SiSSYFiGHT 3000
SiSSYFiGHT simulates a schoolyard fight between little girls. Each girl begins with 10 Self Esteem chips and the goal of the game is to reduce your opponent’s self-esteem to zero.  When there are only one or two players left with any self-esteem, they win the game.

RULES
Setup

Each player starts with: 

1. Three “action” cards (“SOLO,” “TEAM,” and “DEFEND”) 

2. Six “target” cards (“red,” “green,” “blue,” “black,” “white,” “grey”).

3. Ten chips. 

Each player should pick one of the six “target” colors as his color.  No two players should have the same color.   Put your “target” card for your color in your badge holder, and display it so that everyone can see what color you are at all times. 

Play

1. Each turn, players choose one action card and one target card in secret.

2. Players can communicate publicly through word and gesture only.  Players are not allowed to whisper, make gestures that are not visible to all other players, or to communicate through other means such as written notes or showing some of their cards.

3. When everyone has made up their mind, all of the players reveal their actions simultaneously and resolve the results (see the Actions section below).

4. When a player runs out of chips, that player is out of the game.  

5. If at the end of a turn, only one or two players are left, those players win.

Actions

The “target” of an action is the player whose color matches the target card you played with the action. 

· SOLO – A solo attack against the target.  The target discards one chip.

· TEAM – A team-up attack against a target.  If two or more players use this action against the same target, the target must discard two chips for each TEAM attacker that targets him.  If only one player uses a TEAM attack against a particular target, the TEAM attack has no effect. 

· DEFEND – This is a defensive action; the target card you played this turn has no effect.  The total number of chips you must discard this turn is halved, rounded down.  However, if no other player targeted you, you must discard one chip. 

SiSSYFiGHT 3000 is a simplified version of SiSSYFiGHT 2000.  The original game was designed by Eric Zimmerman, and can be played online at www.sissyfight.com.

THREE MUSKETEERS
RULES
Three Musketeers is played by two players on a 5x5 grid.  One player has three pieces (the “Musketeers”) the other has 22 (the “Cardinal’s men.”)   The initial board looks like this:
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1. Each player moves one piece each turn.  The Musketeer player moves first.

2. The Musketeer player moves by sliding one of his pieces to an adjacent space occupied by an enemy.  The enemy piece is captured and removed from the board.

3. The Cardinal moves by sliding one of his men to an adjacent empty space.

4. Diagonal moves by either player are not allowed. 

5. The Cardinal’s goal is to maneuver the Musketeer pieces into the same row or column.  If this ever happens, the game is over and the Cardinal wins.

6. If the Musketeer player is unable to move because there are no enemies adjacent to any of his pieces, he wins. 

Three Musketeers appears in Sid Sackson’s book “A Gamut of Games.”  It was designed by Haar Hoolim.  
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