As a group we started off well, at least we thought so at the time.  We were ahead of the game, we got together early and started planning and had what we thought was a good idea.  We even had ‘clients’ interested in the idea.  The problem: we got way ahead of ourselves and ended up tripping over our good idea.  So we picked ourselves up, dusted ourselves off and starting running again.
By going through the steps of designing a game during one class session, we figured out the process we needed to follow, so we had a great brainstorming session and by the end had decided to produce a game about nutrition and healthy diets.  On the way to the next game planning meeting, I was struck by inspiration by a cafeteria tray of all things and the team was on a roll again.  We were going to have a wonderful game about nutrition and healthy eating.  The cafeteria tray was going to be the game board and people would learn how to make healthy food choices.  We spent time looking at the type of path we wanted the board to have, the types of questions the game would have, and what areas of nutrition to cover in the game.  Problem – we still hadn’t learned to walk and were soon stumbling again.  The game was more complicated than we wanted and we couldn’t figure out the scoring system at all.

We finally started to make sense of things after a class session in which the challenge was to explain the game to someone outside of our group.  By having to look at it from different angles and break out of our cocoon, we were able to start making real progress.  We narrowed the focus of our nutrition idea, throwing out nearly everything we had come up with to that point, except a few of the basic concepts.  We focused on the choices that corporate workers face at the office every day and emphasized the idea that sometimes the only thing you can do is make the ‘least bad’ choice of all the bad choices.
We still had a few hurdles to clear.  During the game exhibition, where our classmates play-tested the game we discovered a couple of glaring flaws.  The biggest problem: the way we had written the rules we had left the learning/education of the game up to chance.  That was never our intention and we quickly modified the rules to incorporate the learning directly into the play of the game.  
Reflecting on the process we went through to produce the game Caloric Consequences and knowing we had some false starts along the way, makes me very proud of the game we ended up making.  The game is simple, fun, and educational.  This is exactly what we were striving to achieve.

