
Introduction
Isletopia is a competitive city-building board game set across 
a charming archipelago of islands. Each player assumes the 
role of a specialized agency tasked with developing a thriving 
urban district. From housing and education to transportation 
and food services, every role brings unique strategies and 
abilities that affect how land is claimed and expanded.



Through careful planning, negotiation, and strategic 
expansion, players aim to build the most prosperous, well-
connected, and influential city. Isletopia blends luck, strategy, 
and urban creativity, offering a playful and engaging 
experience for 3 to 6 players.

Individual Project

Game Design Document: Isletopia GDD


Itch game publish page: https://mddddr.itch.io/isletopia 


Rulebook: Click here to access shared file

https://docs.google.com/document/d/1Ex0JJOfEYy4q7suDl7iozcArjs_4YInkaZG-EH0YH1c/edit?usp=sharing
https://mddddr.itch.io/isletopia
https://drive.google.com/file/d/1grE1URaWJuRjTPsmrPl7ZrHk9O58VFhn/view?usp=sharing


ResearchInspiration

Urban planning approaches vary widely across regions, shaped by history, land 
availability, governance, and cultural priorities. Around the world, regions grow and 
organize themselves in dramatically different ways. These contrasting approaches reveal 
how urban form is shaped by history, policy, culture, and resource availability. Some 
cities prioritize public services as anchors of growth, while others rely on transportation 
networks or housing demand to drive expansion.

Tokyo is characterized by extremely fine-grain, hyperdense neighborhood development 
where small plots, narrow streets, and mixed uses exist side by side. Flexible zoning 
allows residential, commercial, and small industry buildings to coexist, resulting in 
organic, constantly changing urban fabric. Public transit stations form major nodes that 
drive local activity and property values.

New York exemplifies a grid-based planning logic that organizes development into 
uniform parcels. This structure allowed both organic growth and large-scale 
redevelopment projects like Times Square, Battery Park City, and Hudson Yards. The 
combination of strict zoning, massive subway coverage, and intense land pressure makes 
it one of the most vertically developed cities in the world.

Conclusion



Game Rule More Details

Isletopia’s game play is mainly divided into two 
stages: land expansion and building establishment. 
Once players acquire a decent number of land, they 
can chose or build buildings on the top of it. Also 
lands are a nice property for negotiation and 
communication among players. 



Prototype
Map Testing First Test

Final Test

Feedback & Interview

Card Testing

Play test

Ellen，19 years old Ellen，Urban Planning Steve, Board game enthusiasts

Map



Larger map base are 
printed using plotter. In 
this version the 

Land Tokens



Land tokens are 
made using laser 
cutters in dFab lab. 
It was using chip 
board and later 
hand stick with 
different colored 
prints. 

Card used in 
prototypes are 
evolved from text 
only to additions of 
small UI elements. It 
turns out that the 
minimal of 
decoration 
elements added is 
cohesive with 
overall aesthetic. 

Buidling Tokens

Building tokens are 
lasercutted with acrylic. 

Final play-test introduce more game-play with 
buildings and the bank. The players subjectively 
tried to collaborate by trading building blocks and 
try to make full use of the bonus systems with 
negotiation and maximize the communal revenue. 

The first play-test was 
short and mainly focusing 
on the game play of land 
talking and event systems. 
Modifications upon the 
first playtest include 
variation of the building 
and assign the buildings to 
roles, and adding different 
ways of map composition. 

All printable materials in 
prototyping are colored 
printouts only. 

“The event cards add 
nice unpredictability, 
though a few feel too 
punishing compared 
to the benefits.”

“I love how district 
specialization emerges 
naturally, but the dice 
sometimes limit long-
term planning.”

“The adjacency 
bonuses feel rewarding, 
some buildings like 
stadium still feel hard 
to place strategically.”



Card Design Other Elements
Island Board

The island board are printed metal 
boards customized in factories. They 
are designed to be in 6 different pieces 
so that players can create and compose 
their own map. The metal board makes 
the pieces easily attached to the island 
board base, making the whole thing 
steady on table. 

Tokens

All tokens are printed or etched 
acrylics. The land tokens have the 
magnetic layers at their back so that 
they can easily attached to the base 
boards. Building tokens are etched 
with names with minimal aesthetic. 
The etches are hard to tell so more 
colors are added manually afterwards. 

Cards



Cards are printed with 3.5 * 2.5 inch 
standard American playing card size 
and material. 

Rule book



The rule book is printed in local 
printing workshop. The rule books is 
printed in pamphlet format so that 
information is most handy for players. 

The role cards are drawn at the start of the game. It determines the three types of buildings players construct and 
grants a special skill that affects land expansion. The roles are designed according to the various type of buildings and 
usage of the site within a matured neighborhood during the research phases. These are considered essential in urban 
planning in real life as it simulate the tension and collaboration of different land use between different occupiers of 
the land. The same strategies are borrowed in this game by assigning players different abilities but try to balance 
agencies between the six roles. 

In order to add more fun to the game, events 
systems are added to make the game more 
interesting and engaging. The system mimics 
the incidences of real life that are not 
controllable by urban planners and merchants. 
In game play, this largely generate randomness 
in the game and relates the game to real life. 



Final Outcome
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