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HOPSCOTCH-Analysis

The game has built in components that create tension. When a player throws a rock, the bounds of the square creates tension with the player as the player 
might not succeed in throwing the rock into the square. Also, as the game progresses, the game also becomes more difficult because the target of the toss is 
farther and farther away. Finally, the players race with one another and themselves as the game is completed when someone completes each step. 

Game Analysis: Successful Components

Game Analysis: Problems
One problem with the game is that the layout of the game never changes. Very quickly, the game becomes mechanical as the player grows accustomed to the 
the spacing of each tile and the physical activity. I believe that this is one of the key causes why there is little sense of tension in the game. There are no stakes 
or incentives to help players shape a specific strategy or approach, and each round is largely an exercise in repetition. There is no strategy nor true sense of 
competition with the other players. 

Problem Statement
The problem with hopscotch is that it is one-dimension, failing to develop in terms of risk or reward as it progresses. The only source of tension stems from 
whether a player makes a successful shot, and therefore gets to play. Also, the game does not take advantage of its medium. The barrier to play this game is 
very small, however the game is stifling in the sense that there is no flexibility either in the game layout or how it is played. The game would also benefit from 
added components that cause the players to think strategically, but also in how they interact with the other players. 



HOPSCOTCH-Brainstorming
1. Fractal Hopscotch: 
Intended audience: ages <14
When you throw a rock and it lands, reconfigure the game’s drawn layout in a fractal pattern.

2. Hopscotch computer game: 
Intended audience: ages >10
Click and aim, when you hold down the “ball”, velocity goes up.

3. Hopscotch adventure: 
Intended audience: ages>6
Delve into an adventure setting with hopscotch game mechanics.

4. Societal Inequalities Hopscotch: 
Intended audience: ages>16
Advantages in game reflect society. 

5. Times Hopscotch with physical fitness:
Intended audience: all ages
Hopscotch spaces correlate to physical activities that must be performed. 

6. Hopscotch TV Show
Intended audience: all ages

7. Hopscotch encroaching darkness: 
Intended audiences: ages>12
World setup as hopscotch, every time a player takes a turn, certain areas can no longer be used. 

8. Hopscotch drinking game
Intended audience: +21

9. Hopscotch summer water game
Intended audience: +8
Certain spaces have water that spits out

10. Hopscotch Macala
Intended audience: +6

11. Staircase Hopscotch
Intended audience: +8
Hopscotch on stairs

12. Hopscotch math learning game
Intended audience: +6
Learn multiplications with hopscotch



13. Jeopardize Hopscotch:
Intended audience: +6
Hopscotch is now a gride, friends choose what tiles you hop on. There are rules for which squares a friend can us. 

14. Four Square Hopscotch
Intended audience: +5
Inner hopscotch game in a foursquare game. Bounce ball in both.

15. Limited throwing
Intended audience: all
Throw rock through a small circle.

16. Distance throwing
intended audience: all
You have to throw rock from five feet back.

17. Obstacle Hopscotch
Intended audience: all
You have ten blocks of increasing size. Whenever you successfully toss a rock, you have to place a block on that space. You also have to be able to jump it and 
the highest block cannot go on the tenth space. If you cannot jump over, then the block stays in place. 

18. Gambling Hopscotch
intended audience: +18
Each space in game has money on it, place bets to see if players can finish. The game is harder physically. 

19.Floating Hopscotch
Intended audience: children
Pool game that has hopscotch on water

20. Flip Tile Hopscotch
Intended audience: all
Flip tiles to view perks.

21. Trampoline Hopscotch
Intended audience: all
Hopscotch but on a trampoline.

22. Hop and Collect points
Intended audience: all
Tiles have points.

23. Hopscotch with Tokens
Intended audience: all
Tokens help you win. 

24. Vertical Hopscotch
Intended audience: +8
Toss hopps onto pegs, then climb up but you cannot use that peg to go up and down. 



25. Hopscotch race
Intended audience: children
Two players play at once and race!

26. Hopscotch with ball
Intended audience: children
Roll a ball instead of toss a rock.

27. Hopscotch sabotage
Intended audience: +12
Physically deter other players within limits. 

28. Paint hopscotch
Intended audience: +8
Instead of rocks, use paint balls on a canvas. 

29. Throw rock backwards
Intended audience: children

30. Hopscotch computer game
Intended audience: +6
Each player chooses an avatar that has certain characteristics: better jumping, better aim, better agility. Race to the end and back. 

31. Hopscotch DDR
Intended audience: children
Bust a dance move while hopping.

32.Travel Hopscotch
Intended audience: +6
Small box of tokens and rock that can work on any linoleum tiled floor.

33. Hopscotch beer pong
Intended audience: +21
Instead of rocks and chalked game, you use ball and beer cups.

34. Hopscotch head or tails
Intended audience: children
Flip a quarter instead of a rock. Heads, only step on even spaces, tails, odd spaces. 

35. Hopscotch petanque
Intended audience: adults
Toss a metal ball, next person can knock it away. Played on sand. 

36. Treasure Collection Hopscotch
Intended audience: children
Collect gold coins. If you miss, leave all gold on game layout.



37.Environment Hopscotch
Intended audience: children
Each tlle another environment that poses obstacles. 

38. Spell builder hopscotch
Intended audience: +6
A physical game that involves hopscotch as a component. Each tile is a spell component and uses it to “throw spells” to other players. 

39. Video game
Intended audience: children
Each player controls a limb of a virtual player trying to play hopscotch. You need to work together to coordinate the virtual player. 

40. Circular board game
Intended audience: children
The board is circular and you move inwards.

41. Limited number of throws
Intended audience: children
You only get a few chances. 

42. Players stay on game layout
Intended audience: children
If you lost, you have to remain standing on the last tile until your next turn.

43. Lunchbox hopscotch
Intended audience: children
A lunchbox that you have to throw little gummies into in order to unlock treats. 

44. Musical hopscotch
Intended audience: children
Jump on the beat. 

45. One leg hopscotch,two players
Intended audience: children
Two players have to play with legs tied together.

46. Hopscotch in VR
Intended audience: children

47. Hopscotch on unstable surface
Intended audience: children

48. Composer Hopscotch
Intended audience: children
Each tile produces a sound, create a melody in order to gain points. 

49. Expanding Hopscotch
Intended audience: children; Game layout expands with each turn. 

50. Disordered hopscotch; Intended audience: children; Like regular hopscotch excempt the numbers are not in order. You still need to jump in sequence. 



HOPSCOTCH-narrow down ideas

IDEA ONE: Hopscotch narrative board game with encroaching darkness
This idea uses more abstract components of the game of hopscotch and transforms them into symbolic tools for a board game. For this game design, the re-
pelled portion of the game (the space that currently holds the rock, the rectangle that the player diverts away from while hopping) is distilled into the sense of 
“the void”. 

For this game, I am interested in the idea of an encroaching void that slowly consumes the playable space of the game. I believe that this will help address some 
of the limitations of hopscotch and create a more dynamic progression. By creating a void that slowly grows larger as the game progresses, the game pushes 
the player to pay attention to the game’s layout in a new way. Currently, the dynamic between the player and the game’s layout (the ground) is one of mem-
orization checkered with slight moments of interactions (when the player has to bend down and pick up the rock). This ‘voiding’ dynamic forces the player to 
become more involved with the game’s layout. 

Another component of the game that I feel deserves further attention is the notion of boundaries between rectangular spaces. In the game, there is so much 
emphasis placed around the boundaries between tiles. If a player accidentally steps on a drawn line of the game, they lose that turn. For this idea, I think it 
would be interesting to explore the tension of boundaries within the game of hopscotch. My proposed solution is to add an exploratory element to the game 
found similarly in more narrative games. 

IDEA TWO: Hopscotch Token Game
For this idea, I am interested in creating a more palpable tension between the players. The current rules of the game do allow for a rhythmic, almost meditative 
gameplay. There are little stakes in the game and so there are no incentives to actively seek success, other than simply winning. \My proposal to add a sense of 
competition to the game is to add tokens that can either hinder or benefit the player. 
My interest in such a system is to involve the player in the game in a new way. I am interested in creating a system from which the player can feel a sense of 
impending doom or injustice, but then, because of luck or skill, the player can then turn their situation around. 
Making this system work requires some changes to the basics of Hopscotch. First is to make the layout of the game more difficult to complete, either by ex-
panding it or creating new layout configurations for the game. The next necessary component is to add a point system, and allow the player to collect several 
points on their turn. This acts as a quantifiable metric for success that can be leveraged to add tension and reward.
With these two elements, the game then needs a chance-based component to distribute tokens that can either advantage or disadvantage a player. 

IDEA THREE: circular hopscotch game
For this game, I am interested in creating a tension between movement and the player. The linear hopscotch layout is transformed into a circular grid that 
spirals inwards. As board game, the goal would be to make it towards the center of the board and then back to your starting point while you still have steps (or 
“hops”) left. The player would also accumulate points as they went, but these points add to their total score only if they returned safely to their initial position. 
As an incentive to travel further downwards into the game, more and more points would be made available as the player descends.

In this game, I am interested in pitting players one against each other in a sort of race to the finish line hopscotch game. I am interested in how to translate the 
energy given to the game because of its physical action component into a stationary, tabletop game. Can that energy be replicated? Also, with this game my 
aim is to add a more strategic component to the game. I want to question how a player moves through a layout pre-designed by a game designer. My hope is 
that with this game, the player would be given the incentive to try and think beyond the confinements of the game and try and find ingenious ways to play with 
the board. 



HOPSCOTCH EXPLORER BOARD GAME-First Draft
The Board Cards

Rules

Play Test Notes

Rules

Number of Players:  2
During the exercise, the playtester has difficulty understanding how to move about the board or how to accumulate points.The 
game also lacked a clear goal. Also, the game mechanics did not inspire the playtester to move about the board beyond a circular 
pattern, thus stripping the game of dynamic energy. Furthermore, many of the cards hindered the player or quickly created a  
“snowball” effect. Meaning that while one player accumulated many points and quickly, the other player had difficulty catching up 
and soon was outpaced. As such, the game lacked balance. 
During the game testing, other details arose that needed to be addressed. The use of die in the game was awkward and hindered 
the flow of the game. 
A few successful components of the game were identified that I had not previously considered. While moving through the board, 
the playtester enjoyed how the layout of the levels forced them to have to choose a strategy before they moved. Also, the me-
chanic of having to draw and then choose which cards would be most advantageous also pushed the player to start thinking of a 
strategy before taking their turn. 
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HOPSCOTCH EXPLORER BOARD GAME-Second Draft



Level 01-1 point

Level 02-2 points

Level 03-3 points

Level 04-4 points

Level 05-5 points

Level 06-6 points

Level 07-7 points

Level 08-8 points

Level 09-9 points

Level 10-10 points

Level 11-11 points

Level 12-12 points

Level 13-13 points

Level 14-14 points

Level 15-15 points

Level 16-16 points

Level 17-17 points

Level 18-18 points

Level 19-19 points

choose 3 
spaces to 
go “dark”

move up or 
down a 
level 
without 
cost

bound by 
two: each 
hop is two 
spaces

gold mine: 
x2 points 
for turn

give up all 
but �ve 
points for 
three 
extra”hops”

choose two 
spaces to 
go “dark”

give up �ve 
points for 
an extra 
“hop”

skip 3 
spaces

x10

x10

x5 x5 x5

x5 x5 x5

Cards

2-4 players

100 “dark” tokens

Levels
Rules: 

To start: 
Players must start the game at start space.

To move:
1. Each turn, players roll d-10 die to determine how many “hops”, or 
moves, they have.
2. When hopping, players must move counter clockwise and 
around.
3. Each “hop” is one space.
4. Players can also climb up or down a level at any point along their 
move. It costs 5 points to move to a higher level, and 10 points to 
move to a lower level. The player does not collect points when 
climbing, and climbing does not count as a hop.

To play: 
1. Draw four cards, choose two and discard the other two. Cards can 
be played at any point during your turn. Reshu�e discard pile if 
there are no more cards in pile.
2. Roll movement dice and move, hopping and climbing.  
3. Player collects points for every space they land on when hopping.
4. If player reached last space (#100), they must start moving clock-
wise.
5. If player reaches last space but still has “hops”, they must stay on 
last tile for their turn. 

Dark Tiles: 
At the end of each player’s turn, player rols a d-100 and d-10 to 
determine which space becomes dark. Place a dark token on that 
space. Players can no longer collect points from space. 

To win: 
The �rst player to reach 50 points and return to the start position 
wins. 

 



Playtesting with second set of rules and board: 

Number of players: 2
Name of Players: Camille Baumann-Jaeger and Eric Grossman
Pennies represent the spaces that have gone “dark”, the other coins were used as 
player tokens. 
Previous print out of board was altered by pencil in order to match revised, second 
draft game board. 

The method for turning certain tiles into “dark” tiles added an interesting strategy 
component to the game. Now, the players began to hinder one another as they 
progressed through the board. Adding more details and rules to the game also 
added another layer to the game mechanic, and players began to form preferred 
strategies in order to win the game. In this specific playtest session, players dueled 
with two main strategies in order to win. The first strategy was to make make 
more moves but stay closer to the starting position, thus having a better chance 
of winning once the player gained fifty points. The second main strategy that was 
discovered was to head straight towards the center of the board, hoping that the 
dice rolls would be sufficient to bring the player back to the start position. 

I was pleased how abstracting the hopscotch game mechanism of choosing tiles to 
hop over translated into a board game. Now, the game did not seem as mechanical 
and the players were playing more with one another instead of with themselves 
(as was the case in hopscotch). In the session, players had a lot of fun sabotoging 
each-other’s strategies with dark tiles. 

Another more successful change that arose from the revisions was a finer the 
risk-reward system. Right now, the game has two chance mechanics: the die roll 
and the cards. In earlier iterations, the player depended more on the cards in order 
to play more interesting moves. In this version of the games, the players were 
much more focused on how they could manipulate their board position and points 
in order to win.  

The weakest component of the game remained the cards, which would have to be 
revisited. The cards still sometimes created a “snowball” effect in that, at certain 
times, one player had exponentially more points than the other. 

Another component of the game that could be revised is the board itself. While 
there were still some interesting decisions that could be made based on the revised 
layout, it did not create as many moments where the player had to think about 
their next move- many turns were still mechanical. One solution could be a more 
varied board. 

While there are still some improvements to be made, the playtest session demon-
strated a new dynamic between the players, and between the players and the 
board, which was much different than the first game iteration. 


