Exit from Purgatory
Submission for the 2013 GAME CHEF competition by 
Martin-Pierre Frenette (mpfrenette@gmail.com). http://www.frenette.info
This game is brand new and as far as I know, not inspired from any other game. It doesn’t have any of the concepts or game mechanics of any of my previous work.

Please send comments to mpfrenette@gmail.com with the subject: “Exit from Purgatory Comment”
Introduction 

Welcome to the afterlife. I have the regret to announce to you that you have died. How doesn't matter. Why doesn't matter.

The only thing that matters is that you are now stuck in Purgatory, the waiting room between Heaven and Hell.

There are only 2 exits from here: a long stairway to Heaven, and a fast 8 lane Highway to Hell.

You and the other new arrivals must find a way to take either routes and reach your final destination. It doesn't matter which: the winner is the first to enter the doorway to their new home.

What is this ?

Exit from Purgatory is a free card and dice game to be played by at least 4 players which you can print yourself.

Material needed
Playing Cards
You need to download the following free icons from game-icons.net to make the 3 types of playing cards:

The Apple:   http://game-icons.net/lorc/originals/shiny-apple.html (this is an icon of an apple, the fruit)
The Worm :   http://game-icons.net/lorc/originals/apple-maggot.html (this is an icon of a worm exiting from an apple)
The Lantern: http://game-icons.net/lorc/originals/paper-lantern.html (this is an icon of a person standing in the dark and facing a lantern)
The recommended back image for the cards is the logo for the game which represents the player's choice for raising to Heaven or descending to Hell:

http://game-icons.net/lorc/originals/lift.html (this is an icon a person with a double arrow pointing up or down)
You need 5 cards of each type per player.
If you do not want to print the card, you can use regular playing cards, using Hearts as Apple Cards, Spades as Worms, Diamonds as Lantern cards.
Scoring Mats
You also need the "brain-freeze" icon to serve as the scoring board for the players:

http://game-icons.net/lorc/originals/brain-freeze.html (this is an icon of a person’s skull with a huge 6 “arm” snowflake in it.)
Each of the "arms" of the snowflakes will need to be labelled from A to F.
Tokens
And 6 double-sided token per player with an apple on one side and a worm on the other side. These will be placed on one of the 6 snowflakes "arms" during game play. Pennies can also be used (heads meaning Apple, tails meaning Worm), or Othello game pieces.
Dices
At least 8 dices are needed, but you can also reroll a single dice and add the values.
Game Setup 

Each player takes an empty scoring board and received 2 cards of each type.

Shuffle the remaining cards and place it in a draw pile in the center of the table.

Place all of the markers next to the draw pile. The player who was most recently sick goes first (or the sickest player is multiple players are still sick).

A Game Turn

Each turn, a player can either: 

· Draw a card from the draw pile, if there are still cards in it. Please note that cards are never discarded so the draw pile will not last long

· Try to steal a card from other player. You each roll a dice and add the number of challenges that are NOT done yet. If you roll higher or equal, you pick 1 card at random. If you roll a natural 6, you pick a card of your choice, regardless of the bonuses.

· Attempt to study a challenge: you reveal the number of Lantern cards you have. If you roll lower or equal than the number of Lantern cards you have, a player needs to give you a Lantern card, starting on your left (if he doesn't have one, continue on his left).

· Attempt a challenge (only if the active player has at least 1 apple or worm card) 

Then, game play passes to the player on the left of the current player.

Stealing a card

To steal a card, the active player chooses another player. Each of the 2 opponents roll a dice and add the number of challenges that are NOT done yet. If the active player rolls higher or equal to the target player, he steals a card at random from the target player. If the active player rolls a natural 6, the active player can steal a card of his choice, regardless of the roll of the target player.

 Studying a challenge

To study a challenge, the active player reveals the number of Lantern cards he has and rolls a dice. If he rolls lower or equal than the number of Lantern cards he has, the player on his left must give him a Lantern card. If he doesn't have one, the next player on his left must give him a card, and so on, until the active player receives a Lantern card.

Attempting a challenge 

To attempt a challenge, the active player needs to follow 3 steps, in order:

· Determining the success of the challenge

· Determining the outcome of the challenge

· Distribution of his revealed Lantern cards

Success of a challenge

The active player places on the table as many Lantern cards as he wants and rolls one dice plus the number of Lantern cards revealed. These Lantern cards are ignored by the challenges.

The player on his left rolls 1 dice plus the number of apple markers on your score cards.

Worm tokens never make it harder to succeed in a challenge because Hell actually wants anyone whereas Heaven only wants the righteous.

If the active player rolls a total higher or equal to the total of the player on his left, he has succeeded in the challenge and must determine the outcome of the challenge.

 Outcome of the challenge

There are 6 challenges to be met. They can be resolved in any order, but each challenge can be completed only once per player.

The outcome of each challenge will determine if the marker placed on the scoreboard is an Apple or a Worm. Some challenges can also spill on multiple turns.

The 6 challenges

Challenge A: Generosity

The Active player gives all of his cards, face up, except 1 to other players in any way he sees fit, but he needs to give at least 1 card per player or the challenge fails. If he gave more apple cards than worm cards, he gets an apple token in the position A otherwise, a worm marker (including if it is a tie).

Challenge B: Luck

Each player (including the active one), places either an apple or a worm card face down in the center of the table, if he has one. The active player picks one of those cards at random and gets a token of the same type in position B. The active player keeps that card and each player who gave a card can retrieve one of the remaining cards, at random. If the active player cannot contribute a card, the challenge fails.

Challenge C: Love

The active player gives a card to another player who must immediately determine the outcome of a challenge as if he has already rolled successfully. Both players receive the same token type (on letter C for the active player, on the proper 

letter for the other player) or both fail. However, if the target player select "Love" as the challenge, the active player receives the opposite token type (because of rejection).

Challenge D: Peace

Each player (including the active one), places either an apple or a worm card face down in the center of the table, if he has one. Once completed, they are shuffled and revealed. If there are more apple cards than worm cards, the active 

player gets an apple token in the position D otherwise, a worm marker (including if it is a tie). Each player who contributed a card retrieves one at random.

Challenge E: Humility

The active player places face down all (except one) of his apple or worm cards and select a player with more cards than the number placed on the table. That player must reveal exactly the same number of cards, first selecting all of his apple and worm cards and completing with Lantern cards, if needed.

There are then 3 possible outcomes. Select the first which matches:

· The other player revealed less apple card than the active player did: The active player gets an apple token in the position E and keeps all of the apple cards revealed. The other player gets the worm cards (and keeps his Lantern cards).

· The other player revealed less worm cards than the active player did: The active player gets a worm token in the position E and keeps all of the worm cards revealed. The other player gets the apple cards (and keeps his Lantern cards).

· Neither conditions are true (because of a double tie): each player keeps his cards and the challenge fails

Challenge F: Balance (Yin/Yang)

The active player needs to select another player with the opposite Apple/Worm token diff

erence to attempt this challenge. For example, if the active player has 2 Apple Token and 1 Worm token (+1 Apple), he can select a player with either:

· 1 Worm Token and 0 Apple Token (+1 Worm)

· 2 Worm Token and 1 Apple Token (+1 Worm)

· 3 Worm Token and 2 Apple Token (+1 Worm)


From that point on, until the target player gain a new token, the active player is locked with him. The locked player can still play his turns, but he cannot attempt a new challenge or connect to another player. When the target player attempts a challenge when it is his turn, the locked player can give him cards, such as Lantern cards to get more dices or apple and worm cards for the outcome. When the target player finally gets a token, the locked player gets the opposite token of the target player.

Distribution of the Lantern cards

If the active player received a token, he must distribute 1 revealed Lantern card per player, starting on his left and possibly keeping some of his cards once a turn of the table has been done.

Otherwise, he can retrieve his Lantern cards.

Stairway to Heaven/Highway to Hell

Once a player has completed his 6 challenges, he is ready to try to leave purgatory. On his next turn, If he has more apple markers than worm markers, he will try to get into heaven. If he has more worm markers than apple markers, he will try to get into hell. If it is a tie, the player is stuck forever in purgatory and has lost. Sorry...

For a player to enter his final destination, he must roll 1 dice per token he has of the same type (apples for heaven, worms for hell). The player on his left rolls 6 dices if the active player is trying to enter hell, 7 dices if he is trying to enter heaven.

If the active player rolls a total higher than the player on his left, he has instantly won the game if he was trying to enter heaven. He will win the game on his next turn if he was trying to enter Hell and no other player won in the meantime.

Otherwise, he can flip one of his tokens of the wrong type to the side he is trying to enter (such as converting a worm token into an apple token when trying to enter heaven). That way, he will get one more dice on the next turn.
Improving the game
The game a quickly created for the Game Chef challenge without any game play testing: the challenge gives designers only 7 days to build their game. 

Here are some ideas on how to improve the game if game play proves the game to be unstable, too easy, too hard or too long:
· When stealing cards, steal the difference in the results of the dice instead of only 1 card

· Add more cards to the game: I deliberately kept the number of cards low to force players to manage their cards and used the challenges as a way to mix cards up.

· Remove some cards from the game: to increase the challenge if it’s too easy

· Instead of distributing the Lantern cards to the other players, discard them to the draw pile

· The Balance Challenge could be changed to be more similar to the Love Challenge: then the Balance Challenge is initiated, the target player immediately attempts to resolve a challenge. I really love the idea of locking players, but it might be impractical

· Add back the ability to use Apple cards to help entering heaven and worm cards to help entering hell: in the first draft of the game, the active player could use cards to increase his number of dices and other players could use the opposite cards to reduce his number of dices. I felt this added more interactions but feared it would slow down the game too much as it would force players to concentrate on blocking other players instead of on solving their own challenges
· I decided that each challenge should be harder to solve than the previous one, but perhaps the number of dices is too much of a difficulty. Instead of rolling more dices, perhaps each player should roll a single dice and add the number of challenges done or the number of Lantern cards used to the total. That means that only 2 dices are needed, and a natural 6 could allow to succeed in the challenge regardless of the modifiers, making the game easier.
