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GAME OVERVIEW 

The concept around Against The Clock came prior to enrolling into the subject. Prior to the 

subject, the concept was purely based off my knowledge on TikTok and my personal interest 

in having a game like Against The Clock to play with my friends. Throughout the semester it 

had undergone several iterations in order to fit the criteria the subject required for the game as 

well as the overall functionality 

GENRE & TYPE 

This game is categorised as a party game. BoardGameGeek refers to party games as a way to 

encourage social interaction between players. Against The Clock explores game themes similar 

to charades, truth or dare, and trivia. The game is aimed towards players 13 years and older. 

This is due to the age requirement by TikTok when creating an account. I wanted this to 

correspond to the apps requirements as hypothetically if ByteDance – the company which 

owns TikTok was to create a game such as Against The Clock they would also be required to 

follow the same age restrictions.   

 

COMPARABLE PRODUCTS 

CARDS AGAINST HUMANITY ($44)  

Cards Against Humanity is a party card game which was released in . Amazon announced that 

CAH and its expansion packs sell approximately 90,000 – 120,000 units every month which 

has generated an estimated value of $1500000 in sales. The creator of CAH, Max Tempkin 

was a college student who struggled to find activities for groups of 30 to 40 players (Hamrick, 

2018).  

WHAT DO YOU MEME ($37) 

@FuckJerry is an Instagram with 15.5 million followers was known as a meme account. The 

users behind the account created ‘What Do You Meme?’ in which cards featured a range of 

different captions and photos/memes which are directly taken from the @FuckJerry 

Instagram feed. In 2016, FuckJerry launched their product onto KickStarter to scope out the 

demand of their product in hopes to expand their product to sell at popular retailers such as 

Target and Urban Outfitters (Crook, 2016) 

 

 

https://boardgamegeek.com/boardgamecategory/1030/party-game
https://www.bytedance.com/en/
https://www.tiktok.com/
https://cardsagainsthumanity.com/
https://www.instagram.com/fuckjerry/
https://www.kickstarter.com/projects/whatdoyoumeme/what-do-you-memetm
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SOCIAL SABOTAGE ($20-$90) 

Social Sabotage which was released by Buzzfeed and tends to be the most similar to Against 

The Clock. It features aspects of social media as well as truth or dare challenges mixed 

together. While there is no website to this game when Googled this game retails for $20 for 

smaller packs all the way up to $90 for a 500 card pack.  

POTENTIAL MARKETING  

Against The Clock has huge potential in being marketed over social media, more specifically, 

TikTok. By utilising the top creators on the platform playing the game and uploading videos 

would generate lots of attention to the game which would hopefully generate a spike in sales. 

For example, The Hype House is one of the most popular ‘content houses’ featured on the 

app. The Hype House is home to approximately 20 TikTok creators that collectively have a 

total of 350 million followers amongst all their TikTok accounts. Kickstarter would also be a 

fantastic tool in marketing Against The Clock to gain funding that can be utilised for the 

production and distribution of the game if I were to self-publish the game.   

PRODUCTION & PUBLISHING  

As previously mentioned, Against The Clock has potential in being the next party game. Using 

PrintNinja to get a rough estimate at the price breakdown of the production of Against The 

Clock – for 1500 units it would cost a total of $7800 which includes shipping. That would 

mean it would cost roughly $4.50 each to produce one unit. One unit of Against The Clock 

would include a folded instruction booklet, 54 cards and a plastic tuck box to store the game in. 

In order to breakeven from my production costs I would sell one unit for $20. I have chosen to 

market Against The Clock at $20 as the comparable games are priced around the $30-$50 

range and by offering the lowest price provides the potential for future players to choose our 

game over our competitors games. If I was to sell through all 1500 units I would be projected 

to make a total of $30000 to which I would be making a profit of $22200. It is important to 

note that this does not include the costs of designing the game.  

 

While Against The Clock has the opportunity to be independently published and marketed, if 

I was to license Against The Clock via a publishing company I would most likely choose What 

Do You Meme LLC or Cards Against Humanity LLC. I say this due to the similarities between 

the games published by these companies and Against The Clock but also because these 

companies are household names when it comes to party games so being backed by either 

company will be of great asset to promoting the game. 

https://www.amazon.com.au/Social-Sabotage-Awkward-Party-BuzzFeed/dp/B077PQ5SN1
https://www.buzzfeed.com/
https://en.wikipedia.org/wiki/The_Hype_House
https://printninja.com/sample-board-game-prices
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GAME RULES  

KEY MECHANICS 

▪ Singing – This mechanism is relevant is cards that involve challenge cards (Example: 

Finish the lyric). 

▪ Role Playing – Relevant to the challenge cards which feature tasks where they role play, 

sing, dance and act.  

▪ Turn Order: Claim Action – The game will always start with player one and then be 

take clockwise from player one  

▪ Player Judge (Moderator) – The moderator is in charge of awarding and keeping track 

of points in the game.  

▪ Deck Construction – Evident during the setup of the game. The moderator is in charge 

of shuffling and setting up both decks of playing cards prior to the game starting.  

▪ End Game Bonuses – Stem from players cards which are awarded points at the end of 

the game (Example: Post a TikTok and get 10 likes by the end of the game). 

GAME LOOP 

▪ Moderator sets up and shuffles each pile of cards 

▪ Player chooses one card from either pile  

▪ Player reads card to whole group  

▪ Player puts card into play  

▪ Moderator awards point once task has been completed and successful  

▪ Note: Points for end of game challenges are not awarded until the end of game  
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RULES & HOW TO PLAY 

Against The Clock follows basic instructions in order to align with the core genre of it being a 

party game. BoardGameGeek refers to party games often involving simple rules with easy 

setups. This was an aspect I wanted to focus on when creating Against The Clock. The rules 

for Against The Clock are as follows.  

1. Choose who will be the moderator for the first game.  

2. Moderator sets up game by separating the ‘Tik’ and ‘Tok’ cards into two separate piles 

3. Player one picks a ‘Tik’ or ‘Tok’ card and reads the back out loud so all players are 

aware  

4. Player completes task or challenge  

5. If successful - moderator awards player a point  

Note: A smartphone and TikTok account is required to play 

THREE ACT STRUCTURE  

Beginning – Prior to the game beginning. Players choose who will start as the moderator. The 

moderator is in charge of setting up the game and keeping track of score throughout the game.  

Middle – Players move around in a clockwise motion and choose a ‘Tik’ or ‘Tok’ card to play. 

The card is then in action in which the player then completes the what the card has said.  

End – Player is awarded a point  
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DEVELOPMENT PROCESS  

PROTOTYPES & ITERATIONS  

The prototyping of Against The Clock had been the most fun part of the whole process but 

also the most stressful. This experience turned me into a perfectionist and I was always 

prototyping different card designs to encourage player satisfaction through visuals (even though 

they were very basic).  

PROTOTYPE & ITERATION ONE  

Prototype one was the most simplest designs as I had left the first assignment until last minute 

so I made the card designs super simple and didn’t mess around with designs too much. I used 

the ‘O’ from the TikTok logo and added clock hands in reference to the name of the game.  
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PROTOTYPE & ITERATION TWO  

Prototype two stemmed after playtesting my first game and players finding it difficult to 

distinguish which were which. At the time, I was set on the previous design and just switched 

where ‘Tik’ and ‘Tok’ were placed.  

 

PROTOTYPE & ITERATION THREE 

Prototype three has been my favourite design as it allowed me to play around with the design 

ever so slightly but adds a little ‘edge’ to the overall aesthetics. I added the coloured corners 

and inverted them between the ‘Tik’ and ‘Tok’ cards.  
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PLAYTESTING  

Against The Clock has been play tested on three different occasion by three groups of people. 

Slight variations to the game took place between each play test to correct functionality issues 

that were raised in the previous playtests. Unfortunately, due to the COVID-19 pandemic, I 

was unable to conduct more playtesting with a larger group as at the time of playtesting there 

were restrictions in social gathering settings.  

PLAYTEST ONE  

The very first round of playtesting was done with my family. The prototype was quite basic and 

involved 12 cards (6 ‘Tik’ cards and 6 ‘Tok’ cards). I aimed for a small amount as I wanted to 

grasp onto the basic game loop and identify the pros and cons before focusing on the full game 

play. Through this play testing I encountered several play issues that I later rectified for the 

future playtests. Issues that I had encountered was the struggle in teaching aspects of the game 

as my parents aren’t aware of TikTok knowledge in comparison to my sister and I. This is an 

aspect that is hard to rectify but will be considered a limitation to future player who are 

unaware of the background to Against The Clock. Another major issue was there was no 

‘leader’ or moderator in the game making it difficult to keep track of points and award points. 
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PLAYTEST TWO 

The second round of playtesting was done with my work colleagues. Whilst restrictions were 

still in place I had no choice but to conduct my second round of playtests with my work 

colleagues. Luckily, for this round of playtesting I chose work colleagues that have TikTok and 

have sound knowledge on the trends, songs and celebrities on the app. As some of the major 

flaws from the initial playtest had been rectified I opted to design 24 cards (12 Tik cards and 12 

Tok cards) so I could see a ‘full’ game be played. In this playtest I had added in a moderator in 

order to rectify the previous issues I had encountered with playtest one. This was a better 

round of game as I played this with work colleagues who are knowledgeable so the game 

progressed smoothly and was fun for all players.  

 

 

PLAYTEST THREE 

The final round of playtesting was done with my friends after COVID-19 restrictions were 

lifted ever so slightly. I continued with the 24 cards as it was a small group of us playing 

therefore we wouldn’t use up all the cards. Whilst there were no major rule changes in regards 

to this playtest I did however introduce a new card layout.  



 11 

FUTURE DIRECTIONS  

Against The Clock has an endless road of directions when it comes to future iterations of the 

game. One aspect I was looking at during the beginning stages of the game was the possibility 

for expansion packs to be utilised. There is no doubt that social media trends are constantly 

changing so the additional play cards would be useful in making sure Against The Clock is 

constantly different and continuous gets played. Ultimately, I would like to explore future 

prototypes in order for there to be no need for a moderator as it will allow all players to 

collectively be involved in the game play.  
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