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Your Predlcament

‘You and'a number of fellow humans have been:abducted by ;
aliens.for experimients on logic, behavior, and wit. The only way to
survlve is to outlast your opponents—the last person. standmg wins. -

‘Game.Play "~ : Game Play Example
Arrival : N Arrival: The Gift of Giving
At the start of each game B Each player:starts with 10-Life,

and-each réund wrltes how mueh

"ruleset. Each round, players . ‘Life they give to the player on

secretly write numbers in A\ s ;/ their left. The two'players who
accordance with the ruleset K3 A give the most Life:win the round.
and reveal them simultane-_ | - 9 ’ At the end of the round, your Life
ously. Playerswho do not win L 3 1 ] - decreases by the arhotint you'
.the round receive a Death , AL h - gave and increases by the
Mark. If you reach 5 Death X _ amount you received, but if you -
Marks, you are eliminated - | %o e go below zero Life, you'll get two
and becorme a Ghost. - S 2 e Death Marks

Divergence - . ° s S _ e Deduc'tlon
- I o nd RO Ide 3, e 3
If onIy two players remain, - Round 2 [TV See Y .. Sinceyou can use the Life you
draw a Divergence ruleset, et s S e, expect to’gét from your right,:
] T A a Mg ne #1 rand°'“wam‘>°‘“°::he' 2 *er hag 3[:" p’a}'e S2th M, arks
which will provide new.rules el e o0t Rule 4, e iy e * you can give more thanyou
' =, L::::\e‘:““°d\e\\s::"‘ oes®? aumoe” > HI::f':tSerre n ' .u
_ for head to head play. Who- Bt e oo, ' have. The more you give, the
L] - A - x et P ul h
éver Wwins the Divergence P ‘better chance you have to win,

wins the game. * but how much is too much" b

Features ‘Components
¢ Mind Games- " .~ 6RulesetTiles,

* Deduction . ety _1'8|Qgifk gﬁrjs
o . ry Erase Index Cards-
v logularRutss 12 DryErase Markers -
N i i SO |
- Players™ David Gordon ¢ Byron M. Huang - Minutes .

Contact: deg23deg@gmail.com



