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Mattel® Game Design Competition

Design Checklist and Scoring Criteria
Using the materials provided, each student team must design a fun, simple, inexpensive board game that Mattel®, Inc. can package and market to teachers and schools throughout the United States.  Mattel® encourages each team to use the attached scoring criteria as a guide and to be as creative as possible. Mattel® encourages design teams to test their games before submitting them to Mattel®.  The following scoring criteria will be used by the Mattel® judges in the selection of the winning game submission.

1. Does the Game Clearly and Effectively Incorporate the Following

_____/ 20

Concepts of Probability?
· Event, complementary event, probability of an event

· Multiplication rule for probabilities

· Compound events

· Independent outcomes, picking at random, and fairness

· Interpreting probabilities as ratios, percents, or decimals

· Estimate probabilities and make predictions

2. Does the Game Illustrate the Innovative Use of at Least one

_____/ 20

Application of the TI-73 Probability Simulator?

· Tossing Coins

· Spinning a Spinner

· Random Numbers

· Drawing Cards from a Deck

· Picking Marbles out of a Bag

· Rolling Dice

3. Does the Game Design Make Effective Use of the Materials?

_____/ 5

4. Is the Game Easy to Understand?





_____/ 5

5. Are the Game Board and Accessories Neat and Legible?


_____/ 5

6. Are the Game Board and Accessories Inexpensive to Build?

_____/ 5

7. Name Your Game-  The name of the game should be exciting


_____/ 5

and interesting;  one that will make people want to buy it…or at

least hear more about it.

8. Game Board Size-   No larger than 9” x 12” 




_____/ 5

The "How To Play" instructions should include:

9. Purpose of the Game-  This section should describe the


_____/10

purpose of the game design.  It should include information

regarding the concepts of probability and describe the parts of your

game that involve probability (see numbers 1 and 2 above).

Remember:  your game must be built so that it teaches students

about probability.

10. Object of the Game-  This section should answer the question:

_____/ 10

"What does it take to win the game?"

11. Brief Description of the Game-  This section should include an

_____/ 10

overview of how the game is played, and how and why points are scored.

It should scream…FUN!  SIMPLE!

12. Rules of the Game-  This section should describe the rules of


_____/ 10

the game, and any penalties that might occur if rules are broken.

13. How to Begin the Game-  This section should describe who


_____/ 5

goes first and how the game gets started.

14. How to Win the Game-  This section should describe the way(s) in which a
_____/ 5

player can win the game.

15. Use of Materials-
  Student design teams must use only the materials

_____/ 5
from the materials list.
Total Points Awarded


_____/ 125

All games must be submitted to:

Mattel®, Inc.

333 Continental Blvd.

El Segundo, CA  90245-5012

Deadline:  Your game must be postmarked no later than October 21, 2002.

MATTEL®








Building Fun Into Every Move You MakeTM

