Codex Conquest

Play Test Feedback

April 26, 2016

Beth Yale’s class test (11 people playing in teams)

e Chance: Make-a-deaccessioningchance-card; no-chanceintheorderof operations{thinkabout
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e Assessment: NEED TO DEVELOP A STUDENT ASSESSMENT FOR PLAYING THE
GAME/INSTRUCTOR ASSESSMENTS KEYED TO LEARNING OUTCOMES

April 15, 2016

[

s Addmorechancecards

o Discard-chance-afterusing?

o Settledel I Lot - " . I
» Use+/-ratherthan*



e Like the idea of the master century card (proposed in past play test but not completed yet)
o Seethi Kavfor St I Lup d G I hasized

e T ith kicls, W Civeel ( it for this fall/spring2) " [TBD]
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March 8, 2016 [from Email from Katie Hassman]




beneﬁt—ef—leammg—l:a%m—p#emmera%@ns' [Waltlng on thls]
e Add some more background to the event cards. People playing this game are here for the
historical tidbits.

Auction]

March 8, 2016 with Alonso Avila and Cathy Cranston

Comments written during game
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Fherelsa-dupe-in17" centuryFrance [corrected when game redone]
tnguisition-ends-needste-be-a-minus? [no other Inquisitions - ]

, [Changed
enough, see how this works]

Watch-the-movierTFhe-Mission{1996) [will do later]

vawe—eve{—trme [tabllng this for now; too complex]

March 8, 2016 with Katie Hassman, Jacque Roethler, John Fifield, Margaret Gamm, Jennifer Masada,

Lindsay Moen

Comments written during game

Consider-havinga-markerto-state-order [Went with dice roll to determine Germany, then go in
order clockwise]

Nuick ol el hen ficur I
Are-there-enough-booksforall-options-{like-ifall-peoplerol-5s)2 [Not going to worry about this]
How-do-you-track-being-in-debt? [Wound up going with Italy as banker idea]

NTIY I . 4y | listl L ith . .
Appointa-bankeratthestart-ofthe game{they-canbe-the-mediei} [Try without this, added note

that players should take notes]

T Lo follow ons: Ordar of C ions {number



| the obioctives in front of vou?

Considerchanging +/-eventstonumberof * toreflecteredit [no, looks too complicated? ]
Need ke it-cloart " I

[Nice to note]

Need-apronunciationkey-on-each-bookeard [Wait on this until later draft, too complex]

February 2, 2016 with Alonso Avila and Lisa Gardinier

Framework

Lisa as Americas, Alonso as Spain, myself as Germany.

Played two rounds for 15, 16, 17%, 18" century and then one combined 19-20" century.
Took around two hours.

Could have won by the 17" century.

Gameplay (Amy’s Response to Lisa’s Notes)

The events cards bother me. | think it does need to be correlated to the country; | kept getting
confused when | pulled a country that wasn’t me even though | designed the dang thing. It
makes me think more about how the set up for each player should be designed though. That
would control for not including countries that aren’t playing. It would mean taking away the
‘double if it’s you’ concept, but then again, | could revise them so that more cards for each
country also have an effect on other countries. And | completely forgot my idea that when one
country benefits, that country gets the credits/books, not the market. So it's more zero-sum like
real war/colonization.

Love the unique handicap idea as the Americas in the 15th century is a problem, that also could
be a way to tilt the game through time. It also plays into the change in events cards.

The war as a chance event brings it out of the history card framework and into an attack
strategy. That’ll work better than the educational challenge, which | find nerdy awesome but it



is showing itself to be completely unworkable. I think it’s fine to have two types of wars, one
historical and one attack.

e The end game stuff is important as | hadn’t given that enough thought. Gets complicated; I'd
thought it would be more straightforward. But then again both times I've played it through it’s
artificial as the game would have ended sooner. | wonder how this will be effected with
different chance/events opportunities.

e BUT love the quick play vs. regular play options. You are the bomb. Yes. Yes.

o | talked to Jennifer Masada a few weeks ago about the web based version. | do want to sell it,
haha, but unfortunately | don’t think I'd be the recipient of the money. But | think it could
eventually be digital so that other schools could participate and/or the website for the game
would have print card options that schools could fill in with their own content.

Gameplay (Lisa’s Notes)

e Pull the event card after you roll dice or before you end your turn, instead of as a separate
round. No event card for rolling 6? On one hand, | like the idea of leaving all country cards in at
random, to get a fuller context. And keeps set-up simpler. On the other hand, maybe take out
whichever countries are not playing. Is that problematic for +/- cards? | would still shuffle all
represented cards to keep things a bit more random, and maintain the chance of the double +/-.

e Each country has a unique handicap/advantage? The Americas doesn’t play the 15th but
doubles their roll in the 20th? (Ow, two chance cards?!) Spain doubles in the 16th but skips 19th
(or just pulls a chance card?). Germany starts with the Gutenberg but must give one book at
random to a player [which?] at the end of the 20th?

e Make war a chance event? Three varieties:

0 War: Victory! Attack an opponent of your choice. Take their cash or three books of your
choice.

0 War: Defeat! The opponent to your left has defeated you at war and can take either
your cash or three books of their choice.

O War: Battle! You go to war with the opponent on your right. Roll the dice, the highest
number is victorious and plunders half of their opponent’s cash and books.

0 Orvariation thereof.

e For games played to the end of the 20th, what about players who have gathered multiple
canons/specialties (and the MVB?). Market value of books, with +5 for each collection
achievement? +10 for MVB? Add eras/centuries as a collection achievement? At the end of
game play, starting with the most wealthy country (cash + market value) and moving in the
direction of game play, each player has one last chance to buy/exchange on the market or
private deals to make their best final collection.

O Variations:
= Quick play: Play one round of each century. Win by first collection achievement
or most market value at the end of the 20th.
= Long play: Play two rounds of each century. Win by market value + collection
achievement bonuses at the end of the 20th.

e Long-term idea: If you can develop a web-based version, that could open it up to crowd-sourcing

expansion packs and collections. Unless you want to sell this to a German tablegame designer. []



Eventual test audiences: Ask Greg if the Olsons (other students?) can do a test round on the
clock or if he’d buy lunch for a group of SLIS or other grad students. (I can suggest a few from
Spanish.)

Gameplay (Amy’s Initial Notes)

Can get change from the market (EX: you go in debt by 3, and have a 5 star book, can trade with
another or the market and get two points back).

If you are in debt, you can buy yourself out with another player, not just the market; of course,
that means the other player can give you a less than favorable deal!

Pass book stack from player to player with the dice (otherwise gets too unwieldy); alternative
that I did with Muzel, but not Alonso/Lisa, is to have the decks laid out by century and then turn
them over as we progress.

For the stealing chance card, you have to turn your cards face down, fan them out, and have
another player choose at random which cards to “steal” that go off the market. (Although this
does mean that the cards might need to have neutral backsides) Otherwise, people choose their
least valuable books to discard.

Still unsure about history cards: working with the +/- applying double to you if it is your country
and normal value if you are not that country, but it feels weird to pull unrelated country’s cards.
Perhaps consider only having history cards related to your country (and given to you at the start
of the game) that way it correlates to relative national power over time.

Still unsure about whether a relative power chart/board should be made for the game.

Realign national power ratios so that some countries share a century (Italy/Spain for example)
and perhaps some centuries have no leader?

FORGOT: IF IN A WAR, HAVE TO GIVE CARDS/CREDITS TO THE PLAYER REPRESENTING THAT
COUNTRY NOT TO THE MARKET.

What if wars meant that the person to the left got to choose three books of yours (chosen at
random) or all your credits?

What do you do with your final credits at the end of the game? Do you keep it and it weighs the
same as a book? Do you buy out the market of any remaining books you want? If so, then do
players take turns (most wealthy country first)?

One round per century, this goes too slowly for most classes (although depends on how much
thinking the players do).

Need more chance cards, more positive especially. Recruit ideas?

Mistakes

Fix the history card for the Spanish Armada: should be Spain, not France, as —
Make disaster last three cards (too harsh)

January 24, 2016 with Muzel Chen

Framework

Both Muzel and | played as two people each.



Hard to remember what country you are, need a token?
If that token was on the board, maybe it can move up and down the power chart.

Gameplay
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Present to faculty as: play generic game to get the concept, a project to design game boosters,
then play again to test knowledge gained during the research and development of boosters.
Add new rules, then print. Make into a little brochure.

What about illustrations to help portray concepts?

Not going through enough of these cards: think about as a way to fix.

Book Cards

[

* o

[

[

o o 0




[ ]
=2
(o]
[N
D
o
o
w
>
3
o
=3
(@]
&
w |
=
(o)
o
o
"
m g
L
Rk
Q
35
o
-J
-J

Print off chance as a little brochure.

Board

Place the timeline on the board with relative weights of each country per century.

This could be a power chart that also lets players move from century to century together.

Then would need a piece (like chess piece) representing each player.

[llustrations from seminal moments in history (reformation, printing press, colonization,
American pop culture, war).

I make the mock up of the board. Then have classes compete with proposals to create the
design. Get funding to reward winning designer (grant?) to commission them with the project.

Boxes

Curricula

Outreach

e Once these changes are made, schedule meeting with: Jennifer, Greg, Carmelita, Paul.



