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1.0
Revision History

12/16/04, 1342 HRS - Initial Draft

12/22/04, 0822 HRS

12/22/05, 1032 HRS

2.0
Introduction

This is the core rules draft for Cubicles, Copiers, and Coed Softball Teams (3CST for short). There are still things to iron out, but overall things seem ready to test once we start adding cards. 

Anything in between ‘/* */’ symbols is a comment, or something that needs to be figured out. As issues are resolved, we’ll take the comments out until we reach a final draft.

3.0
Materials

The game requires one standard 6-sided die, and includes 3 decks, the Corporate Deck, the Resource Deck and the Events Deck.

3.1
The Corporate Deck

The Corporate deck contains only 8 cards. Each card represents a Corporation, and each Corp has special qualities that make it unique. See the “Setting up the Game” and “Game Play” sections for details.

3.2
The Resource Deck

The Resource Deck consists of 2 card types - Assets and Employees.

3.2.1
Assets

These are things like Uber-Server, Mecha-phone System, Cafeteria, and the New Copier. Assets remain in play until they are negated by an Event capable of doing so. The benefits provided by a given Asset shall be indicated in the text on the face of the card.

3.2.2
Employees

Employees are, well, employees in your department. An example is shown below.
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The Employee name is indicated at the top left, and the Employee’s cost to the right of that. Immediately below the card illustration is the employee’s type, and below that is a short description of the Employee, including any special benefits they might enjoy. In the bottom right are two numbers separated by a slash. The first number is the employees Skillz rating, and the second is his Clout rating.

Skillz is a measure of competency and is used for attack purposes. Clout is used for defense and represents the employee’s abilities regarding damage control, cover-ups, reputation, and so forth.

3.3
The Events Deck

An Event is an instant, one-off benefit that usually lasts up to one Quarter (but no longer) and and is then removed from play. The effect of each Event is printed on the face of the Event card. Read it and rejoice (or weep, depending on your point of view). See the Game Play section for more details.

4.0
Setting up the Game

Shuffle the Resource and Events decks separately and place them in the center of the table.

4.1
Player Setup

Each player chooses an corporation at random. This is best done by placing the 8 Corporate card face down in the center of the table and mixing them up, at which point each player chooses a card in turn. 

Each player then rolls a die, and multiplies the result by 10k. He then adds this to 100k to determine his starting budget. Some Corporations may provide a bonus to a player’s starting budget.

4.2
The Starting Player

Players are free to determine who goes first in whatever manner they choose. We are fond of rolling the die, but it could easily be that the oldest player goes first. We don’t care.

4.3
Order of Play

The player to the current player’s left will go next.

4.4
Setting up the Resource Pool

The starting player draws 7 cards from the Resource Deck and places them in the center next to the Resourec Deck and the Event Deck. This is known as the Resource Pool.

5.0
Game Play

Game play in 3CST™ is divided into Quarters, and each Quarter is divided into two distinct rounds - the Hiring Phase and the Action Phase.

6.1
The Hiring Phase

The Hiring phase takes place before the start of the Quarter. At the beginning of each Hiring phase, deal enough Resource cards into the Resource Pool to bring the total number of cards in the Pool to 7. This is known as a “refresh” or as “refreshing the Pool.”

Beginning with the starting player, each player may optionally place a “bid” on one Resource (either an Asset or an Employee) of his or her choosing from the Resource Pool. This bid must be at least enough to cover that Resource’s cost. After a player acquires one Resource, play proceeds to the next player.

Once it is the starting player’s turn again, he or she may acquire another Resource in the same manner, if so desired. Play during this phase continues as before, until all players are satisfied with the Resources they have at that point.

The Hiring phase then ends, and play proceeds to the Action Phase.

6.2
The Action Phase

The Action Phase is itself divided into a number of phases.

6.2.1
The Draw Phase

For the first Action phase, all players are dealt 5 cards from the Event Deck.

In each subsequent Quarter, a player may draw one card at the start of his or her turn during the Action Phase. If the player has more that 5 cards in his hand at the end of his turn, he must discard enough cards to leave him with only 5. 5 is the magic number.

6.2.2
The Action Phase

This is where all the action takes place, hence, the name of the phase.

Central to the action phase is the concept of employee delegation. A player may delegate an Employee to attack or defend, or when an event card calls for it. Delegating simply involves pushing the card forward, so it is clearly separate from the rest of a player’s Employees. 

Once an Employee is delegated in a round, he may not be used for attack or defense for the remainder of the Quarter (i.e. until all players have gone that Quarter).

6.2.2.1
Circling the Wagons

Action cards must be played at this time, or during the CYA Phase, before attacking or defending, unless specifically stated on the face of the card. Lateral transfers may also be initiated during this phase of a player’s turn.

6.2.2.2
Attacking and Defending

You can delegate one or more Employees to attack an opponent; each employee after the first is considered a supporting attacker to the first employee. The victim may defend with one Employee, who does not need to be delegated. The victim may add as many defenders has he or she wishes, but each new defender must be delegated.

The attacking player adds the Skillz rating of all his attackers and pits it against the total Clout rating of all his opponent’s defenders. If the Skillz total is greater than the Clout total, the defending player loses a total of (Skillz total - Clout total) x $10,000 from his Budget. If the defender’s Clout total is greater than the attacker’s Skillz total the attack is simply stymied and no one loses any money.

A player may initiate any number of attacks during his or her turn, but each Employee may only be used for attack or defense once per turn.

Example: Bob attacks Joe with his Recently Promoted Vice President (4/7). (Joe has not had his turn yet, which is important.) Joe elects to use his Director of IT (3/5) for his free defender and delegates The Office Slut (1/3) to pool her Clout with his (heaven knows they were sleeping together anyways), for a total Clout of 8. This nullifies Recently Promoted Vice President. Now, Joe cannot delegate The Office Slut to any attacks when it is his turn, because she was delegated during defense.
6.2.2.3
The CYA Phase

This is another Circle the Wagons Phase, handled in the same way (including lateral transfers).

6.2.2.4
Discard Phase

At then end of a players turn, he or she may discard any one, and only one, card of his choosing, whether it be a Resource or an Event. Play then proceeds to the next player.

7.0
Scheming and Backbiting

Players are free to swap Assets and Actions as they see fit during any phase of a round or any player’s turn, with the exception of lateral transfers (read on), which must occur before any attacks are made. 

Feel free to make or break alliances at any point during play. Stabbing people in the back is what this game is all about. Feel free to alter or change the rules as much as you like – once this game is in your hands, you own it. Just don’t sell your revisions or we’ll bring our Litigious IP Lawyer to bear on you, supported by our Paralegal Staff asset and Motherly Secretary. 
7.1
Lateral Transfers

If desired, players may even swap Employees. This is known as a lateral transfer, and both players must agree to it. An Employee that is already delegated may not be transferred. Employees so transferred are considered delegated after the transfer for the remainder of the Quarter (so the transfer better be worth it!). This represents the time that Employee has to spend getting used to the politics of his new organization and adjusting to his new duties.

8.0
Winning the Game

A player wins the game if he or she is able to reduce all other players’ budgets to $0, while his or her budget is greater than $0.

9.0 Options

Optional Rules, special victory conditions, etc. would go here.

