
Table of Contents
click any of these titles to skip to the relevant page

As Above (Positive)
As Above (Critical)

CHROMA Team VS The Terrorlights (Positive)
CHROMA Team VS The Terrorlights (Critical)

Finding Haven (Positive)
Finding Haven (Critical)

Last Winter’s Lights (Positive)
Last Winter’s Lights (Critical)
The Merlin Worm (Positive)
The Merlin Worm (Critical)

Paper Tigers (Positive)
Paper Tigers (Critical)

Reconsolidation (Positive)
Reconsolidation (Critical)

Synanthropes (Positive) 
Synanthropes (Critical)

The Posthuman Doorways (Positive)
The Posthuman Doorways (Critical)

The Worlds Above and Below (Positive)
The Worlds Above and Below (Critical)

The judges this year were 
Lillian Cohen-Moore, Allegra 
Selzer, Hans Chung-Otterson, 
and Joe Mcdaldno.

This is the feedback they have 
for the ten finalists of Game 
Chef 2013 (English).

Each entry received 
(anonymized) feedback 
from 2-3 of the judges.



The intro is beautiful poetry. The 
way that contributions and turn-
taking are structured differently 
in Above and Below is sheer 
genius, and my favourite part 
of the game. The turn-taking in 
Above feels light and fast-moving, 
and the turn-taking in Below feels 
contemplative. The mechanics 
mirror the flavour of these places 
perfectly.

What can I say? It’s extremely 
simple in the best way possible—
minimal rules for maximal 
emergent story-exploring 
complexity. At first I worried that 
throwing players into the soup of 
“fairy tales” without a little more 
to grasp on was problematic, but 
on second thought I think the 
assumption of what any given 
player or group will bring to the 
game about “fairy tales” coupled 
with the brief descriptions of 
the Worlds Above and Below is 
exactly right for this game. I want 
to play it.

The different tone building for 
creating Above vs. Below is very 
elegant and effective. They invoke 
very different feelings in their 
approaches, but still compliment 
one another and tie the theme 
together. The fairy tale theme 
shows strongly in the mechanics. 
Showing how one can make the 
game more inclusive (by showing 
a token that makes noise being 
used in one of the examples) was 
wonderful to see.

Positive Feedback for As Above



I don’t have a strong understanding of what 
Reflecting on the World and Being in the World 
scenes should sound like. More thorough 
examples would be very useful. Strong 
incorporation of theme + one ingredient, but 
integrating a second ingredient didn’t really 
happen.

I feel the intro was beautiful but bordered 
on pretension and could use some editing to 
make it flow better into the mechanics section. 
The examples for Being in the World were not 
particularly fleshed out. A clearer or even slightly 
longer example would have been helpful here.

The theme and snowflake/face ingredient are 
used well. I don’t see any other ingredients 
emphasized. Some of the rules for how to move 
between certain phases are unclear at this 
point, but that’s expected in a GC draft. I also 
worry a bit about players adhering to some of 
the specific rules of each Mode during play, 
especially in such a freeform game. I can see 
players being taken away by their flights of fancy 
and overstepping their bounds without realizing 
it. Maybe some cards to remind people of what 
you do in any given mode would help out, as 
well as an encouragement for silent players to 
hold the card up when they feel the current 
player is getting close to the line of what is 
allowed in the current Mode.

Critical Feedback for As Above



First thought: Hell yeah! Power 
Rangers! Let’s DO this! You’ve 
taken the theme and ingredients 
and made an inspired situation 
for play. “Push Your Luck” 
mechanics are fun and can create 
rising tension and promote risk-
taking, which is good for the 
kind of play you’re shooting for. I 
think this is a recipe with a lot of 
potential, and I’d love to see you 
work on this more. I want to see a 
color-coded 12-sider!

Custom 12 sided dice! A 
slightly deconstructed version 
of superheroes! GIANT 
MONSTERS! The concept and 
unique mechanic with the custom 
dice grabbed my attention right 
away. I’m particularly excited to 
see how failures affect not only 
the heroes themselves, but also 
the public attitude of the heroes. 
In many larger than life hero type 
games, the latter is especially 
overlooked. 

Excellent use of theme and 
ingredients, with excellent 
summary of how they were 
used. The setting information, 
codenames, and scene types have 
me excited to play. The conceit 
of having threats introduced via 
in-character radio banter is great. 
I can envision the custom d12s 
and immediately want to go and 
prototype some. The examples 
of play are excellent. Props for 
attempting to address color-
blindness barriers.

Positive Feedback for CHROMA Team vs...



The fiction doesn’t ever impact 
the mechanics. It looks to me like 
4-shifts is the maximum number 
of failure shifts possible. It seems 
very likely that every Kaiju battle 
would result in a big chain massive, 
sweeping consequences - this 
doesn’t seem in keeping with the 
stated tone of the game.

Critical Feedback for CHROMA Team vs...
Essentially the game boils down to “I roll a die, look up a narration seed 
on a chart, and narrate something.” Fundamentally the game doesn’t 
care what we narrate—just what we roll. It tells us what to narrate, sure, 
but there’s no feedback telling the players anything meaningful about 
the input they are putting into the game, and I think that weakens the 
experience. This is tied into the fact that it seems that you are trying to 
make failure consequential, though it doesn’t seem to be: do we always 
win the battle, even if we fail all of our rolls? And if we do, then sure, 
maybe the consequence is just that my friend lost his job, or even that 
my family gets killed, but next week I’m back in the saddle and the game 
doesn’t seem to care. Which is fine for a lighthearted monster-of-the-
week game, but your design so far seems to want to make those things 
matter. Especially with the “push your luck” mechanic, you seem to want 
this game to have more win/loss conditions than it truly does. Also, the 
tone of some of the consequences seems ill-fitting to the claimed “light-
hearted” tone of the game.



While it is part of the super hero genre that the hero 
never really dies, the fact that the actual PCs cannot 
die, regardless of the number of failures rolled, 
undermines the way such heroes would affect their 
own lives and the world around them. The disconnect 
makes it appear that the narrative and the mechanics 
don’t actually interact much. The lack of connection 
provides little motivation to actually provide the 
narration (which is set up wonderfully). Having 
narrative drive rolls or the other way around would 
both help with this. Since I can’t determine which 
way the game is trying to go, I’d suggest tweaking 
the mechanics to suit the narrative with mechanics 
driving narration.

Critical Feedback for CHROMA Team vs... (cont.)



A messy soup of Hunger Games and The Matrix. I 
got chills reading it, especially the detached medical 
language like “viviparous relationships.” The character 
details are compelling, the mounting incentive to be 
competitive is great, and the game seems playable. 
Cull Rankings are an amazing distillation of the 
setting in a nutshell.

I know you said you were inspired by Trollbabe 
and Technoir, but I see this game as a kind of 
GMless remix and marriage between 3:16 and Lady 
Blackbird. It’s a nice adventure engine. I think you’ve 
got something really cool with the switch between 
protagonism and antagonism, and how the one can 
fuel the other. In fact, acting as a protagonist (in your 
character’s best interests) fuels the antagonism of the 
game quite nicely, and I think there’s room for some 
interesting emergent play there (In particular, acting 
Competitively as much as possible in the scene before 
you have to be Antagonist, winning your conflicts 
by spending the player resource pool, and then 
becoming the Antagonist with a fat stack of chips, no 
player resource pool, and your character safely out of 
the scene seems fun).

Positive Feedback for Finding Haven



While you describe three potential situations 
(Discovery / Escape and Pursuit / Rebellion), the 
mechanics and framing seem only to support the 
Rebellion scenario. I don’t have a good sense of how 
one could play a Discovery campaign with these 
rules. While I think the Cull Ranking is a brilliant 
touch, it’d be nice to note explicitly whether it’s 
meant to have a mechanical effect.

I’d like to see the antagonist role in the game fuel 
the protagonism more strongly. I wish I could be 
more specific, but I can’t: something just seems 
missing here. So much of the protagonist mechanics 
feed into the antagonist mechanics that I want 
to see more the other way around. Also, more 
thought needs to be put into the two ways to act 
in the game: Cooperation makes sense as written, 
but Competition is not really competition, it’s just 
“not cooperation.” And maybe that will work. But 
it seemed more like you were casting about for 
another “C” word to fit your formula rather than 
thinking about what that other way of acting as a 
protagonist really is. The setting is fun mix of the 
theme and two ingredients, but is not particularly 
inspired, but that’s cool—it’s more about what the 
characters do in a classically-SF dystopia rather than 
exploring the setting as such.

Critical Feedback for Finding Haven



Reminds me of Montsegur 1244, but with 
mechanics that tie more tightly to the fiction than 
that game does. The bluffing game seems fun and is 
right on-theme. Good use of theme and ingredients 
in general (I assume the “mail shirt” ingredient is 
tied to status somehow? It’s a little unclear but I still 
think it’s a good use). The characters and situation 
are intimately tied together. Well done. I think this 
one will sing when all is said and done.

The presentation of setting is compelling and 
concise. The use of candles is a nice tone-setting 
touch, especially as you extinguish them toward 
your potential doom. The bluffing & status 
mechanics are perhaps the best modeling of petty 
status games I’ve yet seen in a roleplaying game - 
you’ve given Downton Abbey and Jane Austen fans a 
great gift. Many elegant touches in these mechanics.

Positive Feedback for Last Winter’s Lights



Thirty scenes sounds overwhelming, and I wonder 
if clipping some away would produce an equally-
rich experience in a similar footprint. I wonder 
why it’s necessary to have all Conversation scenes 
as flashbacks, when shadowy asides in the almost-
abandoned castle sounds like such a pregnant 
framing tool (and one which would encourage 
scheming and betrayal, which seem on-genre). I 
wish the Fool was able to choose “and/or” between 
the two effects they are allowed to enact.

Designing the characters, events, and locations 
thoughtfully will be crucial to the success of the 
design as a whole. I like what is already there, but as 
it’s incomplete, it’s hard to fully judge the game. The 
“ruleset” is complete, but without these elements 
being finished the game isn’t truly done—which is 
fine for a GC draft. I like how characters each have 
four Descriptions, four Faults, and four Intrigues, 
but I worry that with so many entries to write some 
may be markedly weaker than others.

Critical Feedback for Last Winter’s Lights



The conceit of worms that consume people and time 
travel back through memory is very compelling! 
I like that there is a suspicion that the worms are 
seeking to eradicate humans, but since they come 
from the future, we don’t know why. Are they evil, 
or performing a cosmically-necessary task? I like 
the evocative title of “Lantern Men,” though wish 
they weren’t later described as super-spy ninjas. 
Lantern Men is just so ominous and otherworldly. 
The control of faculties is compelling. The way that 
Questions are resolved is really elegant (I choose 
the leading question, you answer it; I choose the 
category, you choose the faculty wrestled). The 
advice to “Freely divulge the way to The Traitor” is 
prudent and I’m thankful it’s there!

This game is strange, in a good way, and it shows 
a lot of promise. I love that it’s two player, and that 
each player is angling for a different endgame. You 
say in the text that “no one really wins or loses,” but 
I think you are not doing your game justice: the 
fact that one of us wins and one of us loses at the 
end of the game is a strength, and I think it could 
be brought out more. Conflict resolution is clever. I 
like how the winner gets control over who says what, 
but we both have an integral creative part to play. I 
can imagine trying to word your leading question 
such that the other player picks it if s/he wins. Real, 
consequential decisions to make. Cool.

Positive Feedback for The Merlin Worm



Sometimes the tone of the writing 
undermines the mood of the game. The 
premise is evocative of mystery, intrigue, 
running, fear, and desperate hope. When 
phrases like “deep cover secret agent ninja 
killers from the future,” I feel like I’m being 
pulled back out of that world. I think the 
components of the game could be simplified 
quite a bit: a single faculty list could sit at 
the centre of the table, reducing the penny-
count by twelve; the players could choose 
which faculties to have the worm start with 
(maybe with the worm picking 2 and the 
human picking 1), removing the d12. If I 
were developing this game, I would remove 
the two larger coins and their die-stealing 
mechanics. While interesting, it adds a layer 
of unneeded complexity as well as increasing 
the number of supplies required to play.

Critical Feedback for The Merlin Worm
A couple things. First, the believability of the game’s 
initial setup suffers a bit from the relationship between the 
Lantern Men and the Traitor. Perhaps it’s just me, but I don’t 
understand why the Lantern Men don’t like the Traitor, 
nor why s/he’s called the Traitor. Make me understand 
why the Traitor and the Lantern men are opposed forces; 
that’s all that’s needed. Also, I would suggest looking at the 
Faculties and deciding where you can condense them. It 
strikes me as a lot of information to hold in your head about 
your character, and it’s highly likely that we’ll forget about 
a number of Faculties that are at play when they could’ve 
been appropriate—and remember them later and smack our 
heads. I know this is also tied to the pacing of the game, but 
really, 24 is a lot and I think the game will suffer for it. Last 
thing: Why is this game set in a pseudo-historical setting in 
the past that we will mostly have to make up whole cloth? 
I don’t see that as integral to the game at all, and I think it 
would be stronger if it was simply set in the present day. 
This would also make continued play, and jumping into the 
past, more likely and more interesting (we go from today to 
the 1980’s to the 1800’s to the birth of Christ, etc)



Overall, it’s funny and it seems fun! The theme 
is strong, and the interlocking rules seem to hit 
the target you’re shooting for. Victory seems to 
be just an excuse to snipe at each other—political 
commentary, indeed. The Quick start resources are 
great. I actually think this is crucial to the design: 
sure, people could write their own, but when 
you do it yourself you are more closely designing 
the experience they will have of the game, and 
shepherding the kinds of things they will want to 
design into their experience of the game after they 
use your resources.

You’ve got a really strong and central use of the 
theme (and the worm-in-apple). The mechanics 
are elegant and reinforce at every step your game’s 
themes. The temptation to reach for the white 
papers seems strong, and the one-in-five chance of 
exposing your deadly secret is tense! This is perhaps 
the most polished text I’ve read yet, and the tone is 
throughout consistent and funny.

Positive Feedback for Paper Tigers



Some of the examples in your Deadly Secrets list 
are in poor taste (transphobic, ableist, etc). While I 
get that these are supposed to be tongue-in-cheek 
reflections of the same unfortunate biases in the 
political arena, I’d argue that satire has a mandate 
to mock oppression, not to mock the oppressed. I 
think the game generally does a good job of this, but 
falters in cases throughout this Deadly Secrets list.

The use of the ingredients feels a bit tacked-on or 
reverse-engineered. It works, so no big deal, but 
it doesn’t strike me as one of the strongest uses of 
the ingredients. The big worry I have with Paper 
Tigers is that since everyone’s score is always public 
knowledge, it would seem to set up strategy to 
always focus on attacking the leader. Introducing 
some hidden information into the scoring element 
could help with this. Unless, of course, you’ve 
intentionally included the degenerate strategy of 
attacking the leader to make a statement.

Critical Feedback for Paper Tigers



Strong use of theme and all chosen ingredients. 
I like the idea of corruption spreading through a 
person’s memories. Getting to explore a traumatic 
event and also find strength in it is great - rather 
than being a narrative of victimhood, it’s a narrative 
of survival and growth.

Very good use of theme and ingredients, and bonus 
points for centering the game around freely available 
images. This game seems like an alternate-universe 
version of A Penny For My Thoughts, which is 
fantastic. It deals with similar themes but goes about 
it in a wholly different, and differently engaging, 
way. I love how scenes (memories) get re-shaped 
and played again in a different light. If you haven’t 
read or played My Daughter, the Queen of France, 
you might want to, just to see how another game 
deals with re-playing scenes. Seems great for pick-up 
play. I’d love to try it.

Positive Feedback for Reconsolidation



The fiction doesn’t ever impact the mechanics. 
The result is that you’re doing two activities that 
don’t actually interact with one another: playing a 
cooperative board game about unlocking a row of 
dangerous tiles, and telling a pictorially-inspired 
story about murky memories. The design would be 
stronger if the two activities impacted one another.

You have this tactical element going on, where you 
want to put cards closer to Core Memories so you 
can win the game before corruption happens, but 
also you want to put cards farther out because that 
makes them less likely to be corrupted. I like this, 
but if all of the token advancement cards get shuffled 
in randomly, it would seem that the strategy is just 
an illusion and it’s all a guessing game. I’m assuming 
you took some inspiration for this design from the 
board game Pandemic—it might be useful to look 
at that game again and think about different ways of 
seeding the deck with the token advancement cards.

Critical Feedback for Reconsolidation



I’m really grateful that this game introduced 
me to the word “synanthropes.” The use of real-
world objects as a scene-framing tool is great. The 
character sheet gives you subtle ways to customize 
each character while still strongly enforcing the 
impact of the species on the individual, which feels 
appropriate and elegant. Each detail of the species’ 
cultures is clever, especially naming patterns. This 
feels reminiscent of Mouse Guard in ways, but less 
heroic and more the chronicle of a last-ditch rag-tag 
exploring crew.

The first note I wrote after reading Synanthropes 
was, “Weird as fuck. Cool.” I love the dark but not 
menacing mood the game maintains. It lives in 
a strange zone between the post-apocalyptic and 
transhuman genres without being quite either. I 
want to explore those towers, and see what comes 
of it. I think some very interesting emergent play 
could come out of the interactions between simple 
exploration and the complex character interactions 
that character generation sets up and the hoard dice 
further. I love love love bringing objects to the table 
and interacting with them in play. Looking at the 
familiar through new eyes is something that is very 
satisfying when it works. I want to play it!

Positive Feedback for Synanthropes



Critical Feedback for Synanthropes
What is against any particular animal’s “nature”? 
This is a trigger for engaging the die mechanic, but 
it’s very unclear. I think nature needs to be more 
explicit, somehow. The hoard dice idea is good, but 
it feels like it needs some work. The core is there, 
but it feels all over the place. In particular, the Crow 
and Rat hoard do better at interacting with the other 
players, which seems to be the idea for the hoard 
dice. Maybe it’s not, but that seems to be where it is 
the strongest. In any case, think some more about 
what kind of specific actions and interactions you 
want to encourage with the hoard mechanic. It 
could use some polish.

I don’t see why clues need to have special mechanics. 
There are clues littered everywhere throughout these 
scenes, and to set up a specific mechanical category 
of Clues is to ask players to disregard the possibility 
and mystery available in every scene detail & also 
in the Human Artifacts. I’d recommend removing 
the Clue mechanic entirely, but suggesting that 
players can always call for a Challenge to find an 
additional (lower-case) clue on a given floor. Also, 
the Raccoon’s naming scheme is quite similar to 
the Rat’s, but less interesting. I’d do something to 
differentiate it. Maybe Raccoons name themselves 
after favourite activities - Scratch, Scamper, Dodge, 
Hide, Spy, Sleeper, Nap.



I love the summary of how the world is changing, 
at the start of the text. It does a great job of framing 
our real, emerging cultural realities in a gameable 
context. I like the Drives, and the alternation 
between Evolution and Enlightenment as our lenses 
for understanding change. The player roles are clear, 
and narrative authority is well outlined.

I think this game is straight up exciting. I love 
transhuman sci-fi, and I think this game has an 
innovative perspective on it. The transformation of 
the societal and the personal, and all the attendant 
issues, along with moving through different 
temporal eras, is a great mix. I think the theme and 
ingredient use is amazing, and tightly integrated 
all around—nice double use of the double arrow, 
as well (the “trans” in transhumanism as well as 
moving back and forth through time). I wish I had 
more constructive things to say about it, or smarter 
things to say about it, but it really comes down to 
this: I want to play it.

Positive Feedback for The Posthuman Doorways



As presented, Hard Choices are abrupt and binary. 
The other players get to force the Explorer to look 
at the issue in a certain way, or to burn their future 
potential in order to offer their own perspective. 
That’s an interesting construction, but it seems at 
odds with the entire theme of the game. I wonder if 
the game would be stronger if Hard Choices were 
presented with an implicit set of options but an 
ultimately open-ended “What do you do?” instead 
of the rigid binary of “Do you do A or B?”

Having a successful experience with this game will 
hinge on skillful use of Hard Choices and Questions. 
As such, this game will eventually need to do much 
more to teach us how to make them and how to use 
them well.

Critical Feedback for The Posthuman Doorways



A simple and tight adventure game. Dungeon World 
and Mouse Guard distilled and poured into a shot 
glass. Seems fast playing, and great for kids and 
pick-up games that can easily evolve into something 
longer. This fits right into the slot that The Wildlings 
does, but if this were polished up a bit more I’d pick 
it over the former. I think the Adventure generation 
is particularly well done. Looking beyond just the 
design of the system and creating stuff like that is 
what makes a game like this go from good to great. 

This is the first adventure game I’ve read in a while 
that I’d describe as beautiful. You wrote a text 
that teaches people how to construct genuinely 
wonderous atmosheres and situations. Similar to 
Emily Care Boss’ finalist game As Above, I like that 
this creates an Above and Below that are distinct 
and characterful without relying on a tired good/evil 
binary. The guidelines for creating Adventures are 
thorough, polished, and inspiring.

Positive Feedback for The Worlds Above And...



It seems like token accumulation would happen 
quite rapidly. I wonder if it’d be better to only award 
one per session, rather than an estimated average 
of two per session. Finally, I think it’d be good to 
award players a token at the start of the first session, 
as the ability to buy allies and opportunities seems 
like an awesome opportunity that it’d be a shame to 
miss on one-shot games. Between abilities, artefacts, 
and allies... it seems unlikely that complications 
would rarely arise. If this is the case, and playtesting 
revealed the need to tweak the curve, one option 
would be to assign a d6 for the success die and a d8 
for the complication die.

I’m concerned about the accumulation and use 
of tokens. Especially with something as nebulous 
as “spend a token to take a significant step closer 
to the Enemy,” I worry about GM-bullshitting 
that makes player input (and use of fairly earned 
resources) ultimately worth nothing. I think hard-
coding something stronger around this particular 
use of tokens will make this more socially and 
mechanically functional. Without having done deep 
mathematical analysis, just from a read of the text it 
seems like tokens will pile up quickly and spending 
them will lose their excitement (“I guess I’ll get...
another friend.”). Maybe not, but something to keep 
an eye out for.

Critical Feedback for The Worlds Above And...


