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Introduction 
Introducing Hover! An Australiana themed board game that battles bee enthusiasts (the 
players) against the ravenous appetite of one of Australia’s most notorious feral pests - 
the rabbit. The aim of this game is to create a fun player experience while providing light 
education on the lesser known Australian bee species and their importance to the 
maintenance of a stable ecosystem. Like other games, Hover mediates learning and fun 
through a range of different game mechanics, embedded social interaction, and 
immersion (Ulrich, F & Helms, N. H. 2017).  
 

Theme & Setting 
Hover is at its core a science themed conservation game that focuses on the Australian 
native solitary bees as the key vehicle for game play and narrative. Australia’s native 
flora and fauna evolved in the absence of the European Honey Bee, instead relying on 
other kinds of pollinators such as insects, birds and mammals (Western Australian 
Museum, 2020). There are in fact thousands of solitary bee species in Australia, many 
of which don’t build hives, make honey or live in colonies with worker or queen bees 
(Aussie Bee, 2020). Unlike their European native counterparts, Australian bees are not 
often talked about in any media forms outside of horticulture and environment hobbyist 
groups. This game attempts to bridge this gap by introducing players to the world of the 
Australian solitary bee. 
 

How to play - the simplified version 

See here for a more detailed Rule Book & Manual, Game Board design, Player Board & 
Day/Night Trackers. 
 
Number of players: 2 - 4 
Age range: 10+ 
Game estimated run time: 30 - 45minutes 
 
1. Just like in nature, solitary bees don’t live in bee hives and there are no Queen Bees. 
Instead these bees collect resources and build nests in flower stems, soft dirt, small 
holes and bee hotels. 

https://drive.google.com/drive/folders/1DB25DtNwZnV696cDGrLXmnZ9nzuuL-vV?usp=sharing
https://drive.google.com/drive/folders/1DB25DtNwZnV696cDGrLXmnZ9nzuuL-vV?usp=sharing
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2. Each player is a bee enthusiast who aims to achieve the objective of one bee species 
by the end of the game. 
 
3. Each player starts the game with 1 Player Board, 2 - 4 Action Tokens (depending on 
the number of players), 1 Bee Species Card (keep secret) and 3 Field Guide Objectives 
(one of each category). 
 
4. To win Hover, you must end the game with the most amount of points. Players 
achieve points by: 

A. Completing Field Guide Objectives 
B. Any additional points achieved by completing actions on your (secret) Bee 

Species Card. 
 
5. Each turn a player can take one of five actions: 

A. Plant a flower - move the Gardener token in a straight line, any number of tiles. 
They may then plant a flower of their choice. 

 
B. Pollinate - move the Bee Token in a straight line, up to two tiles away to collect a 

resource from a pollinated flower. 
 

C. Eat a flower - move the Rabbit in a straight line, any number of tiles. Place the 
eaten flower token on your player board. 

 
D. Build a Bee Hotel Upgrade - allows a bee to travel an extra two tiles if they stop 

by the Bee Hotel. 
 

E. Make Bee Bread - store bee bread on your player board to use during your turn. 
Eating a Bee Bread, grants a bee the ability to collect three times as many 
resources when they pollinate. 

 
5. There are 6 - 8 rounds in a game (depending on the number of players). Each round 
is signalled by the Day/Night Tracker. Every time a player takes an action (using an 
Action Token), the Day/Night Tracker moves to show the progression of time. There 
really are only so many hours within a day. 
 
6. Day and Night have meaningful consequences in this game. At certain times of the 
day, certain actions are more effective than others. A round ends at the end of a day 
and when all players have used up all of their Action Tokens.  
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7. Watch out for the bunny - seriously! Rabbits are an invasive species but have 
become a part of the ecosystem (admittedly an annoying one). In this game, players 
can choose to move the rabbit to eat native plants and complete Field Objectives. 
 

Genre & Game Type 
Space games can be defined as gaming experiences where players manipulate the 
position of set pieces to achieve particular alignments (Woods 2012). Hover fits inside 
the space game category but can also be considered an Area Control game. Area 
control games usually involve some form of map or defined board space that players 
compete to dominate, usually by adding their own pieces and removing opponents 
pieces (Castle, 2020). In Hover, players manipulate the game board to maximise points 
while also denying other players access to particular resources in order to prevent them 
from taking an advantage. 
 
Similarly like other Eurogames, Hover prioritises indirect conflict and strategy instead of 
direct player versus player conflict and luck which is often the hallmark of an 
‘Ameritrash’ game. Although there is some element of luck in Hover (created through 
the rolling of a dice to determine resources) game play is ultimately determined through 
strategy as players choose to prioritise certain objectives, manipulate the board space 
and ration a limited number of actions.  
 

The Game Mechanics of Hover 
Game mechanics can be defined as the rules by which the gameplay is enacted that 
provide ways for players to interact with each other and the game components (Moore 
2020). The game mechanics of Hover include: 

Turns and rounds 
Game play is broken up by player turns and a particular number of game rounds. In 
Hover, each player starts a round with a specified number of action tokens. A player's 
turn ends after a player uses up 1 (one) action token and passes their turn to the next 
player. Each round ends after all players have used up all possible Action Tokens.  In 
Hover, rounds are measured as ‘days’ as time is a key aspect of the game. Time is a 
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physical component of the game as certain actions are more successful at different 
times than others.  

Actions 
Actions are the proactive and reactive responses players can take within a game. In 
Hover there are specific actions a player can take. In Hover there are only five actions a 
player can take:  

- Plant a flower 
- Pollinate 
- Make a Bee Hotel 
- Make Bee Bread 
- Eat a flower 
- Complete a Field Guide Objective 

 
Each action that a player takes directly affects the game board and the other player’s 
potential game play. Depending on the number of players, during each round a player 
can only take a specific number of actions.  

Cards 
Cards are used within Hover as a simple way to force players to interact with the game 
board and each other. There are two sets of cards in this game: Field Guide Objectives 
and Bee Species Cards. Field Guide Objectives are cards that define objectives and 
rewards that a player may choose to accomplish in order to win points. Bee Species 
Cards are secret objective cards that provide players potential bonus points at the end 
of the game if they complete the goal on the card. Both sets of cards offer a randomized 
potential to the game. One of the benefits of randomization is replayability as no one 
game is every exactly the same. 
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Figure 9 - example Field Objective Cards Figure 10 - example Bee Objective Card 

Capture 
Hover uses a variation of capture mechanics that allows players to change the game 
board set-up by removing game pieces and permanently taking them out of play. This is 
done through the Rabbit Game Piece that eats (removes) flowers from the game board 
and has the potential to disrupt play for other players. 

Dice  
Dice are used in games to provide a randomized element. In Hover, dice is used to 
determine the type of resource a player collects after sending a bee to pollinate a 
flower. A custom D6 dice is used with each side corresponding to a particular resource 
(or no resource) that a player may collect. 

Movement 
Movement is a key feature of this game as players take turns moving three game pieces 
across the game board - the Bee, the Gardener and the Rabbit. Each game piece 
moves in a different way. 

Game Board 
The game board takes inspiration from the game board shape and design of Klaus 
Teuber’s Catan (1995) and uses grid movement to determine how players can move 
game pieces across the board. 

https://boardgamegeek.com/boardgame/13/catan
https://boardgamegeek.com/boardgame/13/catan
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Story & Narrative 
Story is a key part of every gaming experience and is created through the culmination of 
the different aspects of the game. Holcomb (2017, pp. 24-25) argues the idea that story 
and mechanics cannot be treated as two separate parts of a game and should instead 
“...serve as complementary tools for when you run into design problems”. As humans 
we have a tendency to think in terms of stories and narratives, our brains are essentially 
hardwired for narratives (Alviani, 2018). A strong story or game narrative helps can be 
used as a powerful tool to teach game mechanics and rules to players. An example of 
game mechanics working to tell a story in Hover can be seen in the Day & Night Tracker 
(see Figure 1).  

Figure 1 - Day & Night Tracker 
 
The tracker not only keeps track of game rounds and player actions but is built into the 
story of the game. Certain actions are more effective at certain times of the day (e.g. the 
rabbit is more active and hungry at night) which makes narrative sense.  

Emergent Story 
In its broadest sense, a narrative is an experience in time that has some kind of feeling 
of unity or integrity, usually ordered by a definite beginning, middle and end (Lindley, 
2002, pp.2-3). Unlike in other media forms the player is an active participant in the 
development of the game story. Emergent story refers to the process of generating a 
story during game play through the interaction of theme, game mechanics and players 
(Sylvester, 2013, pp.90-91).  
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What the emergent story will look like is ultimately up to how each player interacts with 
the game. In order to create opportunities for players to create emergent stories the 
designer needs to find ways the mechanics, design and rules can encourage a 
satisfying story experience. In Hover, an example of this can be seen through the use of 
Bee Species Cards (see Figure 2). Giving each player a personalised objective 
encourages the creation of an emergent story through gameplay and interaction with 
other players.  
 

  

Figure 2 - Bee Species Cards 

The Player Experience: The Three Act Structure 

The Three Act Structure is a story structure theory that attempts to provide a context for 
understanding the types of stories we tell and how we tell them. In essence The Three 
Act Structure (see Figure 3) breaks down the narrative arc of a story into three separate 
parts or acts that culminates in a point of crisis that propels the plot into the final 
resolution (Lindley, 2002, p.3). Although typically a film theory, the Three Act Structure 
can be applied to game experiences in a similar fashion. Applying this theory to Hover, 
game play can be broken down into three distinct acts. 
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Figure 3 - Three Act Structure diagram 
 
ACT 1: Players start Act 1 as they first begin to engage with the game Hover. This can 
include the act of learning the rules, setting up the game, dealing out cards and secret 
objectives and beginning game play. Act 1 ends with an inciting incident of some kind. 
In Hover, an inciting incident may be the first act of player sabotage or the first time a 
player successfully achieves a Field Guide Objective. Whatever the incident it’s this that 
propels the players into Act 2. 
 
ACT 2: This is usually in film and in a game, the act that takes up the most time. It is 
during this part of the game play that tension begins to escalate as the stakes rise. Act 
2, similar to Act 1 culminates in a “turning point”. In Hover, this might be the point in the 
game when it appears one player is close to winning or when the final game round 
begins.  
 
ACT 3: May or may not end in a final confrontation between players. This act is usually 
more cathartic than the others as tension finally begins to ease and a winner is decided. 
During this act players count up their points, discuss their gaming experience and begin 
to pack up the game. 
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Making Hover - Development Process 
The prototype has been through three iterations, with limited playtests to determine 
what was working and what wasn’t.  

Prototype - Version 1 
In the first iteration of this game, Hover was originally a card collection or deck building 
game. Drawing inspiration from Elizabeth Hargrave’s Wingspan (2019), a wildlife 
reserve game, Hover was originally intended to use similar mechanics or drafting and 
deck building (see figure 4).  

Figure 4 - earlier version of the player board. Similar mechanics to Wingspan.  
 
There were two main issues that made this design ineffective; time and available 
research. Unlike birds, bee species (and particularly Australian bee species) are a very 
niche topic of interest and information on the appearance of different bee species and 
their behaviours is not as readily available as birds. Part of this problem is that many 
bee species often get lumped in together in plant and insect books and guides. To 
create a similar sized deck of cards to Wingspan would require an expert level of 

https://boardgamegeek.com/boardgame/266192/wingspan
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knowledge of bee species, something that wasn’t realistic for the time frame in which 
this project was to be completed.  
 
Time was another obstacle to the creation of a working prototype. One of the original 
goals of this project was to develop something that could theoretically be tested and 
physically played with in some capacity. With only so much time being devoted to 
design, the need to create hundreds of individual bee species cards was not something 
that could be reasonably achieved.  
 

Prototype- Version 2 
By prioritising playtesting, the game moved towards a more game board style approach. 
Peter Lee & Rodney Thompson’s Dungeons and Dragons themed board game Lords of 
Waterdeep (2012), became another point of inspiration.  
 

 
Figure 6 - Version 2 prototype 
 
The idea of having a board map where players could travel to different locations to 
collect resources was easily translatable into bees exploring a garden or park. Lords of 
Waterdeep also included the idea of secret objectives/character cards that each player 
aimed to achieve by the end of the game to earn additional points. However despite the 
positives of using this design, the game play felt uninteresting and too much of a reskin 

https://boardgamegeek.com/boardgame/110327/lords-waterdeep
https://boardgamegeek.com/boardgame/110327/lords-waterdeep
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of Lords of Waterdeep. It also didn’t allow for the level of player on player interaction 
that was desired.  
 

 
Figure 5 - draft version of game board using mechanics similar to Lords of Waterdeep. 

Prototype - Version 3 
Another board game that highly influenced the game design of Hover was Antoine 
Bauza’s Takenoko (2011). Takenoko is a set collection, modular board and dice rolling 
game. The introduction of the rabbit antagonist to Hover was directly inspired by the 
Takenoko game piece of the panda that could both help and hinder players throughout 
the game. Including elements from both Lords of Waterdeep, Takenoko and to some 
extent Wingspan a third prototype version was developed (see Rules and Manual for 
more detail). This version also saw the name of the game change from Drone to Hover 
(see previous blog post, Willingham, 2020). 
 

https://boardgamegeek.com/boardgame/70919/takenoko
https://boardgamegeek.com/boardgame/70919/takenoko
https://himynameismara.wordpress.com/2020/05/15/introducing-drone-a-board-game-about-bees/
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Figure 7 - Prototype 3 - game board similar to Catan 
 
This version of the game included a game board similar to the set up of Klaus Teuber’s 
Catan (1995) where players move game pieces across hexagonal tiles. Also included 
individual player boards to help remind players of rules and create space for resources. 
 

 
Figure 8 - Individual Player Board 
 
 

https://boardgamegeek.com/boardgame/13/catan
https://boardgamegeek.com/boardgame/13/catan
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Playtesting - Feedback 
Due to the reduced physical face-to-face tutorials, playtesting was limited to a small 
number of friends and family members. Ideally Hover would go through more rigorous 
playtesting to ensure that the mechanics function fully and that the game provides a fun 
player experience. 

What people liked: 
- “Really like the theme. It’s kind of peaceful and lovely imagining different bees 

buzzing around a park.” 
- “I like the kind of growing a garden feeling this game seems to have, I can 

definitely see this bee-ing (ba dum tiss) a game with a nice calming visual 
aesthetic, ala Arboretum/Wingspan.” 

- “I really like that kind of ebb and flow the game has with the day and night cycle 
and it creates interesting choices of when to play something.” 

- “I really like the survival building aspect of this game, and collecting resources to 
make buildings, it has an awesome sense of progression and growth.” 

- “Got a lot of cool mechanics here, and I love the pseudo cooperative aspect of 
the game.” 

What could be improved: 

Feedback received Action taken/to be taken 
with future playtesting 

Player turns seem to pass too quickly: “...not sure on 
is the way a turn (time) is passed as soon as a player 
takes an action, as this seems to mean a player may 
not get to act at every stage of the game. ” 
 

- Playtest different 
player action amounts 
& game rounds to find 
the best mix.  

Introduce chase game mechanics similar to Sherlock 
Holmes 
“One way I was thinking the game could have some 
extra depth but is far from necessary as it takes the 
game a different direction is have a way for the rabbit 
to be only one of the players, and have an element of 

- Something to consider 
playtesting. Could be 
similar to the game 
Scotland Yard where 
players start in 
asymmetrical starting 
positions (Burgraff et 

https://boardgamegeek.com/boardgame/438/scotland-yard
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social deduction in some way, or even just total 
asymmetry to the other players gameplay.” 

al. 1983) 

Game rules too confusing to fully understand - Rewrote rule and 
simplified 

 
 

Other classmates games/projects I provided feedback on 
See the BCM300 Game Experience Design 2020 Playtesting and DA Feedback 
Participation Sheet for full feedback on: 
 

● Mauricio - Game Name: Cosmic Mercenaries 
● Jasmyn Conell - Game Name: Tartarus  
● Travis M-B - Game Name: Adventure Land 
● Mikayla Stott - Game Name: The Year 2050  

 

Marketing & Development 

Target audiences 
Considering the game theme and design, Hover may attract a younger target audience 
demographic. The physicality of the moving game pieces that have direct, visible 
repercussions on the board state makes this a very hands on game that may be highly 
enjoyable for younger players. The Individual Player Boards and Field Guide Objective 
cards are designed to use only minimal written language, instead relying on imagery 
and symbols to convey meaning. This approach makes the game more accessible for 
younger players. At the same time, the variety of actions and opportunity for strategic 
play also makes this game relevant to more older and more experienced gamers.  
 
Psychological or “behavioural” variables are a more effective way of identifying a target 
audience for a product as often what determines a customer’s likelihood of purchasing 
and using a product extends beyond demographic barriers such as age and gender 
(Chaffey & Ellis-Chadwick, 2019. pp.63-64). For board games, this refers to the 
customer preferences for play and what they define as ‘fun’. In terms of Hover, it is 
assumed that players who may enjoy this game are those who enjoy indirect conflict 

https://moodle.uowplatform.edu.au/mod/url/view.php?id=1581559
https://moodle.uowplatform.edu.au/mod/url/view.php?id=1581559
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between players, stylistic art and design style and a simple selection of actions. In order 
to confirm whether these assumptions are accurate or not, further market research is 
required. 
 

Publishing 
There are two main ways to publish a board game: through a professional publisher or 
self-published. One of the biggest downsides of going through a professional publisher 
is the lack of personal control over the final end product of the game and the level of 
potential opportunity to have a board game considered in the first place (Board Games 
Australia, 2020).  
 
Self publishing, although keeping control over the game entirely with the designer, is a 
lot of work and includes the responsibility of marketing, sellings, printing and distributing 
(Sigman, 2017). Although websites such as Kickstarter offer a low barrier to entry 
website platform for designers to crowdsource funds, without an already existing 
audience it is difficult to gain meaningful customer interest. One of the potential ways to 
build an engaged audience is by offering rewards for their investment beyond just the 
game itself. Research by Colistra & Duval (2017, p.4) shows that backers are more 
satisfied with a project they’ve backed when they feel like they are more involved with 
the creative process.  

Future Directions 
This game still has a long way to go before even considering publishing. Limits on 
proper playtesting with restrictions of face-to-face classes meant that it was difficult to 
assess both whether the individual mechanics worked cohesively. Ideally, the next step 
of this project would be to build a more robust prototype and playtest with a broader 
number of people and allow the game to change and develop naturally through 
feedback. Playtesting with younger players would also be necessary to determine 
whether Hover is appropriate for the intended target audience or if perhaps it would suit 
an unidentified audience instead. With proper market analysis and further research into 
the pros and cons of self-publishing versus a professional publisher, this game could 
eventually be actualised.  
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