Introduction
This a project for an educational boardgame. It

"-"__ is about energy efficiency as a social issue. The

, objective was to explore the use of game play,
interactivity, chance, and information in a
graphically designed environment.

Rules

The purpose of the game is to be the player to
have the most pegs when you get to the finish
line. You play the game by rolling the dice to
find out how many spaces to move forward. If
you land on a peg space than an opposing
player draws a peg card and asks you a trivia
question. If you answer the question correct
you keep the peg. If you land on a hazard
space than you draw a hazard card. The hazard
card gives a fact and will signal whether you
stay or move backwards.
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