
Instructions: 
 

● Rules 
● Game materials 

○ Topic cards back covers 
○ Topic card content 
○ User cards back covers 
○ User card content 
○ Design inspiration cards 
○ Judging rubric 

 
For all the game materials, print out the card PDFs and cut each card out. You’ll need to 
print double-sided cards for topics and users. On one side, it should be the “user” word, 
and on the other side the user information itself. Same thing for the topic cards. Also 
print out the judging manual and cut out the design inspiration cards. Have fun! 



The Maker’s Minute: Rulebook for Creative Design Challenge 
 

Game Components 

● Topic Deck: Cards representing everyday objects, systems, or experiences 
 (e.g., airplane, toothbrush, backpack). 

● User Deck: Cards representing people with accessibility needs 
 (e.g., someone who is blind, has dyslexia, limited hand strength, or uses a 
wheelchair). 

○ Each User card includes: 
■ A short definition of the user’s accessibility challenge 
■ One numerical fact and one user story 

● 3 Design Philosophy Cards: 
 Inspirational principles players can reference for creative direction. 
 (Keep them face-up in the center of the table.) 

● Judging Rubric. Used by the Judge to evaluate each design based on: 
○ Creativity & Originality 
○ Empathy & User Fit 
○ Clarity & Communication 

● Drawing Cards & Pencils: 
 Each player takes one blank drawing card and a pencil each round. 

● 2 Timers: 
○ 1-minute timer for the Design Phase 
○ 20-second timer for each player’s Pitch Phase 

Setup 

1. Shuffle the Topic and User decks separately and place them face down in the 
center of the table. 

2. Place the three Design Philosophy Cards face-up beside the decks. 
3. Give each player a blank drawing card and pencil. 
4. Choose a starting Judge — it’s whoever ate pizza most recently . 
5. The pitching order moves clockwise, starting with the player immediately clockwise 

to the Judge. 
6. Each player starts with no User cards (these will be collected when won). 

 



Gameplay 

1. Draw Phase: 
● The Judge draws one User card and one Topic card, reads them aloud, and 

places them face up in the center of the table. 
● These cards stay in play — they’ll rotate later using the “one in, one out” 

rule. 
2. Design Phase (1 minute): 

● All players (except the Judge) use their drawing card and pencil to sketch a 
design that connects the Topic and User. 

● Players can reference the Design Philosophy Cards for inspiration. 
● Focus on accessibility, usability, and empathy for the User. 
● Some combinations will feel simple and intuitive — not every Topic needs to 

be reinvented. 
● Others will seem wildly unrelated — use your imagination to rethink the 

product, system, or experience entirely. 
● The goal is to think beyond the obvious and design with creativity and 

understanding. 
3. Pitch Phase (20 seconds per player): 

● Starting clockwise from the player next to the Judge, each player has 20 
seconds to present their design. 

● Explain how your design works, how it helps the User, and what makes it 
creative or accessible. 

4. Judging Phase: 
● The Judge uses the Judging Rubric to decide which player wins that round 
● The Judge considers Creativity & Originality, Empathy & User Fit, and 

Clarity & Communication. 
● The winning player keeps the “rotated-out” card as their point for that 

round. 
5. Rotate Judge: 

● After each round, replace only one card: 
i. First, replace the Topic card and keep the same User. 
ii. Then, next round, replace the User card and keep the Topic. 
iii. Continue alternating — one card swapped per round. 

● Rotate the Judge clockwise each round. 

 
Winning the Game: The player with the most topic/user cards when all cards run out wins 






















