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Gathering and Sections 0, 1 and 2

Three players get together with a copy of Fabrication. They grabs some tokens and a number of gameplay
widgets, including some playing cards. Their names are Josie, Kurt, and Lenny. Josie reads a bit from section 0
of the guide-sheets and lays out the play-sheets. Each player takes 15 tokens of a different colour.

Josie calls for a vote on whether they should start with section 1.0 Playstyle and Fundamentals or section 2.0
Concept. Kurt spends a token for 1.0 and Lenny spends a token on 2.0. Josie, wishing to break the tie and settle
the matter quickly, places 2 tokens on 1.0. She tells them that is why she is doing it. The group then works
through section 1.0 first.

Josie passes the guide-sheet with 1.1 on it to Kurt, who reads the options out loud. They discuss them briefly and
then Kurt says, “Oh wait, we are suppose to pick one we reject first. I guess [ do that and then pass it on?”” Kurt
writes “story is king” in the rejected box and places a token next to it. He passes the guide-sheet to Lenny.

Lenny says, “Well, if we are rejecting story is king, 1 like either The World Stands or Immersion Trumps All.”
Josie says “We could do both?” They write this down and both put a token down on the play-sheet.

(Designer’s note: Generally it’s useful to allow players to reject something they really don’t want first. The
players have done something weird here: picking two options for 1.1. They elected to spend two tokens because
two of them thought this was a good idea.)

Lenny passes the guide to Josie for 1.2 Participants. Josie says “I’m not sure I have a preference here, guys.
Maybe I’ll roll?”” She throws a d20 and consults the table. She laughs and says, “Looks like we are doing a
classic small group 3-6 players. I was almost hoping for something less common like a megagame.”

“Do you want spend a token to change it?”

“... No, do you?” Both of the others shake their heads. Josie writes it down and passes the guide to Kurt for 1.3.
Kurt reads the options for 1.3 out and asks, “Does anyone want to reject one of these?”

Lenny says, “Let’s avoid meta-currency for this. I’'m not much of a fan of those.”

Josie laughs. “So, do you want to spend a point on that?”

Lenny grins. “Not really.”

Kurt says, “I’m not sure what to pick from these options without knowing our concept and such. Let’s go with
consensus/negotiation. We seem to be having fun with that right now.”

Josie, who read through Fabrication before they started says, “I’m not sure that works well with our 1.1 4 Priori
Assumptions. But we can continue and see if we change it during the review/seconding part.”

Kurt says, “Works for me.”
Play continues like this, and they walk through steps 1.0-2.7 together and come up with the following:

1.1 A Priori Assumption: The World Stands and Immersion Trumps all
Rejected Assumption: Story is King

1.2 Participants: 3 - 6
1.3 Fiat/Consensus: Consensus/negotiation — later overruled to GM Fiat during review
1.4 Play Length/Depth: Growth



1.5 Responsibilities: Players must make plans for their leaders to take risks and improve their community, with the
GM as obstacle and “winds of fortune.”

2.1 Genre: Fairy-tale Mythic and “Pirates”

2.2 Play as: Individual leaders

2.3 Theme: Creating order from chaos

2.4 Atmosphere: Sublime

2.5 Activity: Journey, Raid, Trade, Build

2.6 Review: The players discuss and change 1.3 to a GM 'ed game and alter 1.5 to match.
2.7 Concept: Accumulate wealth and power to enrich and encourage “human” flourishing

Long Game Statement:

This is a game of the acquisition of booty, a game where you then employ that loot to improve the life of your village
and your fief. Landscapes are vast, beautiful, and in a chaotically shifting primordial soup.

You will go on strange voyages and return with both magic and trade goods. Can you maRe life less dangerous? You'll
use what you earn in your downtime to grow your resources and community.

3.0 Procedure Creation Brainstorming

Josie asks if anyone want to take a break yet, but the group played pretty quickly through section 1.0 and 2.0.
They decide to dive right into 3.0.

Josie says “The big thing we are doing now is picking and brainstorming the basics for 3 gameplay elements.
This is the stuff that gets defined as mechanics. We should remember the GM will have the ability to handle all
sorts of ad-hoc things (because we picked that in 1.3), and would base those undefined things our /1.7 4 priori
assumptions (World Stands/ Immersion).”

Lenny, reading the guide-sheet, says, “For 3.1 Mechanical ideal, I’'m pretty happy with things working quite
differently in different parts of the game. Though something ‘connective’ would be good. So probably either
subsystems or multi-phase.”

Kurt agrees. “If we are having build as part of what we are doing, that seems like a pretty separate phase. Multi-
phase sounds good.”

“What would a connective thing be across the subsystems, Kurt?”” Josie asks.
“I’m not sure. Could just be something like you get a resource in one phase and can use it in another?”

Josie says, “Neat, let’s put down multi-phase then. Let’s go to 3.2 and look at picking three game-play elements.
There’s a list of suggestions on the guide-sheet, but build should be one of them.” The other two nod. She pauses
and then adds, “If we are pirates in an ever-changing landscape off to bring back stuff, we should probably have
some mechanics for travel or sailing.”

Kurt says, “Can I see the list?”” He looks it over. “I do like the idea that sometimes we’ll meet people or creatures
that we are better off trading with. So we could add trade deals and negotiation?”

Lenny says, “I like that but our genre is Pirates — so we need something for actually raiding or stealing stuff and
intimidating or fighting, right?”

Kurt frowns. “Right, do we need both? That gives us 4 game-play elements, and I really like Build and Sailing.
Especially if the world is changing all the time, travel can stay weird and interesting.”

Josie suggests, “Let’s keep all four in mind. Maybe we can combine raiding and trading into one, or maybe they
do get built separately. We should brainstorm some specifics for these.”



In this example we’ll run through their brainstorming for Build and for Sailing/Journey.

Josie says: “So we should pick a mechanical path for each, one or several mechanical facets. Probably easiest to
talk through one at a time, though we can jump back and forth a bit.”

Kurt looks at the paths. “These paths are kind of vague. But [ wouldn’t want Build to be oracle/randomization or
player skill.”

Lenny says, “I could actually see build being actually making a pile of something in a limited time or rolling
quickly and trading in things. That would be player skill.”

The players discuss things for a while. They pause on build and decide to talk about Sail first.

Lenny says, “I think Sail should be random generation that we can modify. Like the whole idea is we are sailing
through and across this weird primordial soup environment. So it should be fairly random. We may have a goal,
but things move and change.”

“Neat, so path would be Oracle/randomization then? What would we use?” Josie starts shifting through the
game-play widgets they have.

Lenny picks up the card deck. “I was thinking a deck of cards, which could provide direction of winds or
currents, and weather and stuff could get layered in somehow.”

“Fun. That would be random from the facet list. I’ll write down random cards for direction and events.”

Kurt weighs in, “Players should be able to have some impact on travel. Like we should be able to trim the sails
or row in a direction to try to avoid something.”

Lenny nods. “Makes sense, maybe they have a few cards of their own to use on the journey? Like they have a
certain amount of effort they can spend between rests.”

“Uh, so is that a different facet?”” Kurt looks at the facet list (3.4) and says, “Maybe expenditure? That resets
between trips? There might be a deck building aspect — but probably only if we improve ships or crew.”

“Let’s write those down.”

Josie, writing on their shared play-sheet, says, “Got it. For notes I’'m going to add that suits provide direction of
travel: Spades — North, Hearts — South, Diamonds — East, Clubs — West. And that face cards are incidents.”

Kurt, continuing to look over at the guide-sheet, asks, “Is this going to be completely abstract or are we going to
use maps in some way? That facet would be representation.”

“If the environment really is shifting all the time, then something abstract could work. Maybe we just move a
small token on a grid?” Josie writes it down after the other two nod.

Lenny asks to see the play-sheet and reads their notes so far out loud. They talk a bit more. “The hard part with
all of this will be getting home. We might need some ideas that make that easier.”

Josie knows they need to keep this part at a brainstorming level, so she suggests they move on to the other game-
play elements.



Their phase 3 notes for Sailing look like the following:

3.2

Game-Play Game-play
Element Sailing Element
3.3|Path Oracle/randomization Path
Random — direction based on playing cards
3.4|Facets:

Expenditure — players spend cards to affect Facets:

Jjourney

Representation — move ship on grid

Direction: Spades — North, Hearts — South, Diamonds —
East, Clubs — West. Value indicates distance.
Face cards (and tens) are incidents or encounters

Each player has some cards to play to affect the journey.
More cards on trip home?
Map is mutable, but sailing is done on a small grid.

Notes

The group now focusses on the build game-play element.

Kurt takes the lead. “I think this should be primarily about using resources that we have acquired during our
journeys. Like we have this loot, what are we going to do with it? That’d be resource expenditure.”

Josie looks for clarification. “So if | had some seeds from a raid, I could try to grow a new crop with it? Or we
stole some animals but need a place for them to grow and breed?”

“Oh, that’s cool. I was thinking more like we are getting tools and best practices from others. Maybe we’re
stealing people with special knowledge. Maybe the tools are magic sometimes t0o.”

Lenny adds, “When you said loot, I thought about us putting loot in a bag. Could we use that? Have a bunch of
tokens in a bag, pull them out to try, and achieve our goal? A bag-building mechanic.”

“Are you thinking different colour tokens for different things?”” Josie asks.

“Yeah. I’'m not sure what this is in terms of Path. Is it strategic, abstract?”” Lenny wonders. They both look at
Josie.

“It might be abstract actually. We’d work with the GM on our ‘build’ plan, putting in different tokens. There’s
some strategy in trying to stack the bag in our favour. But then we make a number of draws and need to interpret
the results afterwards based on the different colours.”

Kurt grabs the playsheet. “Ok, I’'m writing down abstract for the path. For facets, the loot bag seems to be
closest to deck building. We’re also using expenditure/currency to put things in it.”

“I like the idea that we draw something on our hometown map when we do build something.” Lenny looks at the
guide-sheet. “That’d be representation.”

Josie is staring into the distance. “We’re either going to need a shit-ton of rules for this, or we’ll need some basic
guidelines and have to rely heavily on GM adjudication of players plans. I’'m leaning towards the second.” The
other two nod.

“That matches our GM Fiat from 1.3,” Kurt agrees.

“Ok, good.” Josie looks relieved. “I think that is easiest. It can scale for different sizes of projects too.”



“I like the idea that you have at least 1 pull per month that you work on a project,” Lenny offers.
“Oh, I love that!” Kurt says. “I’ll note that down.”

The team’s play-sheet for section 3 look like the following:

Game-
3.2 play Game-play
Element Sailing Element Build
3.3 |Path Oracle/randomization Path Abstract
Random — direction based on playing cards Deck Building — bag building with tokens
Expenditure — players spend cards to affect of resources
34 |Facets: |journey Facets: Expenditure — some resources may be
. . . consumed
Representation — move ship on grid
Representation — map out when
something is done in settlement
Direction: Spades — North, Hearts — South, Diamonds — east, | Resources gathered from other phases are turned into
Clubs — West. Value indicates distance. coloured tokens and added to a bay.
Face cards (and tens) are incidents or encounters s 6 7
ome may be consumed.
Each player has some cards to play to affect journey. More At least one draw per month working on a project.
Notes | 1t on trip home?
Map is mutable, but sailing is done on a small grid.

They also talk through another game-play element or two (trade and raid). The group decides to take a break
now, before moving on to phase 4.

Section 4.0 Game it out

Each player claims one of the game-play elements and does their best to flesh it out. We’ll look at Sail, which
Lenny takes the lead on.

He tries to illustrate the game-play with the group, grabbing a meeple, a sheet of graph paper, and a deck of
cards. Actually, he rethinks that and grabs a second deck of cards for the players. As they talk through it, Lenny
writes down his initial codification.

“Let’s say each player gets a couple cards for heroic effort and one for the ship and one for the crew. Your ship
and crew are pretty basic, so you each get a 2, 3, and then a 4 for your character.” He hands these cards to Kurt
and Josie.

Kurt notes, “We are designing for 3-6 players, so more players could impact this aspect of gameplay.”

Lenny nods. “True... let’s put a pin on that for now. This star on the graph paper is you home, and this meeple is
your ship. Where do you want to go?”

“Into the unknown!” Josie exclaims.

“Awesome, let’s say you know there is a rival settlement somewhere to the south. Beyond that you know very
little due to the shifting primordial chaos.”

“So we’ll wait to start our journey until there are favourable winds. What do you do then?” Kurt asks.



“Huh, hadn’t thought of that. Maybe as GM you just pan through them quickly. Day one south, day two south,
day three storm, day four 4 of diamonds: East.”

“Off we go.” Josie moves the meeple 4 squares to the east.
“Is it just one card a day then?” Kurt wonders. “Could it be like one for the morning and one for the evening?”
“Or one for the wind and one for the ocean currents?” Josie adds.

“I like the idea of two cards. Sort of mixed.” Lenny flips over two cards: a 7 of diamonds and 3 of hearts. “So
this would be East-South-East rather than just east and then south.”

Josie has her hand on the meeple. “Do I actually need to move the ship like that?”

“Probably doesn’t matter most of the time? But if you just find the end point, then move the ship in a straight
line, that’s most accurate.” Lenny pulls two more cards. “Let’s call this the evening draw: an 8§ of hearts and a
king of spades. So the king doesn’t move you — or maybe it’s just 1 square? And it’s a special value. The 8 means
you are going south.”

Kurt offers “I’ll play 2 cards. A 2 north and a 4 east. So that’s like 6 south and 4 east now. Basically south east.”
Lenny adds “King makes that 5 south if he contributes 1. We didn’t come up with face card events.”
“Oooh, he could be a fat merchant ship we can steal from!”

They chat a bit more. Kurt mentions that he thinks there should be some “safe harbour” or “following the coast”
result cards. They talk about ships usually trying to anchor or pull ashore at night, but that it’s ok if it is relatively
rare in this weird environment.

Lenny makes some initial codification notes on the 4.0 Game-it Out play-sheet
* Journey deck is a full 52 card poker deck
e Pull 2 cards for combined direction.
*  Make a pull each morning and evening, if not at anchor at night.
* Nights are reduced to half distance if sails are stowed
*  Spades — North, Hearts — South, Diamonds — East, Clubs — West

*  Ship, crew, and players present give the players a small number of cards, of low value, from a second
deck.

* Being in a safe harbour for a day lets one card be recouped by each player.

* Players get an extra personal card and an extra crew card as soon as they start going home.
* Players can add max of 2 cards to influence direction — only value matters

* Do some players get better cards?

*  Special Journey Cards:

o 9 —storm, 10 — mishap, Jack — magical creatures, Queen — other pirates, King — merchant, Ace —
surprise island or coast, can anchor.

o 2 —following coast, can anchor or find safe harbour
© 4 —following coast, treacherous, player card required for safe anchor

The group goes over the other game-play elements in a similar fashion and then decides to test the journey rules
in concert with the other game-play elements. They tested some of the other elements more thoroughly in
isolation, but since there isn’t a ton of overlap during the sailing phase, they decide to test everything by starting
sailing.



Evaluation and naming the game

After the playtest they all take a break and come back to evaluate. The three give the overall sailing segment a
refine evaluation — specifically a “revise” for a few aspects: to try and spell out what cards the players may get
more precisely, to consider if they might have multiple ships, and to figure out how to handle different numbers
of players. They also had their ship move to a different level they called the “over-sea” and may want to
mechanize that more clearly.

The consensus is the base is quite solid.

Lenny adds these notes to his 4.0 Game-it Out playsheet:
* Leaders should mean multiple ships? Sailing mechanics tweaks?
» Sail to different levels of the soup i.e. sail the stars, sail the undersea/oversea, floating islands
*  Downspout/whirlpool card to other levels? “flip the ship” — magic items?

At the very end Kurt, Lenny, and Josie try to name their game. They can’t quite decide if they want to go with
pirates, raiders, or merchants and with Josie suggestion “of the Unknown.” Neither quite sound right to them,
and they end up writing down Merchant Raiders of the Unknown. They shrug, shake hands, give each other high
fives, and plan to play again.

As Kurt is putting on his boots to leave, he exclaims, “I’ve got it! Merchants of Primordial Chaos!”
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