
Wreath

‘Wreath’ is a simple board game inspired from the classic 
game of ‘Snakes and Ladders’. It is a fun-learning and an 
engaging game to be played with family and children 
above 6 years of age, based on how to stop the spread of 
coronavirus and its safety measures. 

It closely resembles the current world situation. It makes 
the people empathize with community helpers such as the 
policeman and help people who are in need of food and 
other resources during this pandemic situation. The purpose 
of the game is also to make players emotionally connect 
while playing. 

About the game

Aim: To reach the supermarket or the finish 
position before the other player.

Contents

Virus Tiles 
(15 no.s)

Infected Token 
(4 no.s)

Token

Game Board

Dice Numbers Mask



Set-up
1) Choose a token and place the token on ‘START’ position. 

2) Place the virus tiles randomly on the pathway. 

(Note: You can use as many number of virus tiles you wish 
in order to alter the complexity of the game.) 

How to Play
1) Roll a ‘mask’ icon on the dice to start the game. 

2) Take in turns to roll the dice. Move your token forward, the 
number of spaces as shown on the dice. 
(Note: If you roll a ‘mask’ on the dice while playing the 
game, you do not move ahead. The next player continues 
to roll.) 

3) If your token lands on;

a) Virus tile: You miss a turn! Walk down to the hospital and 
place the infected token over yours. 
This indicates that you have been affected by the virus. 
(Note: You can remove the infected token only after you 
have missed a turn.)

b) Task tile: Read the task and place the token as mentioned. 

c) The same tile as the other player. You miss a turn! This 
indicates that social distancing is not maintained. 

4) Keep playing till you reach the ‘FINISH’ position and 
prevent yourself from getting affected by the virus!  

The first player to reach ‘Finish’ position is the winner!! 

3a) Virus tile 3c) Same tile

3b) Task tile

The illustration below shows how the game would look while playing.



Process
The game ‘Wreath’ was designed after conducting a brief 
study on various parts of the design process, which  included 
the etymology, the origin of the virus and how it spread 
quickly affecting numerous people globally and many other 
areas. Research also included study by asking friends and 
people in the vicinity regarding the precautionary measures 
taken to fight against the spread of this virus. It included 
a brief study on the principles related to game design, 
understanding the user, their skills and various types of games 
currently available in the market, physically as well as virtual. 

Tasks
• Buy a Sanitizer from the medical store. 
• 
• Go back home and wash your hands.
• 
• Your mask broke, go to the medical store and buy!! 
• 
• Your mom needs help, go back home!
• 
• Go give some food to the beggar.
• 
• Go and greet the policeman - ‘NAMASTE’. 

More ways to Play
You can play the game in four different rounds. 

Lockdown 1.0  : 3 to 5 Virus tokens
Lockdown 2.0 : 6 to 8 Virus tokens
Lockdown 3.0 : 10 to 12 Virus tokens 
Lockdown 4.0 : 13 to 15 Virus tokens

The technique of cross mapping helped me get few 
interesting ideas from popular games such as Monopoly, 
Ludo, Snakes and Ladders, UNO and many more. The 
challenging part while designing this game was not only to 
educate people on the safety measures and ways to stop the 
spread of coronavirus but also to engage them in a fun way 
such that it is ‘replayable’. 

The process went under several concepts and ideations 
along with quick and rapid prototyping. Through this game 
I also aimed to convey a sense of emotional connection. 
User testing sessions were conducted with different families 
along with children, in order to understand the pro’s and 
con’s in the game. I later narrowed down the concept by 
connecting it to the current situation. User testing sessions 
were conducted with different families along with children, 
in order to understand the pro’s and con’s in the game. 
The above game ensured that there is some strategic 
learning as well as a new set-up each time while playing. 
The other challenging task I faced was to communicate the 
instructions to the user in the simplest way possible. 

Developing this game in a short duration was something 
I would not have thought about. But it was an interesting 
experience which added to my knowledge in the field of toy 
and game design. 


