Marci, 

Please not that each page of this document is a separate handout.  Each page needs to be collated separately into stacks of about 100.  

(We expect to hand each handout out to about 70 people, so you probably know better than I what the right number to over-print is.)

If you have any questions, call or email me. 

 - Marc

GRAND POOBAH
RULES
1. The object of the game is to accumulate the most points. 

2. At the start of the game, shuffle a deck of cards.  Choose one player to start as the “Grand Poobah,” any way you like. 

3. The game is played in rounds.  Each round has the following steps: 

The Grand Poobah takes a number of cards from the top of the deck equal to the number of players in the game.  He places the cards face-up in front of him.  

a. The Grand Poobah then distributes the cards, one to each player, any way he likes. 

b. Scoring:  Each player scores a number of points depending on the card he received from the Grand Poobah this round.  The Grand Poobah keeps track of everyone’s scores on a score sheet.

	Card
	Score

	Red J, Q, K
	10 points

	Red A-10
	1-10 points, equal to the rank of the card.

	Black A-K
	No points. 


c. Voting:  Each player receives a number of voting chips. These chips are taken from a central pool and placed directly in front of the players, and placed on top of the card he received that round.  The card a player received from the Grand Poobah determines the number of voting chips he gets. 

	Card
	Votes

	Red A-K
	One vote

	Black A-10
	Two votes

	Black J, Q, K
	Three votes


d. Starting with the player to the Grand Poobah’s left, each player votes out loud for a new Grand Poobah.  A player can vote for any player in the game, including himself.  Different players have different numbers of votes; each voting chip represents one vote.  If a player has more than one vote, he may divide his votes any way he likes, and may give multiple votes to the same person.    

e. The player with the most votes wins the election.  If there is a tie that involves the Grand Poobah, then the Grand Poobah wins.  If there is a tie that does not involve the Grand Poobah, then the player who is closest to the Grand Poobah to the left wins the tie. 

f. The winner of the election becomes the new Grand Poobah.  The cards used in this round are discarded.  Begin a new round.

4. When the deck is exhausted, shuffle the discard pile to create a new deck. 
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  TOWER CHECKERS

RULES
The game is played like regular Checkers, except: 

1. The pieces are not individual Checkers, but stacks of checkers.  

2. The starting position is identical to normal checkers; all the “stacks” are one checker high.  Each player has a virtually infinite supply of checkers off the board.  

3. On your turn you must:
· Move a stack (according to normal checkers rules), then
· Grow one of your stacks by adding a checker from off the board (or use poker chips to mark stack height)

4. Stacks jump each other just as in normal checkers, but a jumped stack is captured only if the jumping stack is of the same height or taller. 

5. As in Checkers, if you are in a position where you can jump a stack, you must do so.

6. Stacks can become “kings” just like in normal checkers.  Use coins or tokens to mark stacks that have been “kinged.” 

GOALS
The aesthetic goals for Tower Checkers are to make it Challenging, Competitive, and Original.

Goal: Challenge

Model: A challenging game provides the player with difficult but tractable problems.  Players are rewarded for success; more difficult challenges yield greater rewards.

Failure modes:

· Problems are trivial, or too hard.
· Rewards don’t match difficulty. 
Goal: Competition

Model: A game is competitive if:

· Some players are adversaries  (i.e. victory is mutual exclusive)

· Players have an ongoing emotional investment in winning to the exclusion of other players. 

Failure Modes: 

· Some players think they can’t win. 

· Players can’t assess who is winning.  

Goal: Originality 

Model: an original game is reasonably distinct from games that have gone before it.  In the case of Tower Checkers, it should in particular be distinct from Checkers, e.g., by virtue of employing heterogeneous units, resource management, etc.


[image: image3.png]



FOAM KOMBAT!

THE RULES
Players try to hit each other with foam boffers.  A referee judges hits.  A scorekeeper keeps score.

Torso hits count for 2 points.  Limb hits count for 1 point.  Head hits don’t count.  Don’t go for the head, groin, or secret Shaolin pressure points.

After any legal hit, play stops and Kombatants return to starting places.

If a player goes out of bounds, the ref calls time out and the players move back in bounds. 

Contact between players is not allowed.  If one player touches another, he loses 1 point. If a player does anything dangerous, the ref can call time out and penalize the player 1 point.  

When a player has at least 5 points, he wins. 

INTRODUCING...THE KOMBATANTS!
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MARX
Marx may not be fast, but his blows have the power of history behind them -- he’s a proletarian juggernaut of the people.  He can take incredible punishment and still stay on his feet – just like his theories!  Let the class struggle commence!  
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DARWIN
Darwin’s a wiry Victorian gent, quick as a Galapagos Cactus Finch, if not much tougher.  He’ll duck and dodge as Creationist foes try to land a blow, and in the end he’ll prove he’s fit to survive.  And yes, he will make a monkey of you.
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FREUD
Freud’s knowledge of the human psyche makes him a baffling opponent.  His crafty attacks remind you of someone…your father, perhaps?  These fancy moves are hard to master, but they reward skillful players.  In the end, you’ll fear his secret knowledge.
THREE MUSKETEERS
RULES
Three Musketeers is played by two players on a 5x5 grid.  One player has three pieces (the “Musketeers”) the other has 22 (the “Cardinal’s men.”)   The initial board looks like this:
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1. Each player moves one piece each turn.  The Musketeer player moves first.

2. The Musketeer player moves by sliding one of his pieces to an adjacent space occupied by an enemy.  The enemy piece is captured and removed from the board.

3. The Cardinal moves by sliding one of his men to an adjacent empty space.

4. Diagonal moves by either player are not allowed. 

5. The Cardinal’s goal is to maneuver the Musketeer pieces into the same row or column.  If this ever happens, the game is over and the Cardinal wins.

6. If the Musketeer player is unable to move because there are no enemies adjacent to any of his pieces, he wins. 

Three Musketeers appears in Sid Sackson’s book “A Gamut of Games.”  It was designed by Alex Randolph. 

SiSSYFiGHT 2001
SiSSYFiGHT simulates a schoolyard fight between little girls. Each girl begins with 10 Self Esteem points and the goal of the game is to reduce your opponent’s self-esteem to zero.  When there are only one or two players left with any self-esteem, they win the game.

RULES
Setup

1. Every player is given a handful of index cards and a magic marker.

2. Each player writes his or her name on a number of index cards equal to the total number of players minus one.  Players should write in large and legible letters in the center of the index cards.  

3. On three other cards, players write their three actions: “SOLO,” “TEAM,” and “DEFEND.”

4. Players pass out their name cards so that every other player receives one of their name cards.  At the end of this process, each player should have a name card for the other players.  Players will not have a name card for themselves.

5. A final index card will be used for scoring.  Each player writes “10” at the top of this card and places it face up on the table.

Play

1. Every player begins with 10 points.

2. Each turn, players choose one action and one name card as a target in secret.

3. Players can communicate publicly through word and gesture only.  Players are not allowed to whisper, make gestures that are not visible to all other players, or to communicate through other means such as written notes or showing some of their cards.

4. When everyone has made up their mind, all of the players reveal their actions simultaneously and resolve the results (see the Actions section below).

5. When a player runs out of points, that player is out of the game.  

6. If at the end of a turn, only one or two players are left, those players win.

Actions

1. TEAM (requires a target) – A team-up attack against a target.  If two or more players use this action against the same target, the target loses two points per attacker.  If only one player uses a TEAM attack against a particular target, the TEAM attack has no effect. 

2. SOLO (requires a target) – A solo attack against the target.  Target loses one point.

3. DEFEND – This action does not require a target and is general defensive action.  Any damage the player receives is halved, rounding down.  However, if a player that selected this action is not the target of a SOLO attack or the target of a TEAM attack from two or more players, the defending player loses one point.

Tools for Story Tuning

SETUP: You are the design team for a game called, Joe Black Is Back.  It is a first-person shooter with a simple narrative, which to begin with is laid out in opening and closing cut-scenes.

JOE BLACK IS BACK, a first-person shooter
Opening Cinematic


Shot: Joe leaving prison, getting on a Greyhound Bus

Shot: Joe gets off the bus in his old hometown – (Joe: “Wonder where Jane is?”)

Shot: Joe sees zombies walking around (!)

Shot: Joe gets mad (Joe: “grrr…”)

Game Play: Kill All the Zombies

Closing Cinematic


Shot: Jane is rescued!

Shot: Joe hugs Jane (Jane: “Oh Joe!”)

YOUR MISSION: Add “story,” whatever that means.
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