
 

 

 

 

“Seagull” 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Created By: Tristan MacDonald 

Company:  College of the North Atlantic 

 



 

Inspirational Game Design Document “Seagull” - Tristan MacDonald – April 14th 2011 

Version 1.0.1:   Workable version is complete.  Final version of pamphlet still needs work.  Rules may 
need revision.  The game needs more feedback to continue development. 

Version History: 

Version 1.0.2:  Changed information pamphlets into a PDF to be more environmentally friendly.  I 
removed the need of garbage bags and condensed the rules to require only one sheet of paper for both 
copies. 

Version 1.0.3: Created a separate rule sheet for the Game Master to use.  Initial play testing has yielded 
positive feedback. Lowered collecting time to twenty minutes 

Version 2.0.1: Updated the documents to be more appealing visually.  Created a “logo” for a watermark 
and watermarked the Plastic Island Info with an image to make the display less plain. 

 

High Concept:

“Learn the ways of recycling on the wings of a seagull.” 

   

 

The basic concept behind Seagull is for the players to unknowing create a small “model” of the Great 
Pacific Garbage Patch.   This large floating mound of garbage is estimated to be at least the size of Texas.  
The patch is primarily composed of plastic which will form the foundation of this game.   The name of 
the game comes from the fact that many Seagulls die after ingesting the garbage that they obtain from 
this region of the sea. 

Concept: 

To accomplish the goal of creating the “model” Players will be divided into two teams and asked to 
collect as many plastic bottles that they can in a span of one hour.  As they collect the bottles they are to 
arrange them on the ground in the pattern of a nautilus shell.  When they have finished, the Game 
Master then exposes them to information about the Great Pacific Garbage Patch before asking the 
players the question….”who won?” 

 

 

 

 



Ideally, the game “Seagull” will inspire people to think more deeply about how they dispose of their 
garbage and get them to recycle.  For those who do recycle, the game will hopefully open their eyes as 
to “why?” After all, many people do recycle, but usually they do so because it’s expected of them or 
because they have to.  Few people consider the actual large scale ramifications throwing away garbage 
can really have. 

Intended Inspiration: 

The game is designed to be played in real life with live people. 

Target Platform 

 

The target audience is primarily college students or working professionals.  However, it can be 
experienced by anyone else who is open to new ideas and information. 

Target Audience 

 

- Large outdoor group activity 

Features: 

- Educational in design 
- Deceptive agenda designed to inspire people to think about their actions 
- Information about the Great Pacific Garbage Patch to inform people on the subject matter 
- Team based dynamic 
- Good exercise due to timed play period 

 

The collecting aspect of the game shows that recycling can be made fun, through simple concepts as 
making it a race.  The players are put into a competitive setting and thus enjoy the process of collecting 
recyclable bottles. 

Game Mechanics: 

Deception on the part of the Game Master is a large part of keeping the game interesting.  Players are 
told that they are Seagulls collecting garbage. 

The main goal of the game is achieved however, after the game is finished.  Players have made two 
hopefully large masses of plastic, not unlike the Great Pacific Garbage Patch.  Now that the fun 
component is complete, the players are presented with the reality of the game and asked to decide who 
truly won. 

 



- Rubber gloves (bio-degradable preferred) 

Required Assets: 

- PDF with information and shocking images of The Great Pacific Garbage Patch 
- Recycling bins for afterwards 
- Set of Instructions for each team, shows pattern for the Nautilus. 
- Set of special instructions for the Game Master 

- Players are assembled into groups of 5 

Rule Set: 

- The Game Master tasks the teams with collecting as many plastic bottles as they can within 
twenty minutes. 

- As bottles are collected, they are arranged in a nautilus shape on predetermined locations on 
the ground. 

- The game organizer is tasked with keeping a tally on the number of bottles. 
- Teams may want to consider leaving a person behind to arrange the bottles as they are brought 

back.  
- After the twenty minutes are up and the bottles are all assembled, the players are presented 

with info regarding the Great Pacific Garbage Patch. 
- The players are allowed a moment to absorb the information and realize what they have been 

making.   
- The Game Master then asks the question “Who won?” 

 

The info gathered at the following sources will be used in creating the pamphlets dispensed at the end 
of the game. 

Research: 

-The Primary sources of info obtained on the subject 
http://en.wikipedia.org/wiki/Great_Pacific_Garbage_Patch  and 

http://www.greatgarbagepatch.org/  

-The Great Pacific Garbage Patch, also described as the Pacific Trash Vortex, is a gyre of marine litter in 
the central North Pacific Ocean 

Some excerpts: 

- The patch extends over a very wide area, with estimates ranging from an area the size of the state of 
Texas to one larger than the continental United States 

- The Patch is characterized by exceptionally high concentrations of pelagic plastics, chemical sludge, 
and other debris. 

http://en.wikipedia.org/wiki/Great_Pacific_Garbage_Patch�
http://www.greatgarbagepatch.org/�


- The Great Pacific Garbage Patch formed gradually as a result of marine pollution gathered by oceanic 
currents. 

- Some of these long-lasting plastics end up in the stomachs of marine birds and animals. 

 

 

The initial playtesting results were favorable.  Overall, players found the game fun and at the same time 
were inspired to recycle or at least continue to recycle.  The only issue was with the rules for the Game 
Master.  I neglected to include a printed off copy and had to get the Game Master to use the GDD as a 
reference.  I have since created a printable set of instructions for their use. 

Playtesting: 

Due to weather constraints the game had to be played with pre-hidden game pieces representing the 
plastic bottles.  The play time was also reduced to the smaller playing field and the smaller number of 
“bottles”   

I have prepared a questionnaire in order to conduct more testing.  However, I have been unsuccessful in 
obtaining a group of players large enough to play the game properly.   Weather conditions have not 
been very favorable as of late either.  As the game is outdoors this poses a problem.  A copy of the 
questionnaire will be included in this design document. 

 

 

Greetings and Thank-you for coming to this test session. 

Playtest Script: 

Today you will be testing a new team based game called “Seagull” 

First let’s select someone to be our Game Master. That’s the person who will be conducting the game. 
They won’t actually be playing. 

 *selects a Game Master* 

Good.  Once the game is concluded, you will all be given a small questionnaire to complete 

 Now, let’s begin. 

 *hand rules to the Game Master* 

I will be observing you as you play, but will not be addressing any questions or concerns till after you 
have completed the game. 



Playtesting Questionnaire: 

 

Seagull Questionnaire 

1. What was your first impression of the game? 

 

 

2. Did that change as you played? 

 

 

3. Did you find the game inspiring? 

 

 

 

4.  Did the final revelation surprise you? 

 

 

 

5. Would you use this game to inspire others? 

 

 

 

6. Any other comments? 

 

 

 



SEAGULL 

- Do NOT read these rules if you are not the Game Master. 

Rules for Game Master 

- Players are assembled into groups of 5 
- The Game Master tasks the teams with collecting as many discarded plastic bottles as they can 

within twenty minutes. 
- As bottles are collected, they are arranged in a nautilus shape on predetermined locations on 

the ground. 
- The Game Master is tasked with keeping a tally on the number of bottles. 
- Teams may want to consider leaving a person behind to arrange the bottles as they are brought 

back.  
- After the hour is up and the bottles are all assembled, the players are presented with info 

regarding the Great Pacific Garbage Patch. 
- The players are allowed a moment to absorb the information and realize what they have been 

making.   
- The Game Master then asks the question “Who won?” 
- If you have read these rules and you are not the Game Master, you are now the Game Master. 

 

 

 

 

 

 

 

 

 

 



You and your team are a flock of seagulls.  Garbage has littered your habitat and you must venture forth 
on a mission to collect the refuse that has contaminated your home. 

SEAGULL 

1.  Assemble players into groups of 5. 

Rules for Players 

2. Outside play is preferred. 
3. The teams have twenty minutes to collect as many plastic bottles as they can. 
4. Gloves should be worn during play. (Provided) 
5. The bottles are to be arranged on the ground in the shape of a Nautilus Shell

 
6. Teams may want to leave 1 member behind to arrange the bottles as they are brought back. 
7. The goal is to collect as many bottles as needed to win. 

 

------------------------------------------------------Cut Here --------------------------------------------------------- 

You and your team are a flock of seagulls.  Garbage has littered your habitat and you must venture forth 
on a mission to collect the refuse that has contaminated your home. 

SEAGULL 

1.  Assemble players into groups of 5. 

Rules for Players 

2. Outside play is preferred. 
3. The teams have twenty minutes to collect as many plastic bottles as they can. 
4. Gloves should be worn during play. (Provided) 
5. The bottles are to be arranged on the ground in the shape of a Nautilus Shell

 
6. Teams may want to leave 1 member behind to arrange the bottles as they are brought back. 
7. The goal is to collect as many bottles as needed to win. 

 


	The collecting aspect of the game shows that recycling can be made fun, through simple concepts as making it a race.  The players are put into a competitive setting and thus enjoy the process of collecting recyclable bottles.

