Game Design

Grow Your Lexicon of Game Mechanics! 
HIGH LEVEL MECHANICS PATTERNS:

Allocation: Mechanisms for how to give out resources. Random, auction, drafting and prices are four major families.

Movement and Placement: Mechanism for how players maneuver game elements that have spatial meaning, like point-to-point, adjacent placement, pattern movement, etc. Also, asset collection, like tokens or cards which can be collected towards victory or spent towards progress, or both. 

Resolution: Mechanisms for deciding the outcomes of encounters, like static capture, area majority, ranked sets, etc.

Victory: Mechanisms for defining winning conditions and determining winners (victory point goals, set objectives, elimination, race, cooperative, etc.)

TEN MECHANICS TO CONSIDER TRYING:

1. Drafting and Set Collection (pass hands, choose 1, play each once. Sushi Go, Kingdomino)
2. Dice Rolling (Add player choice with asset-modifying: tokens, cards, etc)
3. Deck Building (cards are chosen and then played through multiple times, like MtG)
4. Real Time, Turn Based, Synchronous (Try mixes: Diplomacy, 2 Rooms and a Boom)
5. Action Points / Worker Placement (players get actions to choose how to spend).
6. Push Your Luck (keep what you got or risk it by trying for more? Trash Pandas)
7. Rock-Paper-Scissors By Proxy (plan defenses/counter moves. Stratego)
8. Area Control (move pieces or claim spaces to dominate areas. Go)
9. Tile Laying / Modular Boards (build board each turn. Carcassonne, Betrayal  in the House on the Hill)
10. Engine Building (start low power, build to bigger. Splendor, Century Spice Road)
ALSO, CONSIDER SOCIAL MECHANICS:

1. Auction/Bidding

2. Betting

3. Voting

4. Negotiation

5. Social Deduction / Hidden Loyalty (Mafia)
6. Bluffing (Coup)
7. Imperfect Information

8. Prisoner’s Dilemma

9. Take That (Munchkin)
10. Cooperation (players vs game)

Go further with these longer lists:

https://tabletopbellhop.com/gaming-advice/game-mechanics/
https://boardgamegeek.com/browse/boardgamemechanic
