Global Game Jam - The Game
An NDcisive Game made for Global Game Jam 2019

Object of the Game:
Global Game Jam - The Game is a competitive game for two to four players. The players draft cards in the beginning stages to recruit jammers and get features for their game. They then create features over the course of the game and try to complete their personal objectives to gain the highest score.

Set up:
Place colored cubes in easy reach of all players. Shuffle the Development Deck and the Global Event Deck separately and place them in the middle of the table. Shuffle the Feature Deck and set aside. Shuffle the deck for Jammers and deal six to each player. Set unused cards to the side within reach for use during the game.

Team Building Phase:
Players will now begin forming their teams of Jammers. Players must choose one card and place their selection face up in front of them. They then pass their remaining cards to the player on their left. Play continues in this fashion until every player has chosen their team of jammers with a total of 8 experience levels.

When a player finishes their team, they are out of the draft. They are no longer passed a hand of cards and instead, place their unused jammers in front of them. This pattern continues until there is only one player left drafting. The last player takes all the unused cards, looks at them, and drafts the rest of their missing players from these.

Brainstorming Phase:
The players will now be drafting features to create a game. Deal out the cards in the feature deck evenly to players. Players will choose one of the cards in their hand, place it in front of them, and pass the remaining cards to the left. A player may stop whenever they want - there is no limit as to how many features a player may draft into their game. However, if a player looks at the next hand passed to them, they must take one of those features. Phase ends when all players are done choosing features. 

Creating the Game
Players will now use their teams to create their game. 

Each round simulates a few hours of a game jam. This will take place over the course of 8 rounds. A round consists of the following turn order:
1. Draw a Global Event Card (The first round does not include a Global Event)
2. Assign Jammers
3. Draw a Development Card
4. Manage Work
5. Manage Sleep
6. Reset

Global Event
Draw one Global Event card from its corresponding deck and follow what it says on the card. These are drawn once per round and affect all players referenced on the card.

Assign Jammers
Place up to two jammers on feature cards to work on a feature, on the sleep area to recover rest, or on special events from the Global Event or Development Event cards. Jammers assigned to a feature they have no experience in will only be able to perform a half work (IE: they work twice as slow), denoted by a white cube.

Development Event
Each player draws a card from the Development Deck and follows the instruction on the card if it is an event, or can reserve the card for later if marked as an Item.

Manage Work
Move cubes on your features or cards from the development deck equal to the amount of experience levels on the card. If jammers are at half work, it may be necessary to add a white cube to represent a half of a unit of work.

Manage Sleep
Add yellow rest cubes to jammers in the sleep area.

Reset
Move jammers back from features and discard used development cards.

These actions will continue until all rounds are completed


Game End
The game ends after all 8 rounds are completed. The scoring process will then begin.

There are several ways the players’ games will be judged:

By Peers:
This is judged by base points only. There are no modifiers for the final scoring of the game.

By Judges:
Judges have biases about certain things in the game jammers make, which will influence final scoring of the game.

By Trailers:
Players will have to allocate a jammer to work on a trailer in addition to the game. The amount of completion of the trailer will affect the final score of the game. At maximum, the trailer can be overworked to the point that a game can receive a 25% bonus to its final score.


Scoring
Innovative Ideas:
Creative ideas are rewarded. Features have an innovation group. The more groups different you have represented, the higher you score for innovation. (Test Option: requires each feature to be at lowest threshold to be counted)
	Unique #s
	1
	2
	3
	4
	5

	Point
	1
	2
	4
	8
	16



Viable Game:
Games need to be well rounded. For a game with one of each Feature type (Art, Programming, Audio) that has reached MVP, score 15 points.

Focused Team:
For each Feature group, count how many features of that type reached MVP. Score those points for each of the 3 groups:

	# MVP / color
	1
	2
	3
	4

	Points
	1
	4
	9
	16




Personal Goals:
Each completed is worth the number of points listed on the card:

Features:
Each completed feature is listed on the card.

