Leadership rules

Leadership

“The art of communication is the language of leadership”
-

Quick rules
reference

James Humes

Game Overview:
This game takes at most 15 minutes to play. The goal of the game
is to be the first cooperative to finish it’s assigned tasks. Each
cooperative is made up of 1 leader and 2 team members. The
leader’s task is to clearly and effectively describe the tasks the
individual team members must perform. The team members task is
to decipher the Leaders instructions and carry them out as
effectively as possible. Will you lead your cooperative to success
or ruin?

Materials:
Mini Game 1: Culling the herd! (material for each set of minigames)
36 Tiles with animals of different breeds on the front, Tags in different
shapes, colors and with a number. (print as 5 x 5 cm two sided tiles)

10 herd-Cards with symbols and instructions for which tiles to remove.
(print as 7x12cm double sided cards)
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Overview: be the
cooperative that most
effectively completes its
tasks.

Leadership rules
3-minute timer
Mini Game 2: Construction (material for each set of minigames)
28 blocks in different colors and shapes (red, green, blue, yellow)
(Cylinder, square, pyramid)
1 Foundation tile with symbols on them (print as 16,8 x 16.8 one sided)
7 floor Tiles with Symbols on them in different sizes (print as 16,8 x 16.8
one sided)

6 Schematic-Cards with over how to place the blocks and Tiles
(print as 7x12cm double sided cards)

4-minute timer
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Game Concepts:
Communication:
Good communication is one of the most important concepts in a
cooperative and one of the most important features of a great leader. As
a team will have to establish clear and effective means of
communicating difficult and abstract concepts.
As a leader you not only need to be effective when communicating
information but also prioritize who should get what information and
when.
There are some general rules regarding communication to make things a
little more difficult.
•

•

•

The leader may not tell the team member they got
things wrong unless directly asked by the team member
or when checking to see if they correctly carried out
their task in full.
o This is to simulate the need for leaders to trust
their team mates and not micro manage
unnecessarily.
The leader may never give hints or make any use of the
“correct solution” part of each key-card. That
information can only be used when checking if the task
is carried out correctly.
o For example you may not say “you need the
brown cow with a red circular tag with the
number 4”. Instead use the clues and
instructions on the herd/schematic cards.
Team members may at any time help each other if
needed and time permits.

Leader may not tell team
members they got things
wrong unless directly
asked by the team
member.

The leader may not
directly talk about the
“correct solution”

Team members may help
each other if time
perimits

Timers:
The game uses multiple timers with differing amount of time. Use your
phone or other timers and set them to 3 respectively 4-minute timers.
This is to force the leader to make difficult choices regarding which team
member to help. Also set 1 main timer to 12 minutes. This timer is never
reset.
Timers may only be reset if at least one task has been completed since
the timer was reset last.
If a timer ever runs out or are illegally reset on purpose the team
immediately loses.
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The game uses timers,
use cellphones or other
timer devices
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Module 1: Culling the herd
Overview:
The Leader will relay information to the team member regarding what
animal tiles to cull from the herd. They are found on a key card. The
team member will cull animals from a set of corresponding animal tiles
until only two remain. then confirm that it is the correct animal tiles
with the leader. If correct move on to the next task. If not correct gather
together all the discarded tiles in front of the player and start again with
the same card.

Use the herd card to
communicate which
animals to cull

Leader:
Your task as the leader is to identify the most pertinent information on
the Key Card and relay it to your team mate. The top section of the key
card describes to which tiles must be removed. The bottom section
describes which 2 animals should be the only tiles left when you are
done.
There are different types of clues that you can given to your team
member:
•
•
•
•

What kind of animal to discard? (for example, all brown horses)
What shapes of animal tag to discard (square, circular triangle)?
What color of tag to discard (red, blue, yellow)?
What numbers to discard( 1,2,3,4…)

Fig. 1 for example: this card wants the team member to discard the following tiles: All
brown and black horses. Blue, red, yellow (all) square tags. All tiles with the following
numbers:9,5,1. All tags with the following color: red, blue. If the team member discarded
all the correct tiles only: a brown Cow with a yellow triangular tag with the number 2 on
it and a White Chicken with a yellow triangular tag with the number 7 on it should be
left.
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Be effective when
communicating. Chose
clues carefully to be
efficient.
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Team member:
Your task as team member is to quickly and precisely cull the correct
tiles from the tile pool. The leader will give you specific instructions and
you will have to identify which tiles correspond to the specific
instructions and “cull them from the herd”. When the leader is not
actively giving orders it might be a good idea to sort the tiles into
categories. If you do it correctly you should have only two tiles left in the
end. Confirm it’s the correct tiles with the team leader.

Fig. 2 these are the different animal types in the game. These symbols are used to
identify which tiles are to be discarded.

Fig. 3 these are the different tags the animals can have. There are three different shapes
(from left to right) Circle, Square, Triangle. And three different colors (from left to right)
Red, Yellow, Blue. In addition all the tags have a number between 1-9 on them. These
symbols are used to identify which tiles are to be discarded.
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Create a good procedure
to effectively cull the
herd!
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Module 2: Homestead
Overview:
The leader will relay the information from the Key-card regarding which
color and shape of block should be placed on which Symbol square on
the Foundation board. When the Team member has completed the
structure according to the Key-Cards instructions, confirm it is correct. If
correct you may flip you sand timer when needed and proceed to next
task. Otherwise raze the structure and start again with the same card.
Leader:
The leader will relay information regarding the construction of a
structure on the foundation board. Each structure uses a different set of
blocks and floors.

Fig. 4 as an example, on this card you first have to set out the 2:1 red cuboid on the
pentagon with a upside-down triangle in it and the pentagon with a square in it. Then
place the yellow and blue cubeoids on the corresponding symbols. Then place the green
floor tile on the Red, yellow and blue Cuboid.
In the following section put out a green 2:1 prism on the corresponding symbols on the
green tile. Etc. etc.
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Use the schematic cards
to communicate what
blocks need to be
positioned where.

Be detailed and clear
when communicating.
Try and create an
internal vocabulary to
speed up the process.
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Team member:
The team member will follow the instructions of the leader and
deciphering his description of which symbols, shapes and floors should
be used and how they are placed. When the Structure is finished
confirming it’s correctness with the leader.

Fig. 5 These are the foundation and floors that the team member use in conjunction with
the blocks to form the specific structures.
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Listen carefully and really
try and understand what
you leader wants.
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Set up:
divide the group into Cooperatives made up of 3 people. Appoint a
Leader of the Cooperative and choose who will be the team mates.
Either decide amongst yourselves or choose randomly.
The leader then takes all the schematic and herd Cards corresponding to
each module and gives the rest of the materials of each module to one
of the team members.
Decide who gets what module. Either the leader decides based upon
what she/he thinks is best or the team members are randomly given a
module.
Shuffle each Key-Card deck separately and deal, face down:
•
•

5x herd cards
3x schematic cards

Divide group into teams
of 3. One leader and two
members.

Leader takes all
Schematic/herd cards.
Deal out the other
modules to the other
team members.

Draw 5x herd cards
Draw 3x schematic cards

Fig. 6 This shows all the components and how to distribute them (1) is the Schematic
cards, (2) is the Herd Cards. These will be kept in 2 separate piles and only the leader will
use them. (3) is the Floor Tiles and blocks, these go to the team member who will oversee
building the homestead. (4) is the herd of animals that is given to the other team
member.

These are the tasks to be completed before the 12 minutes are up!
Each team member sets up the modules as follows:
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Module 1: Culling the herd
Spread out all the animal tiles in front of the player randomly. Make sure
that they are all animal side up and that none of the tiles are
overlapping. Set a 3-minute timer.

Culling the heard
Spread our all animal
tiles randomly.

Fig. 7 (1) Spread out the tiles in front of the team member in charge of culling the herd. (2)
Make sure that no tile is tag side up.

Module 2: Homestead
Place the Foundation tile in front of the player. Place all of the Blocks
and Floor tiles within reach of the player. Make sure that all floor tiles
symbols can be easily seen. Set the 5 minutes Sand timer to one side

Fig. 8 (1) place the foundation tile in front of the team member. Make sure the Tiles (2)
and Blocks (3) is within easy reach for the players.
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Homestead
Take all tiles and blocks
that are part of the
homestead module.
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How to play:
First the leader takes 2 tasks from each module’s card deck. The leader
should now have 4 cards in hand.

Leader draws 2 cards
from each deck. Total of
4 cards in hand.

Start timers and start
giving instructions.

When a task Is
completed put in discard
pile and draw
replacement.
when one team is
finished they win the
game.
Fig. 9 (1) 4 the leader has 4 cards, he may give clues regarding one herd card And one
Schematic Card at the same time. At the start of the game he should have three (2) Herd
cards left and (1) schematic Card Left.

The leader can now look at the cards to make sure he understands the
different tasks to be assigned and their difficulty.
When ready the team starts their timers and the leader can start giving
instructions to his teammates. According to the instructions on the keycards.
Each time a team member successfully completes a task put that keycard into a completed tasks pile.
This continues until one team has finished their 8 tasks. That team is
declared the winner and their leader is crowned the king of
communication!
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Culling the Herd Example turn.
Fig. 10 The leader looks at his Herd card (1) and decides to
ask his team member to remove all horses (brown and
black)
The member looks for all the horses and removes them

Fig. 11 The horses are now removed; The Leader sees that
there is no more instructions regarding animals on the card
(1) and tells the member to flip his tiles over.
The team member starts flipping their tiles (2).

Fig. 12 With the tiles now flipped, the leader looks at the
card and decides that the team member should remove all
square tags (all blue, yellow and red tags).
The team member starts looking for the appropriate tiles
(2). And removes them.
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Fig. 13With the square tags removed, the Leaders looks at
the card (1) and decides to ask the team member to remove
all the red and blue tiles.
The team member looks for those specific tiles and removes
them.

Fig. 14 with only a few animals left the leader decides to
give the final clues. He asks the team member do discard all
tiles with the numbers: 9,5 and 1.
The team member quickly discards the remaining tiles.

Fig. 15 the Team member then asks the team leader. Is the
animals that we were supposed to find a white chicken with
a yellow triangular tag with the number 7 on it and a brown
spotted cow with a yellow triangular tag with the number 2
on it?
The leader then responds: Yes, it is! And then discards the
herd card. And if there is more herd cards, he draws a
replacement, If it was the last card of the game you are done
with all your tasks and win the game.
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Fig. 17 the leader take a look at the card (1) and decides
what order to give the instructions. He decides to ask the
team member to add the red, yellow and blue cuboid to the
specified symbols (trying to communicate the shapes
clearly).
The team member adds them to his foundation board.

Fig. 16 With the tiles added the leader asks the team
member to add the green tile so that it covers the red,
yellow and blue cuboids.
The team member adds the green tile as instructed.

Fig. 18 with the green tile added the leader quickly moves
onto adding the Green prism to the indicated spaces on the
green tile. Then also asks the team member to add the green
cylinder and the red cube to the designated spaces.
The team member quickly adds them.
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Fig. 19 With the structure quickly becoming complete, the
leader moves onto adding the purple tiles to the specified
shapes, in this case one purple tile to the green cylinder and
one purple tile to the red cube.
The team member does so!

Fig. 20 now nearing completion the leader asks the team
member to add the final touches, a green prism tile to the
purple tile with the designated symbol and one red prism to
the designated purple tile. Then finally a red vault to the
designated symbols.
The team member hurries to add them.

Fig. 20 with the building complete the Team member then
asks the team leader. Is the building built correctly?
The leader looks at the schematic and then responds: Yes, it
is! And then discards the schematic card. And if there is
more schematic cards, he draws a replacement, If it was the
last card of the game you are done with all your tasks and
win the game.
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Variants:
Easy does it (Easy mode):
To make the game easier do the following:
Increase timers to
Culling the herd: 4 minutes
Homestead: 5 minutes
Overall timer: 15 minutes

To easy! (Hard mode):
To make the game harder do the following:
decrease timers to
Culling the herd: 2 minutes
Homestead: 3 minutes
Overall timer: 10 minutes

One team one leader (cooperative mode):
If too few for the team game or if you just want a fully cooperative
challenge just play the game with one single team.

One team two leaders (cooperative mode):
If you are 5 people or if you just want a fully cooperative challenge just
play the game with one single team but with two leaders and each team
member can potentially work on 2 tasks at once.
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