Interactive media design:

Rulebook

Why?

I made a rulebook, because it's one of the most important parts of a board game. Without it
players wouldn't understand how to play the game. With that being said, if the rulebook isn't
clearly explained or structured, they also wouldn't know how to play the game. So | decided
to do a focus group to test the user-friendliness of my rulebook.

How?

To test the rulebook | did a focus group. | asked them to read the rulebook out loud and if
they could explain it to me after they've read it. After that | asked them to discuss their

thoughts and opinions.

What?

To improve the user-
experience of the rulebook
by making it more clear and
structured for the target
group | implemented their
feedback:

e | made step 2 clearer by

adding more information.

¢ | reduced the amount of
punchlines to keep the
players focused on the
actual explanation.

e | removed the consent
part to keep the tone of
voice consistent.

Most people understand it after one read.
The rulebook shouldn't be any longer. The length is perfect.
Step 2 of “how to play” should have more detail.
Use less punchlines to prevent people getting distracted. Only use a few good ones.
Consent section felt too serious and could ruin the party mood

18+ | 3-8 Players | 30-45 mins | Optional
drinking | 100% judgmental

GAME SETUP

1. Download the App

knames) into

3. Prepare the Card

question cards and place them

HOW TO PLAY HOW TOWIN

1. Draw a Card Fi

One player draws a physical card and reads it e blackmail
outloud o

2. Penetrate into the chosen
one’s mind

Each round, a Chesen One has to
rank the question based on thair
preferences.

Everyone else guesses the
Chosen One's ranking within 20
seconds in the app.

Once the Chosen One reveals
their ranking, score points based
on how close your guess was.

3. Score It

For each right answer move a step
forward:

1right answer = move | space
3 right answers? Move 3 s.pcce?

oy

| still kept the design and tone of voice funny to match with the overall vibe of the game.
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So?

This test has helped me improve the overall user experience of the game by creating a
rulebook that uses the right tone of voice, explanation, structure and clarity because of the
feedback I've received.
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