are usually in a good mood, with laughter, “aha!” moments and 

realizations. This is when it becomes clear why someone placed the cards exactly the 

way they did, or how others would have expressed the same thing - when you tell them, 

it becomes clear to you and to the others, the idea behind which you put the concept 

together. (E.g. "I would show purple as the blue sky and the red apple together"). 

Suggestions for using the game 

In the case of several players, it happens that if everyone starts through the middle 

of the board towards their target fields, each other's movement is hindered by the 

pieces on the board. It is worth drawing the players' attention to the fact that each color 

field can be accessed via several routes, and there are cases when it is worthwhile 

and faster to move through the outer layers of the board. (For example, the outermost 

8 fields are also connected to each other, so long distances can be bridged using 

them.) 

 

If the same group plays several games with each other, it is worth changing the 

order of the players after each game so that the same players do not follow each other 

in the game as before. Thus, it is possible to observe other people's different ways of 

thinking on the go and learn new ways of associating notions, which can further 

develop creativity. 

 

It is possible to draw the attention of the players to the fact that each object card 

alone gives too many possibilities for interpretation, so it is worthwhile to be more 

precise with the help of pictures. 

Attention can also be drawn to the fact that relation cards can be used to show 

connections between objects, which helps in more precise wording. 

It can also be mentioned that it is worth finding a balance between definitions that 

are too simple (which can be interpreted in many ways) and too complex (which are 

confusing). 

Players can realize all of this based on their own experience, however, there are 

situations where tips and ideas can be used to encourage them to use these solutions. 

 

And it is definitely worth drawing attention to, so that the players try out as many 

new ideas and concept creation modes as possible, and experiment with courage. 
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1. Appendix: list of concepts 

 

Hungarian English Slovenian Romanian 

szeretet love   

árnyék shadow   

egység unity   

motiváció motivation   

társaság fellowship   

felemelkedés rise   

tervezés planning   

végtelen infinite   

vágy desire   

belátás wit   

feledés oblivion   

titok secret   

lehangoltság gloom   

szomorúság sadness   

kitartás perseverance   

figyelem attention   

törődés care   

kétség doubt   

pihenés rest   

sóhaj sigh   

öröm joy   

leleményesség ingenuity   

hanyatlás decline   

vidámság vivacity   
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Hungarian English Slovenian Romanian 

zaj noise   

szépség beauty   

véletlen coincidence   

kényelem comfort   

egészség health   

barátság friendship   

szenvedély passion   

fejlődés development   

bűn sin   

emlék memory   

kegyelem mercy   

feszültség tension   

szabadság freedom   

bánat sorrow   

éberség watchfullness   

család family   

kreativitás creativity   
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2. Appendix: the object cars 
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3. Appendix: the relationship cards and their possible meanings 

The cards can be used in countless ways, below we only give their basic possible 

meanings. (For example, the minus sign can be used as a separator rotated by 90 

degrees, the equal sign can be used to symbolize different layers, etc.) 

 equality, conformity to each other 

 addition, sum, connecting two things 

 subtraction, difference of two things 

 question, questioning, uncertainty, inquiry 

 exclamation, emphasis, call 

 right, true, good 
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 incorrect, false, wrong 

 sets: set "A" + what is common to "A" from "B". 

 sets: the sum of sets "A" and "B". 

 sets: joint section of sets "A" and "B". 

 sets: sets "A" and "B", except for their common intersection 

 sets: set "A" contains set "B". 

 contrast, distance 
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 separation, distancing 

 reversal 

 encounter, confrontation 

 randomness, disorder 

 circular movement, returning to itself 

 cohesive movement, approach 

 pointing to a point 

 

 


