
B
oard G

am
e Project 

 
W

ith the G
eorgia M

ilestones A
ssessm

ent com
ing up soon, w

e w
ill benefit from

 revisiting inform
ation 

covered earlier in the year. W
e have learned about the geography, environm

ental issues, religious groups, 
ethnic groups, econom

ics, governm
ents, and history of A

frica, Southw
est A

sia (M
iddle E

ast), and Southern 
and E

astern A
sia. Y

ou and a partner w
ill create a board gam

e that others can play to review
 the concepts 

and inform
ation discussed throughout the year. T

he project w
ill have three m

ain com
ponents: 

 
1. G

am
e board: the gam

e needs to be original and colored on a poster board or cardboard. Feel free 
to have a them

e to your gam
e, or graphics related to the geographic areas that w

e have studied. 
2. Instructions/R

ules: m
ake sure that your directions are clear so that participants w

ill know
 exactly 

how
 to play by reading your instructions. 

3. T
rivia cards: Y

ou and your partner w
ill create 70 cards (35 cards each; 5 cards for each topic). 

 E
xam

ples: Y
our gam

es m
ay resem

ble any com
bination of the follow

ing: Pictionary, C
harades, Trivial 

Pursuit, Jeopardy, M
onopoly, C

ranium
, or it can be com

pletely original.  
 

G
rading/A

ssessm
ent: 

T
his project w

ill count as a m
ajor grade and w

ill be evaluated using the rubric below
. A

fter playing 
everyone’s gam

e, the class w
ill vote on the best gam

e and the w
inners w

ill receive a prize. 
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C

reativity 
The student put a lot of 
thought into m

aking the 
gam

e interesting and fun to 
play as show

n by creative 
questions, gam

e pieces 
and/or gam

e board. 

The student put som
e thought 

into m
aking the gam

e 
interesting and fun to play by 
using textures, fancy w

riting, 
and/or interesting characters. 

The student tried to m
ake the 

gam
e interesting and fun, but 

som
e of the things m

ade it 
harder to understand/enjoy 
the gam

e. 

Little thought w
as put into 

m
aking the gam

e interesting 
or fun. 

R
ules/Instructions 

R
ules w

ere w
ritten clearly 

enough that all could easily 
participate. 

R
ules w

ere w
ritten, but one 

part of the gam
e needed 

slightly m
ore explanation. 

R
ules w

ere w
ritten, but 

people had som
e difficulty 

figuring out the gam
e. 

The rules w
ere not w

ritten. 

N
eatness/A

ttractiveness 
C

ontrasting colors and at 
least 5 original graphics w

ere 
used to give the cards and 
gam

e board visual appeal. 

C
ontrasting colors and at 

least 3 original graphics w
ere 

used to give the cards and 
gam

e board visual appeal. 

C
ontrasting colors and 

"borrow
ed" graphics w

ere 
used to give the cards and 
gam

e board visual appeal. 

Little or no color or few
er 

than 3 graphics w
ere 

included. 

A
ccuracy of C

ontent 
A

ll inform
ation cards m

ade 
for the gam

e are correct. 
A

ll but one of the 
inform

ation cards m
ade for 

the gam
e is correct. 

A
ll but tw

o of the 
inform

ation cards m
ade for 

the gam
e are correct. 

Several inform
ation cards 

m
ade for the gam

e are not 
accurate. 

U
se of C

lass tim
e 

Student uses at least 90%
 of 

class tim
e to stay focused on 

creating a quality product. 

Student uses at least 80%
 of 

class tim
e to stay focused on 

creating a quality product. 

Student uses at least 70%
 of 

class tim
e to stay focused on 

creating a quality product. 

Student uses less than 60%
 of 

class tim
e to stay focused on 

creating a quality product. 

  


