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ABSTRACT

The purpose of this study is to propose a storytelling board game model using cards,
focusing on motif theory illustrated at <Story Helper>, a type of software that supports
story-making. First, the study categorizes storytelling board games into 4 types, then
sets a development objective. Furthermore, after creating a 205 types of motif cards
according to motif categorizing system, the study presents development model of both
basic and expansion mode. The study aims to verify its game characteristics and
elaborate its model through focus group tests henceforth.
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[Fig. 1] Types of Storytelling Board Game
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[Table 1] Components of {Once Upon a Time)

Explanation
To create a story
Goal “storytelling cards” and
cards”.
1. Storytelling cards: 108 types of
cards illustrating “Character,”
“Item,”  “Place,” “Aspect,” and
“Event” with 47 types of
“Interrupt” cards.
2. Ending cards: 36 types of cards
that contain possible endings for a
fairy tale.
One ending card and 5-10
storytelling cards are distributed to
each participant. Participants tell
the story using their “storytelling
cards”. A participant who runs out
of all his/her storytelling cards
including the ending card wins the
game.

Category

using
ending

Contents

Rules

[Table 2] Components of {Dixit)

Category Explanation

To guess the «card that a

Goal storyteller is describing

1. Score track, 6 wooden rabbits

2. 84 Image cards

3. 36 Voting tokens in 6 different
colors numbered from 1 to 6

Contents

The Storyteller flips one image
card and describes the card to
other participants. Other
participants hand in the cards that
best matches the description of the
storyteller. Each participant scores
points when s/he finds the
storyteller’s image. The participant
who goes the furthest on the
scoring track wins the game.

Rules
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[Table 3] Components of TRPG

Category Explanation
To participate in a game master’'s
Goal fictional setting by acting out a role

of a character.
1. A rule book that contains fictional

setting and game rules

Contents 2. Rolling dice, character sheet, and
etc.

Participants determine their

characters according to the rule

book. Then, they carry out their

missions by performing their roles

Rules as their characters, in a setting that

is given by the game master. If a
battle takes place, the participants
follow the rules that are written on
the rule book.
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[Table 4] Components of {Storymatic)
Category

Explanation
To make a story using character
cards and action cards
1. 270 Character cards
2. 270 Action cards
* Wild cards are included to prompt
chance factors
Pick two
combine

Goal

Contents

character cards and
them to create a main
Then, pick
cards and create a story using those

cards. The main character cannot be

character. two action

Rules

killed in the story, and must show
some changes at the end of the
story.
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[Table 5] Components of {Storyhelper Card
Game)

@D 205 Motif cards

Contents
@ 20 Chance cards

Players 1to6
@D Each participant picks one card
from motif cards deck, then sets
up their main character by
combining gender, age, and etc.
@ Randomly pick three motif cards
that will decide the character’s

Basic actions.

Mode @ Make up a 3-act structure story
with action cards.

@ Participants present their stories
taking turns. The best storyteller
will be decided based on votes
from the participants or an opinion

from a story master.

@ Two participants. Select one
card to set up a common goal or a
reason for a conflict.

PvP @ Take turns on drawing new
Mode cards from the deck, and each
participant sets up their main

characters.

@ Selects three action card
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randomly.

@ Putting their cards down, each
participant creates a story taking
turns. Participants must make sure
that their characters achieve their
goals in the story.

® The best storyteller will be

decided based on probability.
@ 2-5 participants. Pick a card to

set up a common character.
@ FEach participant picks three
action cards randomly.

Collaborat

ive participant creates a story taking

@ Putting their cards down, each

Creation
Mode

turns. If a participant cannot start
his/her
s/he gets penalty of adding extra 1
card to his/her deck.

@ The one who could not run out

story within 5 seconds,

of all the cards loses.
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