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Visual Thesis Overview

Introduction
This visual thesis explores the use of group participatory mediums through the 
combination of both design and gamification principles, to develop a model to affect 
social change. 

As seen in such participatory mediums as cooperative games, serious games, and 
interactive edutainment, I will design a user interaction integrating both analog and 
digital mediums – which offers learning opportunities through a combination of 
European user interface (UI) and American user experience (UX) design principles – that 
can advance acceptance, connectedness, and understanding of LGBTQIA people.
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Communication Strategy

Communication Goals

The perception of the varying states of attraction, gender identification, and sex as three 
different and distinct attributes that every human being has in whatever combination is 
difficult to do but is much more appropriate than an initialism. 

Therefore the communication goal of this project is to communicate attraction, gender 
identification, and sex as three separate attributes that each individual can have, and 
that in some instances this can change over a person’s lifetime. 

Intended Outcomes

The intended outcome of achieving the communication goal is for the player(s) to 
become aware of the varying states of attraction, gender identification, and sex through 
design and gamification.

The research for the visual component of this thesis will focus the development of a 
niche tabletop game that introduces LGBTQIA concepts in a non-innocuous or subtle 
way, the game will be played by using heuristic design with European UI elements, and 
phenomenological design choices through American UX. 

Also, a website exhibiting the visual thesis game and research will also be constructed 
to fulfill the requirements for the Degree of Master of Fine Arts in Graphic Design at the 
Savannah College of Art and Design.
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Target Audience & Geographic Scope	

The primary target audience for the visual thesis are male and female, cisgender, 
heterosexual, United States of America citizens and foreign nationals of varying socio-
economic class, that are ages six and up.

Timeline

September 13th	 - Send Design Brief & Written Thesis to MFA Committee 
		  - User Testing 
September 20th	 - Revisions 
		  - User Testing 2 
		  - Revisions & Writing 
September 27th	 - Update Committee 
		  - User Testing 2 
		  - Final Revisions & Finish Writing 
October 4th	 - Submit Design Brief & Written Thesis to Committee

		  - Revisions 
		  - Develop App & Website

October 18th	 - Submit App & Website to Committee

		  - Revisions 
 
November 1st	 - Submit Thesis to Editor 
November 8th	 - Submit Everything for Approval to Committee

		  - Last Minute Revisions as Requested by Committee

November 19th	 - Thesis Contact Form, Signature Page, and submit thesis
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Research Methodology

Mood Experience
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Preliminary Visual Research	

By conducting some preliminary visual research for similar designs to my visual thesis 
I found that there were no shortage of gay-themed boardgames, but not LGBTQIA 
inclusive games. Save for That’s So Gay I found no games with a similar objective. 

The following are the most popular list of contemporary games I found that closely 
relate to the LGBTQIA genre:

•	 That’s So Gay
•	 Gayme
•	 Drag Ball
•	 Gayopoly
•	 Gay Monopoly
•	 Homonopolis
•	 Gay Trivia
•	 The Rainbow Gayme
•	 Gay Weekend
•	 It’s Only Natural
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Ideation

Qualitative Research
The following are a some examples of tabletop games that are similar in genre, material, 
and cooperative gameplay. These games are exemplary in regards to combining 
European UI functionality with American UX, and I intend to analyze the mechanics of 
these games for ideation and implementation:

•	 Munchkin
•	 Forbidden Island
•	 Mouse Trap
•	 Life
•	 Red November
•	 Escape: The Curse of the Temple
•	 Jupiter Rescue

Munchkin

Munchkin is an award-winning card game, designed by Steve Jackson, captures the 
essence of the dungeon experience... with none of that stupid roleplaying stuff. The 
aspects of this game that are applicable to my visual thesis are the information being 
relayed through cards, the cooperative and competitive nature that simultaneously co 
exists, the ease of play and winning, and the modifications to one’s character through 
random encounters and choices.
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Forbidden Island

In Forbidden Island instead of winning by competing with other players like most 
games, everyone must work together to win the game. Relevant to my visual thesis 
is the cooperative mechanics that game employs such as a combined sense to win,a 
danger component, and a time component that forces people to collaborate as opposed 
to competing. Also relevant is the miniatures, figures, and tokens that embody great 
heuristic design.

The Game of Life

The Game of Life is a classic game of chance, and is easy to set up and play. Most 
relevant to visual thesis are the randomness that one encounters through serendipity, 
fortuitous, or devastatingly bad luck situations that are thrown at a character 
throughout one’s life. Also, the buildings, game board, cards, and interactive dial 
facilitate a unique American UX for the players.
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Red November

Red November is a cooperative game in a submarine where everything is going wrong. 
The sub is descending and the water pressure increasing, the nuclear reactor is 
overheating, fires and water leaks are everywhere, and there’s a giant Kraken looming 
nearby. What is relevant to my visual thesis is the storyline  which facilitates the players 
to organize,  solve the problems, divide the tasks among themselves to minimize the 
risks, and sometimes sacrifice themselves for the common cause.

Mouse Trap

In Mouse Trap players at first cooperate to build a working Rube Goldberg-like mouse 
trap, but once the mouse trap has been built, players turn against each other attempting 
to trap opponents’ mouse-shaped game pieces. Most relevant to the visual thesis are 
the 3D maker objects, the interactive elements, and the combined building that occurs 
between the players.
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Escape: The Curse of the Temple

Escape: The Curse of the Temple is a cooperative game in which players must escape 
(yes...) from a temple (yes...) which is cursed (yes...) before the temple collapses and 
kills one or more explorers, thereby causing everyone to lose. Relevant to the visual 
thesis is the board-building aspect as the players go, as well as the randomness of 
rolling dice simultaneously with other players to cooperate.

Jupiter Rescue

Jupiter Rescue is a co-operative strategy game in which players work together to escort 
28 colonists to an escape pod before they’re converted into aliens. Most relevant to the 
visual thesis is that each turn, players may move themselves, move nearby colonists, 
or kill aliens, enabling the players to work together for the greater good, or towards a 
positive task result.
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Mind Map & Notes
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Brainstorming
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Ideation & OneNote Sketches
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Prototype Exploration
I’m exploring various tabletop game configurations that utilizes figurines, dice, cards, 
and possibly a board. These can be eliminated or incorporated going forward since the 
next  phase will just be pursuing an option and refining a design. Testing the first paper 
prototype of this game will require the following to develop gameplay mechanics, timing, 
rules, and playability:

Propagayda Logo

I have examined the following public typefaces as a basis 
for my logo/wordmark:

•	 akaPotsley by akaType 
•	 Crom by Rook543 
•	 Globus +1 by Typographer Mediengestaltung
•	 Metamorphous by Typeco
•	 Ringbearer by thehutt
•	 Uncial Antiqua by Astigmatic One Eye Typographic 

Institute
•	 Viking by Typographer Mediengestaltung
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3D Maker Pieces Sex Dice
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The Purple Pixie The Blue Bear
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The Green GolemThe Orange Ogress
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The Yellow Yulon The Red Wrasse
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Game Cards
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Game Cards Backs
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Starting Gameplay 
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Potential Deliverables
•	 A Tabletop Game
•	 An Exhibition Website
•	 An Application/Web Application

Tabletop Game

I should be able to prove my thesis by starting with the paper gameplay mechanics as 
Munchkin and The Game of Life — cards for the majority of development, randomness, 
and conflict — and combining the cooperative gaming aspects of Forbidden Island and 
Red November (dice, tokens, and 3D maker objects) with a dedicated application/web 
application (tracking statistics, scanning Quick Response [QR] codes, augmented reality 
[AR]).

The Website

The website will be an exhibition of my visual and written Master of Fine Arts in Graphic 
Design thesis for the Savannah College of Art and Design. The website — a responsive, 
HTML5, CSS3, and search engine-optimized experience — will be an advertisement for 
the game, which will be available free to download and print/3D-print by anyone wanting 
to use the game to advance acceptance, connectedness, and understanding of LGBTQIA 
people.

Web Application

The game will either make use of QR codes – a type of two-dimensional barcode – 
to connect the analog game objects to digital data and hyperlink media, a custom 
application that makes use of AR for digital sculptural elements to analog game objects, 
or will allow 3D maker pieces to be downloaded for printing from the website.
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Rough Compositions

Game
In Propagayda 2 to 6 players work together to survive, support each other, and  help one 
another to win. Each player is on their own individual path of self-discovery by growing, 
cultivating relationships, surviving horrendous monsters, and enduring the unknown. 
If one player makes in to level 10 everybody wins; however, it is entirely possible that 
everybody will fail.

Propagayda Logo

My research in sans serif tabletop typography has lead 
me to use the Crom typeface as a point of departure, and 
customize the logo in regards to letters ‘a’, customizing 
them as triangles to reference the character sheet 
mechanic.
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Types of Cards

I will need to design templates for the following types of cards:

Red Unknown Cards (back)

•	 Monster Cards (37)
•	 Curse/Disaster Cards (19)
•	 Class/Attraction Cards (12)

Blue Explore Card (back)

•	 Equipment/Companion & Children Cards (39)
•	 Combat Item Cards (16)

Yellow Time Card (back)

•	 Level Up Cards (10)
•	 Race/Tribal Class Cards (9)
•	 Any Time Cards (8)
•	 Dualities (4)
•	 During Combat/Gender Cards (14)
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3D Objects

A player gains a their corresponding totem if they gain a Tribal Class, survive a Monster, 
and survive a Curse. There are only six standard totems, and totems can’t be shared. The 
corresponding totems are:

The Purple Pixie - Totem of Bisexual Attraction 
The Blue Bear - Totem of Male Homosexual Attraction 
The Orange Ogress - Totem of Female Homosexual Attraction 
The Green Golem - Totem of No Attraction 
The Yellow Yulon - Totem of Intersex Sex 
The Red Wrasse - Totem of Transgender Gender Identity
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Gameplay & Rules

Everyone starts the game using the sex dice, and automatically gains one point for 
rolling their sex. Players work together to get an individual player 10 points.

•	 Sex (start with 1 point)

•	 Identify with a Gender (1 point)

•	 Develop an Attraction (1 point)

•	 Form a Relationship(s) (1 point per/relationship)

•	 Become a Tribal Class (1 point)

•	 Survive A Curse  (1 point per/Curse)

•	 Survive A Monster (1 point per/Monster)

•	 Acquiring A Tribal Totem (1 point per/Totem)

Each round a player will three main actions they can perform: wait, hunt/gather, or 
venture into the unknown. 

If a player chooses to wait by drawing a time card, this is the only action they can take, 
thus ending their turn. Hunting and gather allows a player to move about their current 
area, draw a location card, and interact with other players. Venturing into the unknown 
will definitely involve a disaster or a monster, but will yield rewards in the form of points.

Each time a player fails a disaster or fight against a monster, every player looses 1 point. 
If any player’s point go below 1 to 0, or if only 1 player is left, the game is over.
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Website
Some examples of similar websites are:

•	 https://company.wizards.com/
•	 http://www.catan.com/
•	 https://www.fantasyflightgames.com/en/products/wiz-war/
•	 http://www.worldofmunchkin.com/
•	 http://escape-queen-games.com/index.php?id=5&L=1
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Application/WebApp
The application or WebApp will allow a user to keep track of all the players in the game, 
and their statistics like class, sex, gender identity, attraction, point, etc. The WebApp will 
be responsive across all devices, and will make use of touch-based CSS with JavaScript 
for behavioral interaction.
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Paper Prototype
Using the card game Munchkin as a point of departure, I crafted a similar niche tabletop 
game that, unlike Munchkin, eliminates competition in lieu of collaboration. So instead 
of players seeking money, power, and advancement to win before the other players, the 
game includes:

•	 Gender Cards
•	 Attraction Cards
•	 Modifiers Cards
•	 Companion cards
•	 Combat Item Cards
•	 Level-Up Cards

All of these cards enable the players to work collaboratively for survival against:

•	 Disaster Cards
•	 Monster Cards

All of which I divided into Hunt, Gather, and Camp Decks. I will eventually need to create 
illustrations for all of these cards, and I’m thinking white line art will be best, but that 
enhancement will come after testing the game.

Stone 
Boulder

+5 to any Player.

Use during any Combat. 
Usable once only. 

Item

Poisonous 
Berry

-3 to any Monster.

Use during any Combat. 
Usable once only. 

Item

Stagnant 
Water

-2 to any Monster.

Use during any Combat. 
Usable once only. 

Item

Stink Bug

-2 to any Monster.

Use during any Combat. 
Usable once only. 

Item

Sleeping 
Herb

-2 to any Monster.

Use during any Combat. 
Usable once only. 

Item

Lightning 
Strike

+5 to any Player.

Use during any Combat. 
Usable once only. 

Item

Freak Snow 
Storm

-3 to any Monster.

Use during any Combat. 
Usable once only. 

Item

Sacred 
Water

+2 to each Shaman in battle.

Use during any Combat. 
Usable once only. 

Item

Nectar

+5 to any Player.

Use during any Combat. 
Usable once only. 

Item

Flaming 
Arrow

+3 to any Hunter.

Use during any Combat. 
Usable once only. 

Item

Mandrake

+2 to any Player.

Use during any Combat. 
Usable once only. 

Item

Distraction

Monster gets distracted by a bird which 
flies away. The Monster leaves it’s 

Item(s) behind.

Use during any Combat. 
Usable once only. 

Item

Sacred 
Stone

The stone makes a single Monster vanish, 
even if you had already failed your Run 
Away roll. Take the monster’s Items, but 

don’t gain a Level.

Use during any Combat. 
Usable once only. 

Item

Friendship 
Bracelet

Discard all Monsters in combat. Items are 
gained, but you don’t gain a Level.

Use during any Combat. 
Usable once only. 

Item

Distraction

Monster gets distracted by a bird which 
flies away. The Monster leaves it’s 

Item(s) behind.

Use during any Combat. 
Usable once only. 

Item

Friendship 
Bracelet

Discard all Monsters in combat. Items are 
gained, but you don’t gain a Level.

Use during any Combat. 
Usable once only. 

Item
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Bonus 3

Club

Usable by Males only.

     

Item

Bonus 3

Dagger

Usable by Flute Player only.

     

Item

Bonus 3

Wood 
Armor

Usable by Homosexual only.

     

Item

Bonus 2

Male 
Companion

     You have found a potential 
Companion. If your Attraction permits 
you may form a relationship with this 
person. 

Companion

Bonus 1

Female 
Companion

     You have found a potential 
Companion. If your Attraction permits 
you may form a relationship with this 
person. 

Companion

Bonus 3

Broad 
Sword

Usable by Females only.

     

Item

Bonus 4

Hammer

Usable by Homosexuals only.

     

Item

Bonus 3

Intersex 
Companion

     You have found a potential 
Companion. If your Attraction permits 
you may form a relationship with this 
person. 

Companion

Bonus 4

Bow

Usable by Transgender only.

     

Item

Bonus 1

Male 
Companion

     You have found a potential 
Companion. If your Attraction permits 
you may form a relationship with this 
person. 

Companion

Bonus 5

Staff

Usable by Shamans only.

     

Item

Bonus 3

Polearm

Usable by Warrior only.

     

Item

Bonus 1

Female 
Companion

     You have found a potential 
Companion. If your Attraction permits 
you may form a relationship with this 
person. 

Companion

Bonus 3

Rapier

Usable by Transgender only.

     

Item

Bonus 2

Intersex 
Companion

     You have found a potential 
Companion. If your Attraction permits 
you may form a relationship with this 
person. 

Companion

Bonus 4

Shield

Usable by Warriors only.

     

Item

Bonus 1

Stick

     You may discard this item for an 
automatic escape from any Monster Level 
8 or below.

Item

Bonus 3

Hat

Usable by Shamans only.

     

Item

Bonus 3

Bandana

Usable by Hunter only.

     

Item

Bonus 3

Armor

Not Usable by Shamans

     

Item

Bonus 1

Male 
Companion

     You have found a potential 
Companion. If your Attraction permits 
you may form a relationship with this 
person. 

Companion

Bonus 2

Female 
Companion

     You have found a potential 
Companion. If your Attraction permits 
you may form a relationship with this 
person. 

Companion

Bonus 1

Intersex 
Companion

     You have found a potential 
Companion. If your Attraction permits 
you may form a relationship with this 
person. 

Companion

Bonus 4

Polearm

Usable by Hunter only.

     

Item

Bonus 3

Male 
Companion

     You have found a potential 
Companion. If your Attraction permits 
you may form a relationship with this 
person. 

Companion

Bonus 4

Mace

Usable by Gender Fluid only.

     

Item

Bonus 3

Club

Usable by Gender Fluid only.

     

Item

Bonus 2

Female 
Companion

     You have found a potential 
Companion. If your Attraction permits 
you may form a relationship with this 
person. 

Companion

Bonus 

Boots

     Gives you +2 to Run Away.

Item

Bonus 

Sandals

     Disaster Cards which you draw have 
no effect.

Item

Bonus 

Ocarina

     This melodius instruments captivates 
your foes, giving you +3 to Run Away. If 
you succesfully escape Combat, snag a 
face-down Item Card on your way out.

Item

Bonus 3

Boots

Not Usable by Warrior.

     

Item
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Bonus 1

Backpack

     Allows you to carry and use one extra 
Item, even if you could not otherwise.

Item

Bonus 4

Intersex 
Companion

Usable by Flute Player only.

     You have found a potential 
Companion. If your Attraction permits 
you may form a relationship with this 
person. 

Companion

Bonus 2

Male 
Companion

Not Usable by Flute Player.

     You have found a potential 
Companion. If your Attraction permits 
you may form a relationship with this 
person. 

Companion

Bonus 1

Female 
Companion

     You have found a potential 
Companion. If your Attraction permits 
you may form a relationship with this 
person. 

Companion

Bonus 3

Intersex 
Companion

Usable by Warrior only.

     You have found a potential 
Companion. If your Attraction permits 
you may form a relationship with this 
person. 

Companion

Bonus 3

Male 
Companion

     You have found a potential 
Companion. If your Attraction permits 
you may form a relationship with this 
person. 

Companion

Bonus 

Female 
Companion

Not Usable by Gender Fluid.

     You have found a potential 
Companion. If your Attraction permits 
you may form a relationship with this 
person. 

Companion

Bisexual
You are sexually attracted to people of 

any Sex.

     You must play this Card as soon as 
you get it. You win ties in Combat when 
you are assisted by a Player of any Sex.

Attraction

Bisexual
You are sexually attracted to people of 

any Sex.

     You must play this Card as soon as 
you get it. You win ties in Combat when 
you are assisted by a Player of any Sex.

Attraction

Bisexual
You are sexually attracted to people of 

any Sex.

     You must play this Card as soon as 
you get it. You win ties in Combat when 
you are assisted by a Player of any Sex.

Attraction

Bisexual
You are sexually attracted to people of 

any Sex.

     You must play this Card as soon as 
you get it. You win ties in Combat when 
you are assisted by a Player of any Sex.

Attraction

Attraction Attraction Attraction Attraction

Whirlwind

     -5 to next Combat for being distracted.

Disaster

Head Rash

     -1  in all Combat. If you loose your 
Head Gear you loose the rash.

Disaster

Weakness

     In your next Combat use no bonuses 
from Item Cards other than Armor. 

Disaster

Sudden 

Illness

     Lose a Level.

Disaster

Sand Storm

     Lose the Armor your wearing!

Disaster

Poison 

Berries

     Lose 2 Levels.

Disaster

Encumbered

     Share 2 Cards. First the Player on 
the victim’s left draws a Card from the 
victim’s hand and keeps it. Then the 
Player on the right does the same thing.

Disaster

Lost in 

Nature

     Choose 1 Item Card to discard. 

Disaster

Raccoon 

Thieves

     Loose the Footgear you are wearing.

Disaster

Lost in 

Nature

     Choose 1 Item Card to discard.

Disaster

Clan 

Banishment

     Discard your Class Card if you have 
one. If you have two Class Cards in play, 
loose one of them. If you have no Class, 
lose a Level.

Disaster

Clan Change

     If you have no Class Card now, this 
has no effect; otherwise, go back through 
the Discard Pile and the first Class Card 
you come to replaces your current Class 
Card.

Disaster

Stolen in the 

Night

     Lose the Item that gives you the 
biggest Bonus.

Disaster

Change 

Attraction

     If you have no Attraction Card now, 
this Card has no effect; otherwise, go  
back through the Discard Pile and the 
first Attraction Card you come to replaces 
your current Attraction Card.

Disaster

Lose your 

Attraction

     Discard any Attraction Card you have 
in play.

Disaster

Lose your 

Attraction

     Discard any Attraction Card you have 
in play.

Disaster

Change 

Attraction

     If you have no Attraction Card now, 
this Card has no effect; otherwise, go  
back through the Discard Pile and the 
first Attraction Card you come to replaces 
your current Attraction Card.

Disaster

Sudden 

Illness

     Lose a Level.

Disaster

Carnivorous 

Flock

     Lose the Headgear you are wearing.

Disaster

Bisexual
You are sexually attracted to people of 

any Sex.

     You must play this Card as soon as 
you get it. You win ties in Combat when 
you are assisted by a Player of any Sex.

Attraction

Bisexual
You are sexually attracted to people of 

any Sex.

     You must play this Card as soon as 
you get it. You win ties in Combat when 
you are assisted by a Player of any Sex.

Attraction

Bisexual
You are sexually attracted to people of 

any Sex.

     You must play this Card as soon as 
you get it. You win ties in Combat when 
you are assisted by a Player of any Sex.

Attraction

Bisexual
You are sexually attracted to people of 

any Sex.

     You must play this Card as soon as 
you get it. You win ties in Combat when 
you are assisted by a Player of any Sex.

Attraction

Attraction Attraction Attraction Attraction
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Heterosexual
You are sexually attracted to people of the 

opposite Sex than yours.

     You must play this Card as soon 
as you get it. You win ties in Combat 
when you are assisted by a Player of the 
opposite Sex.

Attraction

Heterosexual
You are sexually attracted to people of the 

opposite Sex than yours.

     You must play this Card as soon 
as you get it. You win ties in Combat 
when you are assisted by a Player of the 
opposite Sex.

Attraction

Heterosexual
You are sexually attracted to people of the 

opposite Sex than yours.

     You must play this Card as soon 
as you get it. You win ties in Combat 
when you are assisted by a Player of the 
opposite Sex.

Attraction

Heterosexual
You are sexually attracted to people of the 

opposite Sex than yours.

     You must play this Card as soon 
as you get it. You win ties in Combat 
when you are assisted by a Player of the 
opposite Sex.

Attraction

Homosexual
You are sexually attracted to people of the 

same Sex as yours.

     You must play this Card as soon as 
you get it. You win ties in Combat when 
you are assisted by a Player of the same 
Sex.

Attraction

Homosexual
You are sexually attracted to people of the 

same Sex as yours.

     You must play this Card as soon as 
you get it. You win ties in Combat when 
you are assisted by a Player of the same 
Sex.

Attraction

Homosexual
You are sexually attracted to people of the 

same Sex as yours.

     You must play this Card as soon as 
you get it. You win ties in Combat when 
you are assisted by a Player of the same 
Sex.

Attraction

Homosexual
You are sexually attracted to people of the 

same Sex as yours.

     You must play this Card as soon as 
you get it. You win ties in Combat when 
you are assisted by a Player of the same 
Sex.

Attraction

Strength 1

JellyFISH

+4 against Hunters.

Failure: Discard Footgear or loose a 
Level.

MonsterGather 1

Strength 1

Carnivorous 
Plant

Hunters draw an extra treasure after 
defeating.

Failure: You are Dead.

MonsterGather 1

Strength 1

Crab

Can’t escape.

Failure: Discard Armor and Footgear.

MonsterGather 1

Strength 1

Rat

+3 against Cisgenders.

Failure: Lose a Level.

MonsterGather 1

Strength 1

Wombat

+1 to Run Away.

Failure: Lose a Level.

MonsterGather 1

Strength 2

Blob

+1 to Run Away.

Failure: Drop all Big Item Cards

MonsterGather 1

Strength 2

Skeleton

If you flee you loose a Level even  if you 
escape.

Failure: Lose 2 Levels.

MonsterGather 1

Strength 2

Hawk

Gain and extra Level if you defeat it with 
fire or flame.

Failure: Lose a Level

MonsterGather 1

Strength 2

Wolf

Drop and item to distract if you can’t 
beat it.

Failure: Lose 2 Levels.

MonsterGather 1

Strength 2

Bats

-1 to Run Away.

Failure: Lose 2 Levels.

MonsterGather 1

Strength 4

Harpies

+5 against Shamans.

Failure: Lose 2 Levels.

MonsterGather 2

Strength 4

Leprechaun

+5 against Hunters.

Failure: He takes 2 Item Cards from you, 
one chosen by the Player son either side 
of you.

MonsterGather 2

Strength 4

Unicorn

+5 against Flute Players.

Failure: Lose 2 Levels.

MonsterGather 2

Strength 4

Giant Snail

-2 Run Away.

Failure: Roll a dice and loose that many 
Item Cards.

MonsterGather 2

Strength 6

Skunk

Gain an extra Level if you defeat it 
without help or Bonuses.

Failure: Discard your whole hand.

MonsterGather 2

Strength 6

Scorpion

+6 against Shamans.

Failure: Either discard your whole hand 
or loose 2 Levels.

MonsterGather 2

Strength 6

Thief

Will not attack a Flute Player, but instead 
a Flute Player may discard 2 Items and 

grab 2 new ones.

Failure: Let each Player draw a Card 
from your hand and discard the rest.

MonsterGather 2

Strength 6

Mystic

+6 against Warriors.

Failure: Discard Race or Class Cards in 
play.

MonsterGather 2

Strength 8

Ghoul

Fight with Level only.

Failure: Your Level becomes equal to 
lowest Level Player.

MonsterGather 2

Strength 8

Giant 
Spider
+6 against Hunters.

Failure: Discard Headgear and loose a 
Level.

MonsterGather 2

Strength 8

Witch

Will not attack Transgender. Gives them 
one treasure instead.

Failure: Loose your Class Card, or loose 
3 Levels.

MonsterGather 2

Strength 8

Giraffe

You must face Gazebo alone.

Failure: Lose 3 Levels.

MonsterGather 2

Strength 10

Troll

None.

Failure: The highest Level Player gets to 
take one Item Card from you.

MonsterGather 3

Strength 10

Floating 
Eyeball

You can bribe for an Item Card worth at 
least 200 pieces.

Failure: You can’t flee, and you lose 3 
Levels.

MonsterGather 3
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Strength 10

Band of 
Warriors

+6 against Flute Players.

Failure: You are Dead.

MonsterGather 3

Strength 12

Vampire

Cisgenders can chase away and take all 
treasure. There is no Level increase for 

this.

Failure: Lose 3 Levels.

MonsterGather 3

Strength 12

Demon

+4 against Cisgenders. You must discard 
one item before combat.

Failure: Lose 2 Levels, 3 if you are an 
Hunter.

MonsterGather 3

Strength 12

Sasquatch

+3 against Flute Players.

Failure: Lose the Headgear you were 
wearing.

MonsterGather 3

Strength 14

Grave 
Monster

+4 against Warriors.

Failure: Death for all but a Shaman. A 
Shaman discards their Class Card.

MonsterGather 4

Strength 14

Great Ape

You may walk past and let him keep 
treasure, except for people who are 

Gender Fluid.

Failure: You are Dead.

MonsterGather 4

Strength 14

Lying Man

Fight it with only bonuses.

Failure: Loose 1,000 gold worth of Item 
Cards, or loose all you have.

MonsterGather 4

Strength 16

Zombie

Will not pursue Level 3 or below. Higher 
Level characters loose 2 Levels even if 

they escape.

Failure: Lose all your Item Cards and all 
Cards in your hand.

MonsterGather 4

Strength 16

Hippogriff

Will not pursue Level 3 or below. 

Failure: Starting with Player on right, 
each Player may take one Item Card in 
front of you, or without looking from 
your hand.

MonsterGather 4

Strength 16

Poltergeist

Will not pursue Level 3 or below. Higher 
Level characters loose 2 Levels even if 

they escape.

Failure: Reduced to Level 1.

MonsterGather 4

Strength 18

Giant Squid

Hunters fight at a -4. Will not pursue 
Level 4 or below, except for Hunters.

Failure: You are Dead.

MonsterGather 4

Strength 18

Great Boar

Will not pursue anyone Level 4 or below.

Failure: You are Dead.

MonsterGather 5

Strength 20

Tyrannosaurus

Will not pursue anyone Level 5 or below.

Failure: You are Dead.

MonsterGather 5

Shaman

     You may discard up to 3 Cards after 
rolling the die to Run Away; each one 
gives you a +1 Bonus to Run Away.

Class

     You may trade one Item Card each 
turn with another Player.

Shaman

     You may discard up to 3 Cards after 
rolling the die to Run Away; each one 
gives you a +1 Bonus to Run Away.

Class

     You may trade one Item Card each 
turn with another Player.

Shaman

     You may discard up to 3 Cards after 
rolling the die to Run Away; each one 
gives you a +1 Bonus to Run Away.

Class

     You may trade one Item Card each 
turn with another Player.

Warrior

     You may discard up to 3 Cards in 
Combat; each one gives you a +1 Bonus.

Class

     You win all ties in Combat.

Warrior

     You may discard up to 3 Cards in 
Combat; each one gives you a +1 Bonus.

Class

     You win all ties in Combat.

Warrior

     You may discard up to 3 Cards in 
Combat; each one gives you a +1 Bonus.

Class

     You win all ties in Combat.

Hunter

     You go up a level for every Monster 
Card you help someone kill.

Class

     +1 to Run Away.

Hunter

     You go up a level for every Monster 
Card you help someone kill.

Class

     +1 to Run Away.

Cisgender

You must play this Card as soon as you 
get it. Once per game you may take 
one Item Card from another player. At 
the moment you take it  must make the 
difference between wining and loosing 
Combat.

Gender

Your Gender corresponds to your Sex.

Cisgender

You must play this Card as soon as you 
get it. Once per game you may take 
one Item Card from another player. At 
the moment you take it  must make the 
difference between wining and loosing 
Combat.

Gender

Your Gender corresponds to your Sex.

Cisgender

You must play this Card as soon as you 
get it. Once per game you may take 
one Item Card from another player. At 
the moment you take it  must make the 
difference between wining and loosing 
Combat.

Gender

Your Gender corresponds to your Sex.

Cisgender

You must play this Card as soon as you 
get it. Once per game you may take 
one Item Card from another player. At 
the moment you take it  must make the 
difference between wining and loosing 
Combat.

Gender

Your Gender corresponds to your Sex.

Cisgender

You must play this Card as soon as you 
get it. Once per game you may take 
one Item Card from another player. At 
the moment you take it  must make the 
difference between wining and loosing 
Combat.

Gender

Your Gender corresponds to your Sex.

Transgender

You must play this Card as soon as you 
get it. Once per game discard a Monster 
Card in Combat , along with any Cards 
that have been played to modify it, and 
replace it with a Monster Card from your 
hand.

Gender

Your Gender is the opposite of your Sex.

Transgender

You must play this Card as soon as you 
get it. Once per game discard a Monster 
Card in Combat , along with any Cards 
that have been played to modify it, and 
replace it with a Monster Card from your 
hand.

Gender

Your Gender is the opposite of your Sex.

Transgender

You must play this Card as soon as you 
get it. Once per game discard a Monster 
Card in Combat , along with any Cards 
that have been played to modify it, and 
replace it with a Monster Card from your 
hand.

Gender

Your Gender is the opposite of your Sex.

Serendipity

Go Up A Level

Good Food

Go Up A Level
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Hunter

     You go up a level for every Monster 
Card you help someone kill.

Class

     +1 to Run Away.

Flute Player

     You can have 6 Cards in your hand.

Class

     You may discard 3 Cards to charm a  
single monster with your flute instead of 
fighting it. Discard the Monster Card and 
gain its Treasure, but don’t gain Levels.

Flute Player

     You can have 6 Cards in your hand.

Class

     You may discard 3 Cards to charm a  
single monster with your flute instead of 
fighting it. Discard the Monster Card and 
gain its Treasure, but don’t gain Levels.

Flute Player

     You can have 6 Cards in your hand.

Class

     You may discard 3 Cards to charm a  
single monster with your flute instead of 
fighting it. Discard the Monster Card and 
gain its Treasure, but don’t gain Levels.

Transgender

You must play this Card as soon as you 
get it. Once per game discard a Monster 
Card in Combat , along with any Cards 
that have been played to modify it, and 
replace it with a Monster Card from your 
hand.

Gender

Your Gender is the opposite of your Sex.

Transgender

You must play this Card as soon as you 
get it. Once per game discard a Monster 
Card in Combat , along with any Cards 
that have been played to modify it, and 
replace it with a Monster Card from your 
hand.

Gender

Your Gender is the opposite of your Sex.

Gender 
Fluid

You must play this Card as soon as you 
get it. Once per game play an Item Card 
even if it otherwise would not be legal for 
you to use.

Gender

Your Gender is a mix of both the Male 
and Female Sexes.

Gender 
Fluid

You must play this Card as soon as you 
get it. Once per game play an Item Card 
even if it otherwise would not be legal for 
you to use.

Gender

Your Gender is a mix of both the Male 
and Female Sexes.

Gender 
Fluid

You must play this Card as soon as you 
get it. Once per game play an Item Card 
even if it otherwise would not be legal for 
you to use.

Gender

Your Gender is a mix of both the Male 
and Female Sexes.

Gender 
Fluid

You must play this Card as soon as you 
get it. Once per game play an Item Card 
even if it otherwise would not be legal for 
you to use.

Gender

Your Gender is a mix of both the Male 
and Female Sexes.

Gender 
Fluid

You must play this Card as soon as you 
get it. Once per game play an Item Card 
even if it otherwise would not be legal for 
you to use.

Gender

Your Gender is a mix of both the Male 
and Female Sexes.

Battle 
Spoils

This Card can be played only after 
Combat, but it does not have to be your 
Combat.

Go Up A Level

Invoke 
Obscurity

Go Up A Level

Bountiful 
Feast

Go Up A Level

Battle 
Spoils

This Card can be played only after 
Combat, but it does not have to be your 
Combat.

Go Up A Level

Natural 
Selection

You can’t use this if you are currently the 
highest-Level Player, or tied for highest.

Go Up A Level

Tribal 
Kindness

Go Up A Level

Physical 
Training

Go Up A Level

Borrow Life

Pick one Player to take a Level from. You 
go up one; they go down one.

Go Up A Level

Hoard

Draw 3 more Gather Cards immediately. 
They are face-down if you drew this card 
face-down; otherwise they are face-up.

Serendipity

Instant 
Wall

Allows automatic escape, for one or two 
players, from any fight.

Serendipity

Spider Web

Use when someone successfully escapes 
a combat for any reason. They must re-
roll their escape (even if it was automatic 
the first time).

Serendipity

Karma

Cancels any Disaster. Play at any time.

Serendipity

Karma

Cancels any Disaster. Play at any time.

Serendipity

Wand of 
Dowsing

Go through the discards to find any one 
card you want. Take that card and discard 
this one.

Serendipity

Smoke

Use when your Run Away roll fails. You 
escape automatically.

Serendipity

Smoke

Use when your Run Away roll fails. You 
escape automatically.

Serendipity

Clan Elder

You may have two Class Cards, and all of 
the advantages of each. 

Modifier

Clan Elder

You may have two Class Cards, and all of 
the advantages of each. 

Modifier

Clan Elder

You may have two Class Cards, and all of 
the advantages of each. 

Modifier

Polyamory

You may have more than one Companion.

Modifier

Polyamory

You may have more than one Companion.

Modifier

Polyamory

You may have more than one Companion.

Modifier

Polyamory

You may have more than one Companion.

Modifier

Clan Elder

You may have two Class Cards, and all of 
the advantages of each. 

Modifier
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Paper Prototype (Cont’d.)
Already at this point I’m recognizing parallels between gamification and design that can 
feed into my final thesis. Examples of these are in regards to process:

•	 Iterative Design Process and Prottyping a Game

•	 Usability Testing

•	 Communication Goals / Gameplay Goals

Also, I’m devoting my next work to play test to develop a solid co-operation mechanic, 
such as:

•	 Time

•	 Failure

•	 Loosing

...and I still need to focus on game piece design, gameplay design, and app/player 
trackers as the relate to design principles.
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Play/Usability Testing
So I have completed my first round of usability testing... it’s good and bad. There 
were four players who suggested some game mechanics that I didn’t think of at all, 
and design elements that were completely missing. Overall I got some very valuable 
suggestions from the players. 
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Propagayda Rules: First Draft

Propagayda 
In Propagayda players work together as members of a tribe to help one another advance 
and survive. Each player is on their own individual path of self-discovery by growing, 
surviving monster attacks, and enduring disasters, but the tribe must also advance for 
anybody to win; likewise, it is entirely possible that everybody will fail and the tribe will 
become extinct.

Setup 
Two to six can play. Divide the cards into three different types of decks — Hunt, Gather, 
and Camp decks — then shuffle each deck. Deal two cards from each deck to each 
player.

Each player rolls the sex die to determine what the starting sex will be for their tribe 
member; this can’t change unless otherwise noted by a card.

Starting Gameplay

The oldest player in real life goes first. When the first player finishes their turn, the player 
to their left takes a turn, and so on.
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Turn Phases 
Your turn begins as soon as the previous player’s turn ends. Once all Players complete 
their turns, a phase of the moon has gone by.

1. Decide if you are going to Hunt, Gather, and Camp by drawing one card face up from 
the corresponding deck. 

•	 If it’s a Monster, you must fight it! (See Combat)

•	 If the card is a Disaster it applies to you immediately. (See Disaster)

•	 If you draw another card you put it into your hand.

2. After Step #1 is resolved, you can trade one item for another item to one player.

Advancement 
Everyone starts the game using the sex dice, and automatically gains one point for 
rolling their sex. Players work together to get an individual player 10 points.

•	 Sex (start with 1 point)

•	 Identify with a Gender (1 point)

•	 Develop an Attraction (1 point)

•	 Form a Relationship(s) (1 point per/relationship)

•	 Become a Tribal Class (1 point)

•	 Survive A Disaster (1 point per/Curse)

•	 Survive A Monster (1 point per/Monster)

•	 Acquiring A Tribal Totem (1 point per/Totem)

Card Management 
At the end of each player’s turn you can only have five cards in your hand, unless 
otherwise noted by a card. If you have more than five cards, discard down to five and 
give them to the lowest level person in your tribe.
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Feedback/Testing Results

Committee Feedback

From September 29, 2015 Meeting

Last night I had a fantastic meeting with Professor Betgevargiz and Professor Conrad 
concerning the status of my written and visual thesis. They will both be reviewing the 
written and visual components and get comments, edits, and suggestions back to me 
as soon as possible. I also inquired about my MFA presentation, timing, and what was 
achievable by November to graduate. The core suggestions were as follows:

•	 The Propagayda website will function as the MFA’s presentation, and will contain 
the design brief, downloadable/printable game, and video.

•	 I can eliminate the webapp deliverable from the visual thesis; they felt that this was 
superfluous, as wasn’t integral to my core thesis.

•	 Include the play-testing/usability assessment results in the final website and writ-
ten thesis.

•	 Include is the assessment of attraction, sex, gender, and relationships being con-
sidered by the players, and if their thoughts have changed concerning the subjects. 
Utilize a pre and post assessment for players.

•	 For ‘design in context’ purposes, include a video showing people actually interact-
ing with each other, and playing with the game.

•	 I need to provide alternatives to play the game if someone can’t 3D print the objects 
(aka, dice for sex die, objects for figurines, etc.)

•	 From a visual design perspective, using blue text on black ink for the cards wasn’t 
advisable; I will be changing the reading part of the cards to white.
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Those were the primary comments, so I’m going to email these comments/notes to all 
of my committee members so we are on the same page, and share Professor Meyer’s 
comments so far with the rest of my committee. Focusing on the game’s development, 
its usability/play-testing, and presenting that through a website with an accompanied 
video is what is primarily left for my visual thesis. For the written thesis, I will be now 
including the play-testing results, feedback, revisions, and my conclusions based on 
survey results.

Remaining Thesis Components
•	 Get the website ready for alpha phase 
•	 Final testing of game 
•	 Assessment of game 
•	 Final print of game 
•	 Make a video of the game 
•	 Visualize data for assessment 
•	 Final written thesis 
•	 Include final written thiesis, video, data visualization, and photos of final print of 

game in website 
•	 Do final testing of the website 
•	 Get committee approval 
•	 Submit thesis 
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Gameplay Improvements

Mechanical/Design Improvements

•	 We need sex cards to keep track of sex

•	 A  tabletop-way to track levels/grain

•	 Get rid of some items for totem cards; four totem cards allow you to establish a 
tribal totem.

•	 10-sided Dice used for beta/get a 6-sided dice for next test.

•	 White Cards with color strips on face-side.

•	 Word Monster cards that it takes a combined strength of, or food , or run away of 
tribe

•	 Need drawings… test drawing types

Content Improvements

•	 Add text to: You must play this card as soon as you get it, unless you already have 
an Attraction/Gender card in play.

•	 Add text to transgender/cisgender: Play only if you are male or female

•	 Add text to Homosexual/Heterosexual Card stating that: Play only if you are male or 
female

•	 Add to Intersex card: The Player chooses, or can Re-roll sex dice to determine if you 
get an attraction or gender expression that is based on your sex.

•	 Add text to companion card: If you don’t have an attraction, put this into play until 
you develop one. Then discard or keep accordingly.

•	 Monsters, take out fight with level only.
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Suggested Improvements Overall

•	 Go up a level cards, and monster cards seem arbitrary… possibly make challenges 
like game of life, and a currency which the players have to have to survive, like food. 
Like you have to never be under the amount of grains f/each player every time it 
goes around. Which is a moon cycle.

•	 Maybe age could factor into it somehow?

•	 If you keep monsters, let them turn into items for use… ergo, crab/into crab shoes?

•	 Each player class receives food/grain every cycle which is different per class.

•	 Add back Food value, and f/grain – monster they can choose grain or gathers

•	 Disasters should hurt food supply, etc…. monsters are a missed opportunity for 
food

•	 Keep Serendipity Cards as is!

•	 Level Up cards should be increase food, etc., or something o help clan, whcih 
should be more about survival

•	 Lowest combat strength is that of # of players… 2 should be the lowest monster.

•	 Totems grant the tribe powers 

Rules Improvements

•	 Define Combat Rules to include entire tribe defenses.

•	 Define Runaway Rules to include entire tribe.

•	 Define Disaster Rules to include entire tribe.
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Changes from Feedback/Testing Results

Propagayda Rules: Second Draft

Propagayda 
In Propagayda players work together as members of a tribe to help one another advance 
and survive. Each player is on their own individual path of self-discovery by growing, 
surviving monster attacks, and enduring disasters, but the tribe must also advance for 
anybody to win; likewise, it is entirely possible that everybody will fail and the tribe will 
become extinct.

Pieces 
List all of the pieces of the game, and alternated pieces if not doing 3D printing..

Setup 
Two to six can play. Divide the cards into the four different types of decks — Player, 
Hunt, Gather, and Fortify decks — then shuffle each deck. Place the game board in the 
center of the table, align the Spirit Totems and Player, Hunt, Gather, and Fortify decks on 
the outside of the game board as shown. 
Insert Pictures of decks here

Starting Gameplay 
The oldest player in real life always goes first. Do the following:

1.	 Roll the Birth Die to determine what the starting sex will be for your tribe member; 
this can’t change unless otherwise noted by a card. 
Insert Pictures of Birth Die

2.	 Choose a tribal member Player Piece.  
Insert Pictures of player pieces here

3.	 Find the corresponding Player Card in the Player deck for your color/sex, and place 
it in front of you. Insert Pictures of card here.

4.	 Place your Player Piece into the Start Circle on the game board. Insert Picture.

When the first player finishes their turn, the player to their left takes a turn, and so on 
rolling the Birth Die, choosing a Player Piece, and finding their corresponding Player 
Card.  After each player has done this, deal two cards from the Hunt, Gather, and Fortify 
decks to each player.

Refined Compositions



57

Tribe Advancement 
Each player must work together to help every tribal member advance and survive. To 
achieve stability with and a quality of life for your tribe, each member of the tribe has 
to be born, identify with a gender, develop an attraction, form at least one relationship, 
achieve a place in the tribe, and acquire a Spirit Totem of their very own. This is done 
by players collaboratively building and supportively sharing cards, and overcoming 
disasters and monsters together. 

To win the game of Propagayda, each tribe member must achieve the six conditions: 
being born, identifying with a gender, developing an attraction, forming at least one 
relationship, achieving a place in the tribe, and finding a Spirit Totem of their very own.

Most of these will be in the form of cards and will have to be drawn by the individual 
players; however, Spirit Totem, Companion, and Item cards can be traded from one 
player to another in exchange for other cards.

Each time a player places one of the following cards in play: 

•	 Sex Card (given at Birth)
•	 Gender Card
•	 Attraction Card
•	 Companion Card
•	 Class Card
•	

… or they acquire a Spirit Totem by discarding three Totem Cards at once, in exchange 
for a Spirit Totem figurine, they advance their Player Piece on the game board into the 
next circle of their tribe’s development. 

Turn Phases 
Each player’s turn begins as soon as the previous player’s turn ends. First a player has 
to decide if the tribe is going to hunt, gather, or fortify by drawing one card face up from 
the corresponding deck.

•	 If the player decides that the tribe will gather, each player takes a 1 Food Token 
each

•	 If the player decides that the tribe will hunt, and it’s a Monster Card (See Combat)
•	 If the card is a Disaster it applies to all members of the tribe immediately. (See 

Disaster)
•	 Any other card, reveal to the other tribe members, and place it into your hand.

 
Then, each turn a player has two free actions that they may take. A player may either:

•	 place a card into play
•	 trade one Item Card to another tribe member for another Item Card
•	 acquire a Spirit Totem
•	 discard an Item Card and receive it’s equivalent in Food
•	 or perform any combination of the previous three actions (i.e. place two cards into 

play, trade two Item Cards, trade an Item Card and acquire a Spirit Totem, etc.)

 
At the end of each player’s turn you can only have five cards in your hand, unless 
otherwise noted by a card in play. If you have more than five cards, discard down to five 
and give them to the lowest level person in your tribe.
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Winning the Game 
Once each tribe member is in the last circle of their tribe’s development, and has a Sex, 
Gender, Attraction, Companion, and Class Card in play with a Spirit Totem in play, the 
game is over and the tribe has won!

Combat 
Often when a player makes a decision for the tribe to hunt, they will encounter a 
Monster. When this occurs, the player that drew the card makes the decision (usually 
by consulting the rest of the tribe) to either fight the Monster or placate the Monster by 
doing the following:

Fighting 
If the tribe is going to fight a Monster, each player:

•	 counts their level from the game board
•	 adds to that all bonuses from Companion Cards in play

•	 and adds to that all bonuses from Item Cards in play

 
Then add each player’s total is added together with the other’s player’s total, and this 
determines the tribe’s combined strength. If the tribe’s combined strength is greater 
than the Monster’s strength – or if it the tribe’s combined strength is tied with the 
Monster’s strength, and you have a Warrior in your tribe – the Monster is defeated. The 
tribe then gains the amount of food indicated on the Monster Card.

Placating 
If the tribe is going to placate a Monster instead of fighting, the tribe must sacrifice the 
amount of food indicated on the Monster Card. The Monster then is discarded, and no 
harm or reward comes to the tribe.
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Death 
If the tribe can’t fight or placate the Monster, then the player that drew the card dies. 
When a player experiences Death the Monster is put into the discard pile, their turn is 
immediately over, the player removes their Player Piece from the board, and they discard 
all of their cards to the appropriate discard piles. 

On the player’s next turn, they are born again and must start over by rolling the Birth 
Die, choosing a Player Piece, finding their corresponding Player Card, and placing their 
Player Piece into the Start Circle on the game board. 

Losing the Game 
If at any time there are no Player Tokens on the board, the game is over and the tribe is 
lost.

Companion Cards 
If players don’t have an attraction, players may put Companion Cards into play until they 
develop one, then discard or keep the companion accordingly.

Disaster Cards 
Disaster cards affect the entire tribe, and are put into play immediately when they are 
drawn or traded, except for the first round of gameplay. Some Disaster Cards have one 
affect and then go away, while others stay in play until resolved by the tribe.



60

Game Pieces

3D Printing of Game Pieces | Sculpteo.com 
The first half of my 3D printed game pieces are completed and I’m waiting on 7 more 
and 1 replacement (they didn’t print the images on the die) to arrive before I add it to my 
design brief. 

Cards 
Also, I have made changes to the design of my cards for legibility, and added an 
additional Sex Card for players to start with, and have rules for what they can do doing 
their turn.
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The Green 
Golem

Discard 3 similar Totem Cards 
to acquire a Spirit Totem.

Totem

The Blue 
Bear

Discard 3 similar Totem Cards 
to acquire a Spirit Totem.

Totem

The Purple 
Pixie

Discard 3 similar Totem Cards 
to acquire a Spirit Totem.

Totem

The Red 
Wrasse

Discard 3 similar Totem Cards 
to acquire a Spirit Totem.

Totem

The Orange 
Ogress

Discard 3 similar Totem Cards 
to acquire a Spirit Totem.

Totem

The Yellow 
Yulan

Discard 3 similar Totem Cards 
to acquire a Spirit Totem.

Totem

The Green 
Golem

Discard 3 similar Totem Cards 
to acquire a Spirit Totem.

Totem

The Blue 
Bear

Discard 3 similar Totem Cards 
to acquire a Spirit Totem.

Totem
































Sex

Sex Sex Sex Sex

Sex Sex Sex

FemaleIntersex

 You have sexual anatomy 
that doesn’t fit within the 
labels of female or male.

You have a specific sexual 
anatomy pursuant to this label.

Male


You have a specific sexual 
anatomy pursuant to this label.

Intersex

 You have sexual anatomy 
that doesn’t fit within the 
labels of female or male.

Male Female Intersex


  You have sexual anatomy 
that doesn’t fit within the 
labels of female or male.

You have a specific sexual 
anatomy pursuant to this label.

You have a specific sexual 
anatomy pursuant to this label.

Male


You have a specific sexual 
anatomy pursuant to this label.

On your turn after hunt/gather/fortify 
you have two free actions: 

• place a card into play
• trade one Item Card to another tribe 

member for another Item Card
• acquire a Spirit Totem
• discard an Item Card and receive 

it’s equivalent in Food
• (or perform any combination 

of the previous)

On your turn after hunt/gather/fortify 
you have two free actions: 

• place a card into play
• trade one Item Card to another tribe 

member for another Item Card
• acquire a Spirit Totem
• discard an Item Card and receive 

it’s equivalent in Food
• (or perform any combination 

of the previous)

On your turn after hunt/gather/fortify 
you have two free actions: 

• place a card into play
• trade one Item Card to another tribe 

member for another Item Card
• acquire a Spirit Totem
• discard an Item Card and receive 

it’s equivalent in Food
• (or perform any combination 

of the previous)

On your turn after hunt/gather/fortify 
you have two free actions: 

• place a card into play
• trade one Item Card to another tribe 

member for another Item Card
• acquire a Spirit Totem
• discard an Item Card and receive 

it’s equivalent in Food
• (or perform any combination 

of the previous)

On your turn after hunt/gather/fortify 
you have two free actions: 

• place a card into play
• trade one Item Card to another tribe 

member for another Item Card
• acquire a Spirit Totem
• discard an Item Card and receive 

it’s equivalent in Food
• (or perform any combination 

of the previous)

On your turn after hunt/gather/fortify 
you have two free actions: 

• place a card into play
• trade one Item Card to another tribe 

member for another Item Card
• acquire a Spirit Totem
• discard an Item Card and receive 

it’s equivalent in Food
• (or perform any combination 

of the previous)

On your turn after hunt/gather/fortify 
you have two free actions: 

• place a card into play
• trade one Item Card to another tribe 

member for another Item Card
• acquire a Spirit Totem
• discard an Item Card and receive 

it’s equivalent in Food
• (or perform any combination 

of the previous)

On your turn after hunt/gather/fortify 
you have two free actions: 

• place a card into play
• trade one Item Card to another tribe 

member for another Item Card
• acquire a Spirit Totem
• discard an Item Card and receive 

it’s equivalent in Food
• (or perform any combination 

of the previous)
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Strength 6

Thief

Will not attack a Flute Player, but instead 
a Flute Player may discard 2 Items and 

grab 2 new ones.

Failure: Let each Player draw a card 
from your hand and discard the rest.

MonsterFood 2

Strength 6

Mystic

+6 against Warriors.

Failure: Discard a Class Card in play.

MonsterFood 2

Strength 8

Giant Leech

Fight with Level only.

MonsterFood 2

Strength 8

Giant 
Spider
+6 against Hunters.

MonsterFood 2

Strength 8

Witch

Will not attack Transgender.

MonsterFood 2

Strength 8

Giraffe

MonsterFood 2

Strength 10

Cougar

MonsterFood 3

Strength 10

Anaconda
You can bribe for an Item Card.

MonsterFood 3

Failure: Death. Failure: Death.

Failure: Death. Failure: Death.Failure: Death. Failure: Death.

Cisgender

Play this Card unless you already have a 
Gender Card in play. Once per game you 
may take one Item Card from another 
player. At the moment you take it  must 
make the difference between wining and 
loosing Combat.

Gender

Your Gender corresponds to your Sex. 
Play only if you are male or female. 

Cisgender

Play this Card unless you already have a 
Gender Card in play. Once per game you 
may take one Item Card from another 
player. At the moment you take it  must 
make the difference between wining and 
loosing Combat.

Gender

Your Gender corresponds to your Sex. 
Play only if you are male or female. 

Cisgender

Play this Card unless you already have a 
Gender Card in play. Once per game you 
may take one Item Card from another 
player. At the moment you take it  must 
make the difference between wining and 
loosing Combat.

Gender

Your Gender corresponds to your Sex. 
Play only if you are male or female. 

Cisgender

Play this Card unless you already have a 
Gender Card in play. Once per game you 
may take one Item Card from another 
player. At the moment you take it  must 
make the difference between wining and 
loosing Combat.

Gender

Your Gender corresponds to your Sex. 
Play only if you are male or female. 

Cisgender

Play this Card unless you already have a 
Gender Card in play. Once per game you 
may take one Item Card from another 
player. At the moment you take it  must 
make the difference between wining and 
loosing Combat.

Gender

Your Gender corresponds to your Sex. 
Play only if you are male or female. 

Transgender

Play this Card unless you already have 
a Gender Card in play. Once per game 
discard a Monster Card in Combat , along 
with any Cards that have been played to 
modify it, and replace it with a Monster 
Card from your hand.

Gender

Your Gender is the opposite of your Sex. 
Play only if you are male or female. 

Transgender

Play this Card unless you already have 
a Gender Card in play. Once per game 
discard a Monster Card in Combat , along 
with any Cards that have been played to 
modify it, and replace it with a Monster 
Card from your hand.

Gender

Your Gender is the opposite of your Sex. 
Play only if you are male or female. 

Transgender

Play this Card unless you already have 
a Gender Card in play. Once per game 
discard a Monster Card in Combat , along 
with any Cards that have been played to 
modify it, and replace it with a Monster 
Card from your hand.

Gender

Your Gender is the opposite of your Sex. 
Play only if you are male or female. 

   

   



64

Website Improvements

Redesign

Based on conversations with my thesis committee, I 
decided to scrap the website that I had built. Here is 
the old website I started to construct:

The website will be the culminating presentation of my MFA 
thesis - it will contain the final written thesis, the downloadable 
rules, the printable cards, the 3D printable pieces, the 
assessment techniques I employed, video of people playing the 
game, and data visualization of those assessment from real 
people - so it had to be structured very differently. Furthermore, 
the design research that I conducted for the website was 
focused around various tabletop game websites, and so that 
ultimately was very limiting.
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Then I live prototyped the website with dummy content at www.propagayda.com. The following list of items 
still remain for me to do at this point:

•	 Include final Design Brief
•	 Refine SASS
•	 Finish mobile navigation
•	 Apply 1366px max-width
•	 Create feature images of gameplay for 1366px by 768px height (laptop)
•	 Make game pieces interactive on website
•	 Retake first-person photograph with the final iteration
•	 Write final text
•	 Create visualization of gameplay experience
•	 Create assessment form
•	 Visualize total data
•	 Visualize individual player data
•	 Retake download photos
•	 Add final written thesis parts
•	 Add lightbox for written thesis images with position as opposed to display none (for searching and 

accessibility)
•	 Mobile testing
•	 Performance testing
•	 Accessibility testing
•	 Add a downladble PDF format of the thesis
•	 Add a scroll down error to indicate there is more on the page

http://www.propagayda.com
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Designing a Game Board

Based on feedback from the first round of play-testing with users, I would need to 
develop a game board that accomplishes the flowing tasks:

•	 keeps track of player’s current levels
•	 visualizes the winning object for the tribe
•	 identifies the six goals that each player needs to achieve to win the game
•	 has visual storage indicators for cards and tokens
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• Sex Card
• Gender Card

• Attraction Card
• Companion Card

• Class Card
• Spirit Totem
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Play/Usability Testing 2
Using low quality prints on gloss paper for cards and the game board, and the 3D printed 
game pieces, I conducted a second round of play/usability testing with three players.
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Feedback/Testing Results
I have completed my second round of play/usability testing. I posed questions to the 
three player group and recorded certain responses with an audio recording device. From 
that I quickly jotted down notes and observations from the players on how to improve 
the game. One of the most interesting quotes from a player was:

“It’s neat that it’s sort of like creating a character in Dungeons & Dragons. We have this 
polyamorous, intersex, gender fluid, bisexual with a male companion... it doesn’t affect 
my ability to play the game, which is that I’m a hunter carrying around a pole arm, wearing 
armor, and beating the crap out of giraffes... trying to get my totem. And yet you have to 
get these things to move up each level, but there’s just enough not focus on them, that it 
doesn’t become the most important thing, but you still learn it.”

Observations/Suggested Changes

•	 Eliminate the Serendipity Cards all together
•	 Lighten the gray arrows on the game board
•	 Lighten ‘Finish’ on the game board
•	 Change wording in rules from ‘extinct’ to ‘lost’
•	 Unify the symbols on the six goals to the game board and the cards
•	 Eliminate Gender Card powers
•	 Add ‘Draw A card’ to the list of things one can do each turn
•	 Examine/Review Item Cards to eliminate Run Away text
•	 Clarify in rules what the differences are between the Hunt/Gather/Fortify decks
•	 Eliminate Item Card from turn text, and replace with’ any card’
•	 Write Levels on game board
•	 Add to rules that Death discards all cards in play and in hand
•	 Change verbiage from Discard to Cash-In on play turns on Sex Card and in the Rules
•	 State in the rules that you start over on your turn, and that you draw 2 cards from 

each deck again
•	 Add player can trade cards during their turn to not loose precious items or totems’ 

to rules
•	 Only one item and weapon per person... do this by labeling cards armor or weapon
•	 Add to rules that when you acquire, place three cards under the figurine
•	 Add to rules ‘once a totem is claimed, it can’t be claimed again unless a tribesman 

dies’ to the rules, and cover under Death in the rules
•	 In rules it might be helpful to clarify what’s in play versus what’s in you hand
•	 Choose something to use for food tokens 

•	 Optional Rule: Every moon cycle reduces food by each player
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Final Design

The Propagayda Game
The following deliverables are all of the assets (or parts) of the Propagayda game, 
were designed by myself, and were commercially fabricated at Morgantown Printing & 
Binding Co., Office Depot, and Sculpteo:

•	 Play Cards (193 cards) 
Cards: 2.25”w x 3.5”h  
Amount: 4/4 
Materials: 14pt Tango C2s Cover

•	 Game Board 
Board: 11”w x 8.5”h  
Amount: 4/0  
Materials: 3M Controltac +gloss laminate affix to 3/16” white Gatorboard

•	 Rules  
Tabloid: 17”w x 11”h 
Amount: 4/4 
Materials: Gloss,

•	 Totems (6) 
Totems: 1”w x 1”d x 1.5”h 
Amount: 6/0 
Materials: Multicolor

•	 Player/Sex Die 
Die: 0.75”w x 0.75”d x 0.75”h 
Amount: 1/0 
Materials: Multicolor

•	 Player Pieces (6) 
Pieces: 1”w x 1”d x 1”h 
Amount: 6/0 
Materials: Multicolor 

Cards will trim to size, round corner w/ 1/8” radius, board will trim to size, and shrinkwrap 
cards in groups of sets.
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







The Orange 
Ogress

Collect 3 similar Totem Cards 
to acquire a Spirit Totem.

Totem

Intersex

Sex

 You have sexual anatomy 
that doesn’t fit within the 
labels of female or male.

On your turn after hunt/gather/fortify you 
have two free actions: 

• place or remove a card in play
• trade a card from your hand to another 

tribe member for a card in their hand
• acquire a Spirit Totem
• draw a card from any pile
• get rid of a Monster or Item Card and 

receive it’s equivalent in Food
• (or any combination of the previous)

Strength 10

Band of 
Warriors

+6 against Flute Players.

MonsterFood 3

Flute Player

Class

You may discard 3 Cards to charm a  
single monster with your flute instead of 
fighting it, allowing the tribe to escape.
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• Sex Card
• Gender Card

• Attraction Card
• Companion Card

• Class Card
• Spirit Totem
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1 of 4

2 of 4

Propagayda
In Propagayda players work together as members of a tribe to 
help one another advance and survive. Each player is on their 
own individual path of self-discovery by growing, surviving 
monster attacks, and enduring disasters, but the tribe must also 
advance for anybody to win; likewise, it is entirely possible that 
everybody will fail and the tribe will become lost.

Pieces
• 1 Game Board
• 1 Sex Die
• 6 Spirit Totems
• 6 Player Pieces
• 18 Gray Sex Cards 
• 47 Yellow Fortify Cards
• 57 Blue Gather Cards
• 71 Red Hunt Cards
• Food Tokens

Setup
Two to six can play. Divide the cards into the four different types 
of decks — Hunt, Gather, Fortify, and Sex — then shuffle each 
deck. Place the game board in the center of the table, place the 
Spirit Totems on the game board, and align the Hunt, Gather, 
Fortify, and Sex decks along the outside of the game board as 
shown.

Starting Gameplay
The oldest player in real life always goes first. Do the following:

1. Roll the Birth Die to determine what the 
starting sex will be for your tribe member; this 
can’t change unless otherwise noted by a card. 

2. Choose a tribal member Player Piece. 

3. Find the corresponding player card in the Sex Deck for your 
color/sex, and place it in front of you. Insert Pictures of card 
here. 

4. Place your Player Piece into the Start 
Circle on the game board. Insert Picture.

When the first player finishes their turn, the player to their left 
takes a turn, and so on rolling the Birth Die, choosing a Player 
Piece, and finding their corresponding Player card.  After each 
player has done this, deal two cards from the Hunt, Gather, and 
Fortify decks to each player.

Turn Phases
Each player’s turn begins as soon as the previous player’s 
turn ends. First a player has to decide if the tribe is going to 
hunt, gather, or fortify by drawing one card face up from the 
corresponding deck. All decks yield Totem Cards, but only 
certain decks yield Monster, Disaster, and Item Cards.

• If the player decides that the tribe will gather, each player 
takes a 1 Food Token each

• If the player decides that the tribe will hunt, and it’s a 
Monster Card (See Combat)

• If the card is a Disaster it applies to all members of the tribe 
immediately. (See Disaster)

• Any other card, reveal to the other tribe members, and place 
it into your hand.

Sex Cards

Hunt Cards

Gather 
Cards

Fortify 
Cards
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• Sex Card
• Gender Card

• Attraction Card
• Companion Card

• Class Card
• Spirit Totem
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Then, each turn a player has two free actions that they may take. 
A player may either:

• place or remove a card in play
• trade a card from your hand to another tribe member for a 

card in their hand
• acquire a Spirit Totem
• draw a card from any pile
• get rid of a Monster or Item Card and receive it’s equivalent 

in Food
• or any combination of the previous. These options are also 

written on your player Sex Card.

At the end of each player’s turn you can only have five cards 
in your hand, unless otherwise noted by a card in play. If you 
have more than five cards, discard down to five and give them to 
the lowest level person in your tribe. Once all Players complete 
their turns, a Phase of the Moon has gone by (see Phase of the 
Moon).

Tribe Advancement
Each player must work together to help every tribal member 
advance and survive. To achieve stability with and a quality 
of life for your tribe, each member of the tribe has to be born, 
identify with a gender, develop an attraction, form at least one 
relationship, achieve a place in the tribe, and acquire a Spirit 
Totem of their very own. This is done by players collaboratively 
building and supportively sharing cards, and overcoming 
disasters and monsters together. 

To win the game of Propagayda, each tribe member must 
achieve the six conditions: being born, identifying with a gender, 
developing an attraction, forming at least one relationship, 
achieving a place in the tribe, and finding a Spirit Totem of their 
very own.

Most of these will be in the form of cards and will have to 
be drawn by the individual players; however, Spirit Totem, 
Companion, and Item cards can be traded from one player to 
another in exchange for other cards.

Each time a player places one of the following cards in play: 

• Sex Card (given at Birth)
• Gender Card
• Attraction Card
• Companion Card
• Class Card

… or they acquire a Spirit Totem by discarding three Totem 
Cards at once, in exchange for a Spirit Totem figurine, they 
advance their Player Piece on the game board to next circle level 
of their tribe’s development. 

Winning the Game
Once each tribe member is in the last circle of their tribe’s 
development, and has a Sex, Gender, Attraction, Companion, 
and Class Card in play with a Spirit Totem in play, the game is 
over and the tribe has won!

Combat
Often when a player makes a decision for the tribe to hunt, they 
will encounter a Monster. When this occurs, the player that drew 
the card makes the decision (usually by consulting the rest of the 
tribe) to either fight the Monster or placate the Monster by doing 
the following:

Fighting
If the tribe is going to fight a Monster, each player:

• counts their level from the game board
• adds to that all bonuses from Companion Cards in play
• and adds to that all bonuses from Item Cards in play

Then add each player’s total is added together with the other’s 
player’s total, and this determines the tribe’s combined strength. 
If the tribe’s combined strength is greater than the Monster’s 
strength – or if it the tribe’s combined strength is tied with the 
Monster’s strength, and you have a Warrior in your tribe – the 
Monster is defeated. The tribe then gains the amount of food 
indicated on the Monster Card.
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• Sex Card
• Gender Card

• Attraction Card
• Companion Card

• Class Card
• Spirit Totem
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Placating
If the tribe is going to placate a Monster instead of fighting, the 
tribe must sacrifice the amount of food indicated on the Monster 
Card. The Monster then is discarded, and no harm or reward 
comes to the tribe.

Death
If the tribe can’t fight or placate the Monster, then the player that 
drew the Monster Card dies. When a player experiences Death 
the Monster is put into the discard pile, their turn is immediately 
over, the player removes their Player Piece from the board, they 
return their Spirit Totem if applicable, and they discard all of 
their cards from their hand and in play to the appropriate discard 
piles. 

On the player’s next turn, they are born again and must start 
over by rolling the Birth Die, choosing a Player Piece, finding 
their corresponding Player card, placing their Player Piece into 
the Start Circle on the game board, and drawing two cards from 
each deck. Their turn is then over, and it goes to the next player. 
When it comes back to this player, and going forward, the player 
resumes normal play and turn actions.

Acquiring a Spirit 
Totem
When a player has three similar Totem Cards, they may use one 
of the free actions during their turn to acquire a Spirit Totem.

The player then stacks the three similar Totem Cards in play, 
retrieves the totem card from the game board and places it on top 
of the stacked Totem Cards. The player then moves their Player 
token up one level.

Once a totem has been claimed, it can’t be reclaimed by another 
player, unless that player dies.

Losing the Game
If at any time there are no Player Tokens on the board, the game 
is over and the tribe is lost.

Cards
For cards in general, player’s may find it beneficial to reveal 
their hands to other tribe members; however, make sure you are 
aware of the cards that are ‘in play’ versus ‘in your hand’.

Companion Cards
If players don’t have an attraction, players may put Companion 
Cards into play until they develop one, then discard or keep the 
companion accordingly.

Item Cards
Each tribe member may have no more than two Item Cards in 
play.

Disaster Cards
Disaster cards affect the entire tribe, and are put into play 
immediately when they are drawn at the beginning of the round 
or traded (except for the first round of gameplay). Some Disaster 
Cards have one affect and then go away, while others stay in play 
until resolved by the tribe.

Phase of the Moon
After each player has had their turn, a Phase of the Moon has 
passed. The tribe then takes away from their Food Tokens one 
token for each player in play. Do this every time a Phase of the 
Moon passes.

Substitutionary Pieces
If you don’t want to 3D print the game pieces due to availability, 
cost, or time you can use substitute pieces. Here are some ideas:

• 1 Six-Sided Die in place of the Sex Die 
Rolls of 1 and 6 would result in Male, 2 and 5 in Female, 
and 3 and 4 in Intersex.

• 6 Small Objects in place of Player Pieces and Spirit Totems 
It would be great to have objects or toys 1” by 1” in size, 
and would be blue, green, yellow, orange, red, and purple... 
but anything will do. 

• Marbles or Coins in place of Food Tokens



The Orange 

Ogress

Collect 3 similar Totem Cards 

to acquire a Spirit Totem.

Totem



The Orange Ogress

Collect 3 similar Totem Cards to acquire a Spirit Totem.

Totem



The Orange 
Ogress

Collect 3 similar Totem Cards 
to acquire a Spirit Totem.

Totem

=
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Placating
If the tribe is going to placate a Monster instead of fighting, the 
tribe must sacrifice the amount of food indicated on the Monster 
Card. The Monster then is discarded, and no harm or reward 
comes to the tribe.

Death
If the tribe can’t fight or placate the Monster, then the player that 
drew the Monster Card dies. When a player experiences Death 
the Monster is put into the discard pile, their turn is immediately 
over, the player removes their Player Piece from the board, they 
return their Spirit Totem if applicable, and they discard all of 
their cards from their hand and in play to the appropriate discard 
piles. 

On the player’s next turn, they are born again and must start 
over by rolling the Birth Die, choosing a Player Piece, finding 
their corresponding Player card, placing their Player Piece into 
the Start Circle on the game board, and drawing two cards from 
each deck. Their turn is then over, and it goes to the next player. 
When it comes back to this player, and going forward, the player 
resumes normal play and turn actions.

Acquiring a Spirit 
Totem
When a player has three similar Totem Cards, they may use one 
of the free actions during their turn to acquire a Spirit Totem.

The player then stacks the three similar Totem Cards in play, 
retrieves the totem card from the game board and places it on top 
of the stacked Totem Cards. The player then moves their Player 
token up one level.

Once a totem has been claimed, it can’t be reclaimed by another 
player, unless that player dies.

Losing the Game
If at any time there are no Player Tokens on the board, the game 
is over and the tribe is lost.

Cards
For cards in general, player’s may find it beneficial to reveal 
their hands to other tribe members; however, make sure you are 
aware of the cards that are ‘in play’ versus ‘in your hand’.

Companion Cards
If players don’t have an attraction, players may put Companion 
Cards into play until they develop one, then discard or keep the 
companion accordingly.

Item Cards
Each tribe member may have no more than two Item Cards in 
play.

Disaster Cards
Disaster cards affect the entire tribe, and are put into play 
immediately when they are drawn at the beginning of the round 
or traded (except for the first round of gameplay). Some Disaster 
Cards have one affect and then go away, while others stay in play 
until resolved by the tribe.

Phase of the Moon
After each player has had their turn, a Phase of the Moon has 
passed. The tribe then takes away from their Food Tokens one 
token for each player in play. Do this every time a Phase of the 
Moon passes.

Substitutionary Pieces
If you don’t want to 3D print the game pieces due to availability, 
cost, or time you can use substitute pieces. Here are some ideas:

• 1 Six-Sided Die in place of the Sex Die 
Rolls of 1 and 6 would result in Male, 2 and 5 in Female, 
and 3 and 4 in Intersex.

• 6 Small Objects in place of Player Pieces and Spirit Totems 
It would be great to have objects or toys 1” by 1” in size, 
and would be blue, green, yellow, orange, red, and purple... 
but anything will do. 

• Marbles or Coins in place of Food Tokens
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Then, each turn a player has two free actions that they may take. 
A player may either:

• place or remove a card in play
• trade a card from your hand to another tribe member for a 

card in their hand
• acquire a Spirit Totem
• draw a card from any pile
• get rid of a Monster or Item Card and receive it’s equivalent 

in Food
• or any combination of the previous. These options are also 

written on your player Sex Card.

At the end of each player’s turn you can only have five cards 
in your hand, unless otherwise noted by a card in play. If you 
have more than five cards, discard down to five and give them to 
the lowest level person in your tribe. Once all Players complete 
their turns, a Phase of the Moon has gone by (see Phase of the 
Moon).

Tribe Advancement
Each player must work together to help every tribal member 
advance and survive. To achieve stability with and a quality 
of life for your tribe, each member of the tribe has to be born, 
identify with a gender, develop an attraction, form at least one 
relationship, achieve a place in the tribe, and acquire a Spirit 
Totem of their very own. This is done by players collaboratively 
building and supportively sharing cards, and overcoming 
disasters and monsters together. 

To win the game of Propagayda, each tribe member must 
achieve the six conditions: being born, identifying with a gender, 
developing an attraction, forming at least one relationship, 
achieving a place in the tribe, and finding a Spirit Totem of their 
very own.

Most of these will be in the form of cards and will have to 
be drawn by the individual players; however, Spirit Totem, 
Companion, and Item cards can be traded from one player to 
another in exchange for other cards.

Each time a player places one of the following cards in play: 

• Sex Card (given at Birth)
• Gender Card
• Attraction Card
• Companion Card
• Class Card

… or they acquire a Spirit Totem by discarding three Totem 
Cards at once, in exchange for a Spirit Totem figurine, they 
advance their Player Piece on the game board to next circle level 
of their tribe’s development. 

Winning the Game
Once each tribe member is in the last circle of their tribe’s 
development, and has a Sex, Gender, Attraction, Companion, 
and Class Card in play with a Spirit Totem in play, the game is 
over and the tribe has won!

Combat
Often when a player makes a decision for the tribe to hunt, they 
will encounter a Monster. When this occurs, the player that drew 
the card makes the decision (usually by consulting the rest of the 
tribe) to either fight the Monster or placate the Monster by doing 
the following:

Fighting
If the tribe is going to fight a Monster, each player:

• counts their level from the game board
• adds to that all bonuses from Companion Cards in play
• and adds to that all bonuses from Item Cards in play

Then add each player’s total is added together with the other’s 
player’s total, and this determines the tribe’s combined strength. 
If the tribe’s combined strength is greater than the Monster’s 
strength – or if it the tribe’s combined strength is tied with the 
Monster’s strength, and you have a Warrior in your tribe – the 
Monster is defeated. The tribe then gains the amount of food 
indicated on the Monster Card.
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Propagayda
In Propagayda players work together as members of a tribe to 
help one another advance and survive. Each player is on their 
own individual path of self-discovery by growing, surviving 
monster attacks, and enduring disasters, but the tribe must also 
advance for anybody to win; likewise, it is entirely possible that 
everybody will fail and the tribe will become lost.

Pieces
• 1 Game Board
• 1 Sex Die
• 6 Spirit Totems
• 6 Player Pieces
• 18 Gray Sex Cards 
• 47 Yellow Fortify Cards
• 57 Blue Gather Cards
• 71 Red Hunt Cards
• Food Tokens

Setup
Two to six can play. Divide the cards into the four different types 
of decks — Hunt, Gather, Fortify, and Sex — then shuffle each 
deck. Place the game board in the center of the table, place the 
Spirit Totems on the game board, and align the Hunt, Gather, 
Fortify, and Sex decks along the outside of the game board as 
shown.

Starting Gameplay
The oldest player in real life always goes first. Do the following:

1. Roll the Birth Die to determine what the 
starting sex will be for your tribe member; this 
can’t change unless otherwise noted by a card. 

2. Choose a tribal member Player Piece. 

3. Find the corresponding player card in the Sex Deck for your 
color/sex, and place it in front of you. Insert Pictures of card 
here. 

4. Place your Player Piece into the Start 
Circle on the game board. Insert Picture.

When the first player finishes their turn, the player to their left 
takes a turn, and so on rolling the Birth Die, choosing a Player 
Piece, and finding their corresponding Player card.  After each 
player has done this, deal two cards from the Hunt, Gather, and 
Fortify decks to each player.

Turn Phases
Each player’s turn begins as soon as the previous player’s 
turn ends. First a player has to decide if the tribe is going to 
hunt, gather, or fortify by drawing one card face up from the 
corresponding deck. All decks yield Totem Cards, but only 
certain decks yield Monster, Disaster, and Item Cards.

• If the player decides that the tribe will gather, each player 
takes a 1 Food Token each

• If the player decides that the tribe will hunt, and it’s a 
Monster Card (See Combat)

• If the card is a Disaster it applies to all members of the tribe 
immediately. (See Disaster)

• Any other card, reveal to the other tribe members, and place 
it into your hand.

Sex Cards

Hunt Cards

Gather 
Cards

Fortify 
Cards
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http://bit.ly/1ldX9SVhttp://bit.ly/1NYrTAY

http://bit.ly/1QcSb5y http://bit.ly/1kE9dfG

http://bit.ly/1ldX9SV
http://bit.ly/1NYrTAY
http://bit.ly/1QcSb5y
http://bit.ly/1kE9dfG
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http://bit.ly/1SarqMThttp://bit.ly/1NYrHl5

http://bit.ly/1HBteJh

http://bit.ly/1MQZKi5

http://bit.ly/1SarqMT
http://bit.ly/1NYrHl5
http://bit.ly/1HBteJh
http://bit.ly/1MQZKi5
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Play/Usability Testing
The following photos and video were taken during the live play/usability testing session 
with the final version of the design, and is presented as the design in context.
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Play/Usability Testing Video
View the play/usability testing video compilation in HTML5 video format on the  
http://propagayda.com/ website, or click an individual file format below:

•	 http://propagayda.com/files/playvideo.ogg

•	 http://propagayda.com/files/playvideo.webm

•	 http://propagayda.com/files/playvideo.mp4

http://propagayda.com/
http://propagayda.com/files/playvideo.ogg
http://propagayda.com/files/playvideo.webm
http://propagayda.com/files/playvideo.mp4
http://propagayda.com/files/playvideo.mp4
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Assessment Materials
The pre-assessment and for the Propagayda board game is a way to determine what 
players know about the topic of LGBTQIA persons before they experience the game. You 
can download this in print format or simply submit it online through Wuforms.

Utilizing suggestions from BoardGameGeek, The Board Game Designers Guild, The Safe 
Zone Project, and TechSmith the following post-assessment questions about design, 
experience, functionality, and social awareness were administrated anonymously or by a 
moderator on paper after play/usability testing of Propagayda.

Also, these forms have been integrated into the http://propagayda.com/ website.

http://propagayda.com/files/pre-assessment.pdf
https://timbroadwater.wufoo.com/forms/preassessment-form/
https://timbroadwater.wufoo.com/forms/postassessment/
http://propagayda.com/files/post-assessment.pdf
http://propagayda.com/
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Pre-Assessment: Answer the following questions to the best of your ability. Your answers are anonymous. 

 

 

Can you list some different types of sexes? 

 

 

What are some different types of gender? 

 

 

What is the difference between sex and gender? 

 

 

Where did most of the influence of your initial impressions/understanding of LGBTQ people come from?  

a. Family 
b. Friends 
c. Television 
d. Books 
e. News 
f. Church 
g. Other 

 

Can you list some different types of attraction? 

 

 

Who is the first gay or lesbian character (TV, Film, Book, etc) you experienced?  

 

What was the first gay or lesbian character portrayal like? 

a. Healthy 
b. Accurate 
c. Exaggerated 
d. Negative 
e. Other 

 

 

 
 

What do you think are some different types of relationships? 

 

 

Were your first impressions of LGBTQ people mostly… 

a. Positive 
b. Negative 
c. Neither 
d. Other 

 

What would you say is the difference between sex and attraction? 

 

 

How have your impressions/understanding of LGBTQ people changed or evolved throughout your life? 

 

 

What is your codename (used for anonymous submission)? 
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SOCIAL AWARENESS (please leave a response and include details as needed) 
 
 

What are some different types of sexes? 

 

 

 

What are some different types of gender? 

 

 

 

What is the difference between sex and gender? 

 

 

 

What are some different types of attraction? 

 

 

 

What is the difference between sex and attraction? 

 
 

 

What are some different types of relationships? 

 

 

 

 

 

 
Post-Assessment: Utilizing suggestions from BoardGameGeek, The Board Game Designers Guild, The Safe Zone 
Project, and TechSmith the following questions about design, experience, functionality, and social awareness can 
be utilized by administrated anonymously or by a moderator after play/usability testing of Propagayda: 

 

DESIGN (please circle one of the following responses) 
 
 

How would you describe the game’s clarity (1 - 4):  

1. Cumbersome, hard to see what is going on, and the rules are unclear 
2. Somewhat cumbersome 
3. Somewhat streamlined 
4. Very streamlined, it is easy to see what is going on, rules are very clear 

How would you describe the game’s flow (1 - 4): 

1. Lots of unnecessary procedures, exceptions, and rules 
2. Several unnecessary procedures, exceptions, and rules 
3. Few unnecessary procedures, exceptions, and rules 
4. No unnecessary procedures, exceptions, and rules 

How would you describe the game’s balance (1 - 4): 

1. Very imbalanced, broken, and luck is too much a factor 
2. Somewhat imbalanced, broken, and luck is too much a factor 
3. Somewhat balanced, functions, and luck and strategy plays a factor 
4. Balanced, functions, luck and strategy is balanced 

How would you describe the game’s length (1 - 4): 

1. Too short or too long 
2. The game is mostly too short or too long 
3. The game is somewhat too short or too long 
4. The game ‘s length is appropriate 

How would you describe the game’s integration (1 - 4): 

1. The mechanics and theme are extremely mismatched 
2. The mechanics and theme are somewhat mismatched 
3. The mechanics and theme are somewhat matched 
4. The mechanics and theme are matched 

How would you describe the game’s fun (1 - 4): 

1. Complete lack of emotional connection, and uninteresting 
2. Very few moments of emotional connection, somewhat uninteresting 
3. Some moments of emotional connection with some interesting parts 
4. Very emotionally connected and interesting 
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FUNCTIONALITY (please rate each by circle a number) 
 
 

I think that I would like to play this game frequently (1-5): 

 

I found the game unnecessarily complex (1-5): 

 

I thought that the game was easy to use (1-5): 

 

I think that I would need support of another person to be able to understand this game (1-5): 

 

I found the various functions in this game were well integrated (1-5): 

 

I thought there was too much inconsistency in this game (1-5): 

 

I would imagine that most people would learn to play this game very quickly (1-5):

 

I found the game very cumbersome to use (1-5): 

 

I felt very confident using the game (1-5): 

 

I needed to learn a lot of things before I could get going with this game (1-5): 

 

1 Strongly Disagree 2 Disagree 3 N/A 4 Agree 5 Strongly Agree 
 

1 Strongly Disagree 2 Disagree 3 N/A 4 Agree 5 Strongly Agree 
 

1 Strongly Disagree 2 Disagree 3 N/A 4 Agree 5 Strongly Agree 
 

1 Strongly Disagree 2 Disagree 3 N/A 4 Agree 5 Strongly Agree 
 

1 Strongly Disagree 2 Disagree 3 N/A 4 Agree 5 Strongly Agree 
 

1 Strongly Disagree 2 Disagree 3 N/A 4 Agree 5 Strongly Agree 
 

1 Strongly Disagree 2 Disagree 3 N/A 4 Agree 5 Strongly Agree 
 

1 Strongly Disagree 2 Disagree 3 N/A 4 Agree 5 Strongly Agree 
 

1 Strongly Disagree 2 Disagree 3 N/A 4 Agree 5 Strongly Agree 
 

1 Strongly Disagree 2 Disagree 3 N/A 4 Agree 5 Strongly Agree 
 

 
OVERALL EXPERIENCE (please leave a response and include details as needed) 
 
 

What was the game’s best feature, aspect, mechanic, etc.? 

 

 

 

What was the game’s weakest feature, biggest drawback, etc.? 

 

 

 

If you were to suggest that one change be made to the game to improve social awareness, what would it be? 

 

 

 

What were your first impressions versus your post impressions of playing the game?  

 

 

 

Would you play the game again? 

 

 

 

Do you think that others would benefit from playing this game? 

 

 

 

What are your thoughts after playing the game concerning Sex, Attraction, and Gender? 

 

 

What is your codename (used for anonymous submission)? 
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Interactive Visual Data
All of the data that was conducted in the per-assessment and post-assessment 
is available online through interactive and responsive format, and in the following 
categories:

•	 Pre-Assessment Report 
https://timbroadwater.wufoo.com/reports/preassessment-report/ 

•	 Gameplay Assessment Report 
https://timbroadwater.wufoo.com/reports/gameplay-assessment-report/ 

•	 Post-Assessment Report 
https://timbroadwater.wufoo.com/reports/postassessment-report/

https://timbroadwater.wufoo.com/reports/preassessment-report/
https://timbroadwater.wufoo.com/reports/gameplay-assessment-report/
https://timbroadwater.wufoo.com/reports/postassessment-report/
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Propagayda Website
The Propagayda website at  http://www.propagayda.com/ is the presentation of the 
entirety of the MFA thesis. It hosts all of the assets - assessment materials, data 
visualization, dynamic links to 3D printing, gameboard, rules, card printing, written 
thesis, video, design brief, etc. - while simultaneously exhibiting and presenting the 
game to the world for download, implementation, feedback, and revision. 

The website has been designed in HTML5 with custom JavaScript and SASS into an 
accessible and responsive format, while integrating 3rd-party applications such as 
Google Analytics and Wuforms.

http://propagayda.com/
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