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Part I 
 
a) Problems with Hopscotch 
 

1. There is no clear reason for the goal as it is. ie. To make your way across 
the hopscotch grid in an incremental manner, and return back. It doesnʼt 
really tell a story. 

2. In India the game was played with each player tossing their own stone 
onto the grid to determine their chance. The game is biased game due to 
varied stone sizes. 

3. The game is also biased game due to a constant size of the squares. Big 
squares that are comfortable hop distances for a 10 year old may be unfair 
to a 5 year old. 

4. The game is predictable and there is nothing to challenge what is 
expected in the normal progression of play. 

5. The duration of the game span is limited by first winner. 
6. Ambiguity – how far can you lean over to toss the stone. 
7. Mostly a girls game. 
8. Emotional involvement is fairly limited. 
9. Boring if the group is too large, because thereʼs a lot of waiting around for 

your turn. 
10. Not enough motivation other than the goal 
11. Lack of a higher strategy 
12. No risk factors 
13. Game doesnʼt allow any interaction between players, only interacting with 

the playing field 
14. Balance is important, not tested enough. 
15. Itʼs hard to get exceptionally skilled or develop a strategy for if the stone 

youʼre tossing changes every time. There is not enough reason to play it 
over and over. 

16. The playing field never changes, there is nothing new or dynamic about it. 
 
b) Ideas about Hopscotch 

1. I thought of Four-Square, another easy-to-setup game. The pace is more 
exciting in Four-Square than Hopscotch. 

2. If the squares are big, it could be very intensive. It could be used for 
military training or training athletes. 

3. Maybe incorporating math into playing strategy, so that the numbers mean 
something. Eg. You could only hop on factors of the number to get to it.  

4. It would be fun to integrate parallelism into the game. Multiple players 
playing at the same time. Multiple pieces per player.  

5. Makes me think of twister, another game with balance. 
6. Requires very little preparation time to draw up the grid. 



7. Donʼt need any special resources, just chalk and ground so itʼs convenient 
to play. 

8. Good exercise; encourages children to be active. 
9. Mostly for kids, but I think adults compulsively hop through it – when you 

see a hopscotch pattern drawn in front you, or even slightly out of your 
way, you are tempted to hop through it. Itʼs interavtive. 

10. When I think of hopscotch, I think not how awesome it was, but thatʼs it 
something I played when I was young. 

11. Used it as break in the path for a friend once. 
12. Make it interesting for older audiences while preserving a nostalgic feel for 

younger ones. 
13. What if you had to throw a die and hop on your non-dominant foot? 
14. What if you had to switch feet in between hops? Would that affect your 

balance? 
15. What if you had to hop in reverse? 
16. Toss the stone with your eyes closed? 
17. Hop with your eyes closed? 
18. Team play, players having to support each other 
19. Planet Hop – giving identity to the 8 squares so they tell a story. Linear 

progression through the planets. Turned this into idea #1 for Hopscotch. 
20. Orbital Hop – You start at the center of the solar system and have to make 

your way outwards hopping orbit to orbit. 
 
 
 
 
 
 
 
 

21. 2 overlapping hopscotch grids, speed racer hopscotch. 
22. Tetris and Hopscotch on a Guitar Hero Console with Wii Fit – The player 

stands on the Wii Fit board, which can tell right foot from the left foot, as 
well as two feet pressure versus just one foot. The guitar hero game is re-
engineered so that instead of notes, you see oncoming Tetris blocks with 
numbers written on them, and/or left and right foot constraints. Instead of 
having to hit the notes, youʼre supposed to jump on the Wii Fit to hop 
through the dynamically changing hopscotch board. 

23. Building memory game into Hopscotch. You have to remember where 
matching pairs are located on the board and you have to hop to those 
squares in order to uncover them. 

24. 3D hopscotch. Having incremental or interval training blocks to challenge 
the players to an intense workout. 

 
 

 
 
 



25.  Off-the-wall Hopscotch. Played in a narrow alley. You start from the 
ground, then bounce off the wall and land on the number to advance. 

26. Trampoline Hopscotch. 
27. Hopscotch on water. 
28. Hopscotch in an artificially simulated gravity field. Could be a fun exercise 

for astronauts undergoing training. 
29. Ultimate Frisbee restricted by a huge hopscotch grid. 
30. Hopscotch on DDR. 

 
 
Part II 
 
Hopscotch I – Across the Solar System 
Story and Concept: 

• Tells a story about a journey through space. 
• Becomes a learning tool for little kids – planet sizes, sequence in the solar 

system. 
• Cool adventure with life lesson – shoot for the stars. 

Game Aesthetics: 
• Creates an outer-space feel for the game, such as moons, orbits, asteroid 

belt and assigns purpose to those elements in game play. 
Game Mechanics: 

• Challenges predictable play – 4 choices: normal play, shuttle malfunction 
(reverse/non-dominant foot), alien abduction (blind toss), space police 
(switch feet at every hop) 

• Other fun elements (Hit by asteroid, black hole, worm hole) 
• Makes the game longer lasting 
• Challenges difficulty level uniquely or each player because of differently 

sized boundaries. 
Play-testing Revelations: 

• Not radically different from regular hopscotch; Reverse hopping was fun to 
watch, but mostly impossible because of the slightly scattered nature of 
the placement of the planets; not captivating enough for the play-testing 
audience ie. a more mature audience. 

 

   
Fig 1.1 Planet Hop, Each circle denotes  Fig 1.2 Hopping thru the path you pick 
a planet.     up the bean bag on your way out. 



 

   
Fig 1.3 Asteroid Belt between Mars and 
Jupiter. Toss landing in that zone, causes 
an instant return to Earth. 
 
Hopscotch II – Collaborative Hopscotch 
Game Aesthetics: 

• Two parallel game diagrams. 
Game Mechanics: 

• This version of hopscotch is played by 2 players at a time. Each player 
tosses a bean-bag onto their respective hopscotch game. They hold a 
stick (used a hockey stick in play-testing), that connects them. They then 
hop through the grid, skipping the bean bag on the way to the end, and 
then pick it up on the way back, freeing that spot for hopping into. They 
must hold onto the stick the whole time, not letting go. The person who 
lets go of the stick cannot advance in that turn, while the person who held 
on, gets a free pass.  

Concept: 
• Theoretically, I expected this to challenge the balance of the players as 

they hop through the grid, and simultaneously encourage them to engage 
in collaborative play in the face of tension. 

Play-testing Revelations: 
• However, the physical constraint of the stick was not nearly challenging 

enough and did not make the game interesting enough to be pursued 
further in lieu of a better idea. 

 
 
 
 
 
 
 
 
 
 
 
Hopscotch III – Hop-check-scotch-ers 
Game Aesthetics: 

• Played on a 9x9 grid. 



Game Mechanics: 
• Number of players = 2 
• Each player starts on opposing sides of the grid with 5 pieces or lives in 

hand. These are denoted by different colors for each player. Eg. Player A 
is Green and Player B is Orange. 

• The goal is to have the most surviving pieces of your color on the game 
board. Forward progression through the game board takes you across to 
the other side, at which point you can hop out of the board, and be “safe”. 

• A hollow disc (used roll of tape) is tossed into the grid to determine the 
next possible move location. This is followed by the player using any one 
of his home locations (established points of authority) to get to this next 
location. 

• You can eliminate you opponentʼs pieces by tossing your disc and hopping 
into a square that one of their pieces is currently occupying. 

Concept:  
• To create a strategic game where your moves are a direct consequence of 

your opponents moves resulting in a longer-lasting intellectually more 
exhausting game. 

Play-testing Revelations:  
• The initial play test of this concept definitely revealed potential and 

possible areas of improvement. I decided to build on this concept to take 
the idea to the next level. 

 
Part III 
 

a) Rule Set: Here are the rules to play a new version of hopscotch called 
Hop-check-scotch-ers for 2-players. 

 
REQUIRED:  
To play Hop-check-scotch-ers, you require: 

• 10 playing pieces per player. Player 1 has 5 pieces of Color 1, 5 of Color 
2. Player 2 has 5 pieces of Color 3, 5 of Color 4. We recommend using 
colored felt. 

• A bean-bag. 
• A unbiased die. 

 
SETUP: 
Create a 9x9 grid on in an open space. Each square is approximately a foot in 
length. Each player assumes their starting position on opposing sides of the grid 
with 5 pieces each available to them at the start. 
 
GOAL: 
The goal of the game is to eliminate all of your opponentʼs pieces through a 
strategic game of hop-check-scotch-ers. 
 
GAMEPLAY:  

1. Roll the die to determine who plays first. Person with higher number starts. 



2. Player 1 tosses the bean bag into a square on the grid. If the bean bag 
lands on a boundary line, the player loses his or her turn. If the toss is 
successful, they attempt to hop from the home line* to that square on one 
foot. If the make a successful hop, they can now have one of their pieces 
occupy that square. This is called a base*. If the toss was successful but 
you couldnʼt make a successful hop, you donʼt get to move your piece. 

3. Player 2 plays similarly.  
4. Both players are only allowed to move forwards and diagonally forwards 

with respect their home line, until they reach *critical play. 
5. Subsequently in the game, any base can be used as the starting point for 

a hop to a different space in the square provided it is preceded by a 
successful bean bag toss into that square. The toss must always be done 
from the home line. 

6. The opponentʼs pieces are eliminated by a toss and hop over them if they 
are in your *line of vision.  

7. When two bases are created next to each other in a horizontal line 
(parallel to the home line), they create a *launching pad (Fig 3.3) A 
launching pad can be used as follows – 

a. It gives you the ability to land using both feet side by side (like in 
Hopscotch) to create a stable pad. 

b. You can potentially use the launching pad to advance a base to a 
part of the board that would have otherwise been unreachable 

8. When a player has progressed across the playing grid, to reach the 
opponentʼs home line, they trade their piece for one of their spare pieces 
of a different color. The player is now said to be in Critical Play mode. This 
new piece can now make itʼs way backwards into the game and the 
players continue as before with forward progression towards the other 
side. 

 
WINNING CONDITION: 
The game is over when one player has successfully eliminated all of the their 
opponents pieces from the board making him or her the last survivor on the 
playing field. The last person standing is the winner of the game. 
 
*KEYWORDS:  
Home Line: The starting position on their respective side of the playing board is 
called the Home Line. 
Base: An occupied square in the grid. 
Launching Pad: A set of two bases places horizontally side by side. 
Line of Vision: Any pieces that are in the line directly in front of you or diagonal 
from your current position. 
Critical Play: When a player has progressed across the playing grid, to reach 
the opponentʼs home line, they trade their piece for one of their spare pieces of a 
different color. The player is now said to be in critical play mode. 
 
Iteration I: 

b) Playtesting Part I 



• The objective was to get your pieces to move across the grid in a safe 
manner, so as to have the most surviving pieces at the end of the game. 

• This play test was done with each player starting with 3 pieces on the 9x9 
grid. 

• Player I throws a disc from their home line (beyond the boundary of the 
grid) into a square they think they can hop to on one foot. If they make a 
successful toss ie. It doesnʼt land on the line, they attempt to hop from the 
home line to that square on one foot. If the make a successful hop, they 
can now have one of their pieces occupy that square. This is called a 
base. 

• In the first play test, the player threw the disc onto another square from an 
existing base in the grid or the home line for a piece still to enter the 
game. This led to Revelation #1 described below. 

• If the toss landed on a line in the grid, you lose your turn. 
• If the toss was successful but you couldnʼt make a successful hop from an 

existing base to the next one, then you lose a turn. This led to Revelation 
#2 described below. 

• In this version, you could destroy your opponentʼs piece by tossing your 
disc to land on their base in the grid, and then hopping onto their base 
from your home line or an existing base. 

 
c) Analysis Part I 
The first play test revealed some fundamental flaws and areas of 
improvement. 
• Revelation #1: This was not challenging the players with the precision of 

long-distance toss and was making it too easy to target the opponentʼs 
bases and destroy them on the spot. As a result, if one player reaches a 
spatial advantage, of having advanced on the game board to a certain 
extent, then it would put the opponent on the defense for the majority of 
the game, and inhibit them from making forward advancements in the 
game. This was slowing down the pace of the game. As a result, this led 
to Alteration #1. 

• Revelation #2: If a player tossed the disc onto a certain square on the grid, 
but missed the intended square, then they could potentially mess up their 
hop on purpose, so as to lose that turn but have the option. As a result, 
this led to Alteration #2. 

• Also the game was slowing down too much, leading to Alteration #3. 
• The discs were inconsistent for throwing, and they were making the game 

more random that I would have liked, and frustrating. This led to Alteration 
#4. 

 
Iteration II 

d) Playtesting Part II 
The second play test was conducted by making certain changes to the game 
mechanics based on the observation and revelations from part I. These are 
as follows: 
• Alteration #1: What if you were constrained to always throw the disc from 

the home line, not from an existing base to advance further in the game. 



• Alteration #2: I integrated a punishment into the game, where if you 
missed the hop after making the square, the base that you were hopping 
from is forced to start over ie. it loses its position on the grid and must 
retreat to back to the home line. 

• Alteration #3: Each player was given 5 starting pieces instead of 3 to 
make the game more aggressive. 

• Alteration #4: Use one bean bag instead of a disc for each player. 
 

e) Analysis Part II 
The second play test was more fun and better defined, but there was still a 
missing element of risk and strategy.  
I also felt the need to introduce certain points of authority in the grid - certain 
areas of the grid that were more powerful than others, maybe you could land 
their with both feet instead of the one foot hop. 
Also, although it was relatively more difficult now to target the opponentʼs 
bases, it was the singular offense that a player had. I needed a different type 
of to make the game interesting. 
The changes resulting were more qualitative than the changes from the first 
play test can be summarized by Alteration #5. #6. #7. 

 
Iteration III 

f) Playtesting Part III 
The following changes resulted due to play testing from Part II. 
I decided to constrain the game to forward progression only (pieces can move 
forwards and diagonally forwards; backwards and sideways moves are not 
permitted. 

• Alteration #5: Launching Pad Idea – The key idea is that you can double 
up 2 pieces of yours horizontally to create a launching pad (Fig 3.3, 3.4). 
This does two things – 

1. It gives you the ability to land using both feet side by side (like in 
Hopscotch) to create a stable pad. 

2. You can potentially use the launching pad to advance a base to a 
part of the board that would have otherwise been unreachable. 

• Alteration #6: Checkers style hop-over (hence the name) – You 
opponentʼs pieces are now eliminated by hopping over them if they are in 
you line of vision (ie. in your direct line going forward, or diagonal to your 
location.) 

• Alteration #7: Trading Up – Since the game only allows forward 
progression, I didnʼt want the game to get static and interaction-less once 
the players were past the point of capturing each otherʼs pieces. Thus, I 
incorporated a way for the pieces to level up, once they reach the 
opponentʼs home line (similar to Chess). This allows them to come back 
into the game to eliminate the rest of their opponentʼs pieces. Eventually, it 
leads to a total victory. 

 
g) Analysis Part III 

 
 



 

 
Fig 3.1: Hop-check-scotch-ers Playing Field 

 
 
 

   
Fig 3.2 Tossing bean-bag into square  Fig 3.2 Hopping into the square 
from the home line. 
 
 

   
Fig 3.3 Tossing bean-bag onto distant Fig 3.4 Strategic Play: Using launching 
square, past a launching pad.  pad to advance a base further in the 
      game. 
 



 
 

   
Fig 3.4 and 3.5: Once your piece has marched through the grid by forward 
progression (forward and diagonal moves, no backwards or sideways moves 
permitted), you upgrade to new piece which allows you come backwards into the 
game and eliminate all your opponentʼs pieces if they are still on the board. 
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