Lockdown	Daniel Palumbo

Background and Overview 
	Lockdown is a strategy board game where two players race against each other from opposite ends of the game board to try and be the first two acquire two yellow tokens from their side of the board and reach the goal before the opposing player can stop them.

Game Mechanics 
	Two players start with their game pieces on opposite ends of the game board, taking turns. The players begin by placing their Blue and Red character tokens on the marked Start spaces on opposite ends of the board and placing the four yellow tokens on the designated spaces with yellow spots. They then draw five cards each from the provided deck.  
	Every turn, the player must move their game piece one space, draw one card from the deck, and play one card. The players must race to the two yellow tokens on their side of the board, then to the Goal in the middle of the board; all while using their cards to attempt to slow down the opposing player and open up their own path. The first player to reach the Goal in the middle of the board after capturing their two yellow tokens wins.
Available Cards:
[image: ] Lock – Place on any path between spaces to prevent movement along that path. 
[image: ] Block – Same as Lock, but cannot be removed. Permanently prevents movement.
[image: ] Open – Remove a selected Lock, allowing movement on the path again.
[image: ] Double – When played, the player draws two extra cards from deck, then plays two extra cards. Cannot be used to play another Double card.
Some paths on the board start out Locked. They may be opened with an Open card like normal Locks.
Scoring 
	Since the game is a race to finish first, there is no real score tracking is needed. The sole objective of the game is to acquire the two yellow tokens then reach the goal first.

Prototyping 
	To prototype, an early version of the game board was created in photoshop and printed out on two sheets of paper which were then taped together. Player pieces, Yellow tokens, and play cards were also composed in Photoshop then printed and cut out. This enabled adequate, if bare-boned, testing of the game's design and concepts.

Playtesting 
	The two volunteer play testers (a room-mate and a friend) began by reading the rules on their own. They appeared to have no trouble using this to understand the game without outside assistance. Once the game started, they quickly became very competitive against each other (although they usually are) and became very focused on the gameplay, each attempting to block the other. Giving feedback after the game was over, they said they enjoyed the game and its concept, and suggested some ideas for game cards they thought would be interesting to see in play. Most criticisms of the game stemmed from the crude construction of the paper prototype.

Conclusion
	The prototype actually exceeded expectations, the play testers seemed to enjoy it more than was expected for a first prototype of the game. Given more iterations, further  tweaks to the board layout and better stylization of the board should improve the experience greatly. New cards types and support for 3-4 players could also be implemented to increase both the complexity and diversity of the game experience. Overall, the core design concepts appear to make for a very interesting and fun competitive board game that can be played at almost any age.
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