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Design a Viking game 

The challenge for this prototype was to design a “Viking” game i.e. a 

multiplayer game without winners but with one loser. In our group, we started 

out by investigating which game mechanics would lend themselves well to 

be used in such a game. The game needed to be either free for all or 

tightrope i.e. where both getting too much or too little of for instance a 

resource would result in losing. Both of these would allow for having one loser 

and no clear winner. The game also needed to have some sort of resource 

management, so we refrained from making a physical game (e.g. rope 

pulling or similar type of multiplayer game) since resource management 

could be difficult to manage – we wanted to make an analogue game since 

this allowed for quick prototyping compared to making a digital game. 

 

Initially, the group was six people, and we started the process by separately 

coming up with ideas on how / what the game could be. From this we 

worked as a group brainstorming without any limitations, e.g. we talked about 

everything from mechanics to art style. Both conceptual and concrete 

examples were brought to the whiteboard. Throughout the process, I tried to 

manage the team discussions although this was challenging due to the size of 

the team and the format of the discussions. After the initial brainstorm, we 
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worked on ideas for the project as individuals for the next team meeting. On 

the next team meeting everyone presented their idea (if they had any) with 

very limited input from the group, this was to ensure that we had enough time 

to go through all ideas without going into too much detail on one of them. 

After the ideas were pitched we selected two ideas that were further 

developed so that one final concept could be chosen. This was done in two 

teams of three people. It was very profitable working in smaller teams as we 

could have a more rapid discussion where everyone could voice their 

opinions. Each team then presented the ideas.  

The group did not agree on which project to bring forward. This and the fact 

that the smaller group constellations worked better we decided to split the 

team. Only two people chose to continue with one concept and the last four, 

myself included, went to work on the prototype that was the starting point for 

- Get the Dragon Egg. 

The iteration before: Get the Dragon Egg 

From the initial concept, we build a four-player competitive game, where 

each player needed to gather more fame than the rest while getting back to 

the starting point within the time of a playthrough. Failing to get back resulted 

in a point penalty. The core mechanic from the initial idea was that 

fame/time management was the key to victory. Moving and doing actions 

cost fame/time and was gained from exploring unexplored tiles, fighting 

mobs and completing random quests. For us to properly explore the 

mechanics of the game, we build a physical prototype. The prototype was 

build using props from Settlers of Catan (1995). Their hexagon tiles for layout, 

houses for cities and roads to indicate the main city (start and end point of 

the game). We also used chess pieces for player avatars and backgammon 

pieces as mobs and exploration indicators.  

After several playthroughs and iterations on the rules, we realized that it was 

not possible to get around the fact that the games lose state was purely 

based on who had the fewest points as it was tied to the main mechanic of 

fame/time. Therefore, there was also a clear winner, 2nd, and 3rd place. The 

challenge of the prototypes was to make a game without a winner. 
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Therefore, we decided to stop for the day, clear our heads and meet again 

after having time to individually come up with new concepts or solutions to fix 

the game.  

 Get the Dragon Egg 

On the next meeting, a few vague ideas where suggested – but one idea 

stood out. It was clear, very simple and easy to rapidly prototype. The 

concept was a four-player game with one goal; get the dragon eggs and 

return to the start. The initial concept was flushed out with a few core 

mechanics. In one end of the playing field was the dragon lair with three 

dragon eggs. Using a turn-based movement system, the players needed to 

be first at the lair to get an egg. The last player to reach the lair would lose 

unless she succeeded in stealing an egg from another player on their way 

back to the start. Going into the same tile as a player with an egg ends both 

their turns and the egg was transferred. 

The game was simple and lived up to the challenge of having no winners and 

one loser. Since all the players not losing the game are equally rewarded by 

not losing. 

Reusing the same physical props from the previous iteration we built a new 

prototype. The first iteration on the initial concept was that the lair needed to 

be placed in the center of the playing field and have the players start and 

end in the four corners of the playing field. This was done to ensure that a 

player would not simply wait near the start for the rest to return with the egg. 

This would result in stalemate play, where there was no motivation to be the 

once getting the eggs. Hereafter we added the mechanic of the tiles having 

different attributes and be placed at random on the playing field. One tile 

was a road tile that made movement speed twice as fast, one was a river tile 

making the movement speed halved and the last tile type was a bandit 

camp tile. On the bandit camp tile, there is normal movement for players 

without an egg, while caring an egg onto a bandit camp the players turn 

end regardless of the movement points left. Hereafter the main movement 

mechanic was changed, from turn-based to simultaneous turns, adding that 

the players should plan and note down five moves ahead in the planning 
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phase and then execute each move simultaneous 

with the other players. This meant that the players 

could not as easily predict where the other players 

would move, adding a strong strategic element to 

the game. The last noticeable mechanic that was 

added to the game was that each egg had a 

specific destination, so that when entering the lair 

the players could choose the optimal route to safe 

haven.  

To exemplify how the game is played I made an 

example of a play session, seen on the next page. 

An example of a complex play session is in the game manual.  In the simple 

example the strategy of player one, who can’t reach the egg’s in the first -is 

to intercept another player on her way back to the goal.  

  

Concluding thoughts 

The challenge and presumably part of the game is to outsmart our opponent 

and the fact that the game can be over in less than a minute makes losing 

feel okay since you can easily take another turn. The main drawback for the 

game is that once a player successfully gets and egg and is not pursued by 

the player without an egg, she is basically already in safe haven and the fact 

that the playing field needs to be reset, randomly placing the tiles makes the 

relative playing time compared to the setup time too short. Changing simple 

variables in the size of the playing field could potentially solve these issues, the 

number of movements per turn and so forth. I think this game could function 

quite well as a Facebook or mobile game, as the four players asynchronously 

select their movement, simply spending 30 seconds and waiting until their 

opponent has selected their next moves – making it a small mind game, 

where you can challenge your friends.
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Example	  of	  a	  play	  session	  Simple	  playthrough	  (four	  players). 

	  

1st	  round 

1. Turn	  
a. Player	  1	  can’t	  reach	  the	  egg	  in	  the	  first	  
round.	  	  
b. Players	  2-‐4	  get	  to	  the	  middle	  in	  the	  same	  
turn	  and	  roll	  a	  dice	  to	  see	  in	  which	  order	  they	  
have	  to	  choose	  an	  egg.	  
 

 

2nd	  round 

1. Turn	  
a. Player	  1	  intercepts	  player	  2	  on	  her	  way	  
to	  the	  goal,	  their	  turns	  end	  and	  players	  3	  and	  4	  
reach	  their	  goals.	  
i. Player	  1	  steals	  the	  egg.	  
 

 

3rd	  round 

1. Turn	  
a. Player	  1	  (now	  carrying	  the	  final	  egg)	  
manages	  to	  outsmart	  player	  2	  and	  reaches	  her	  
goal.	  
i. Player	  2	  loses	  the	  game	  
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