Dis-Jointed
Instructions
GAME: “Dis-Jointed”

For 2-4 Players

Ages 10+

Play time: 15-30 minutes

Tagline: Create other players’ destinies.  Dis them with joints.
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PIECES:

4 player pieces

100 pink stones

100 blue stones
100 purple stones
50 pink pieces
50 blue pieces
50 purple pieces

20 white pieces
30 yellow pieces
30 green pieces

2 satchels
OVERVIEW:

Dis-Jointed is the game that gives you the chance to screw the other player out of winning just by setting up his path for him.  Players set up the path for the player on their right, making it 30 stones long, with 5 joints throughout it.  These joints cause players to stop for their turns no matter where they would have landed.  You move on your path by drawing two colored pieces blindly from a satchel.  3 colored pieces correspond to the 3 colored stones, and you will have to move to these if you draw them.  There are 3 other colored pieces – one gives you a point, one takes a point away, and the third can be held on to in order to steal a point away from any other player later on.  You want to stay on your path as long as possible in order to accumulate the most points.  Once you reach the end of your path, your game is over.  The player with the most points at the end wins.
GAMEPLAY:

Players set up the path for the player on their right, grabbing 5 stones at random out of the satchel without looking, then setting them down in whatever order they want.  The satchel is then passed on and on again until each player has set up a path for the player on their right that is 30 stones long.  While setting up these paths, the players must make 5 joints along the way wherever he wishes.  These joints are there to stop the forward progression of the player on that path.  Players try and guess good places to put these joints so that they keep the player on that path moving forward as much as possible, thus allowing him less time to pick up points.
There are 3 colored stones that make up the paths – pink, blue, and purple.  They can be laid down in any order the players see fit for their opponent.  Again, players try and guess good colored stone placement, placement that would lead their opponent to have to keep moving forward, thus giving them less time to pick up points.

After the paths are created, players take turns pulling a piece at a time out of the pieces satchel until one gets a green piece.  This player goes first.

MOVING:

Players start their turn by pulling out 2 pieces from the pieces satchel (the players will have nothing more to do with the stones satchel – that is only used to create the paths).  There are 6 different colored pieces.  3 of the colors correspond to colored stones on the players’ paths.  Players can choose which colored stone they want to travel to first (if they picked two colored pieces corresponding to stones).  If they reach a joint in the path, the players stop there.  Here they must use a white piece if they’ve got one (more on that in a minute).

Players want to move along in such a fashion that will keep them on their path the longest so that they can accumulate more points than the other players.

NO BACKTRACKING – players must always be moving forward, even if they want to stay on their path longer to rack up more points.

SCORING:

The other 3 colored pieces have to do with point accumulation:
Green
Player gains a point

Yellow
Player loses a point

White
Player can hold on to this piece to steal away a point from another player later on

If the player grabs a green piece, he automatically gains a point.  If the player draws a yellow, he automatically loses a point.  If a white piece is drawn, the player may do one of two things.  First, they may use it right away to take away a point from someone else.  Second, they can hold on to it to use later.  They can use these white pieces any time it is their turn.  Any white pieces a player may have must be used once he reaches a joint.  White pieces not used when the player reaches the end of the path are discarded.
Once a piece is drawn, it is discarded, no matter the color.  Do not put it back in the satchel.

WINNING:

Unlike other games, the player that reaches the end of the path first does not necessarily win – in fact, there’s a good chance he will not win because he has no more chances to score points, seeing as he’s no longer on his path.  After all players have reached the end of their respective paths, the player with the most points accumulated wins.

A TYPICAL TURN:

Player A draws a blue piece and a purple piece.  The five stones ahead of him are blue, blue, pink, blue, purple.  There is a joint after the second blue.  The way to move that will keep Player A on the board the longest is to move ahead to the first blue, using up his blue piece, and then move ahead to the purple, using up his purple piece – but the joint in the way after the second blue stone stops the player there.  If the player would have used purple first, then blue he would have been on the blue stone after the pink – 2 stones further than he ended up… 2 less chances to pick up points on other turns.

EXPANDABILITY:

Dis-Jointed is a game that prides itself on its expandability and versatility.  The rules are laid down so that players can get used to the way the game CAN work, but then players are encouraged to take what they know about moving and combat and expand upon it.  Some suggestions:

· Throw a little gambling aspect into the game by letting players ‘bet’ points at the start of the game to get rid of a joint in the path they’re creating.  For example, if a player agrees to start in the hole with -1 points when the game starts, he only has to put 4 joints in the path he’s creating for his opponent instead of 5, thus screwing the opponent out of one more opportunity to stop himself before reaching the end (and one less opportunity to use his white pieces).  Experiment with the amount of points needed to get rid of a joint – perhaps the player would have to give up 2 or 3 points before a joint can be taken out.
· The standard amount of points pieces are 20 white, 30 yellow, and 30 green.  Play around with these numbers – raise and lower them – and see how the game changes.
· Draw more than 2 pieces on a turn – maybe 3 or 4.  See what this does to the scoring, to the length of the game, etc.

· The standard path is 30 stones long.  Raise and lower this amount.  Or maybe even raise or lower the amount of joints in each path – usually 5.

· See what would happen if a certain color of stone had only 50 in the satchel as opposed to the usual 100.
· This is a game where it’s every man for himself – but what if teams were to be introduced?  Try having a 2-on-2 game where two people travel along one path.

· Introduce another luck mechanic into the game where you all create paths like usual but then at the end the paths are doled out randomly to players.  So the path you create may not go to the person on your right, or any of your opponents even – it might end up yours!
· As is, pieces are discarded after they are drawn.  See what would happen if you put the pieces back in the satchel after drawing them.
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