
Change Log – From Alpha to Beta 
Roll for Student Initiative Series 
 
The Conference Experience v4.0 

• Removed the “Boss Battle” system to eliminate confusion and to simplify the 
presentation session. Feedback proved that it was too confusing and didn’t seem 
necessary. 

• Replaced the “Boss Battle” system with a “Roll for Initiative” which adds a 
“preparedness level” for the presentation session. This system also added the ability to 
skip sessions to work on the presentation. 

• Changed the language and hierarchy of the steps and options for each section. The 
workflow and steps are more prominent. 

• Removed ability to gain more dice (Boss Battle System) and replaced it with a reroll 
system. The rerolls can be used on any roll and are highlighted in the new presentation 
session model. Rerolls can be earned from outstanding performance throughout the 
game. 

• Added NP and XP as currency in the store. 
• Added a “Nightlife Roll” after the day’s sessions end. This section has three steps which 

include networking opportunities, dinner, naps, working on presentations, and bar 
crawls. This showcases the other elements that go into fatigue and networking while at 
conferences.  

• Added a “fatigue threshold” where if a player hits a fatigue level of 10, they instantly 
end the day and fall asleep. This adds a larger focus on the fatigue penalty. 

• Added a “networking success” model for the end of the game. For each increment of 10 
for NP, the dice roll gains +1. Players roll a d6 to determine the result of their 
networking success. 

• Added an “XP Results Chart” which gives real goals of conference success.  
• Adjusted a few rewards and penalties for different rolls. 
• Added some instructions to clarify actions. 
• Added an “End of Day” summary for a way to move onto the next day of the conference 

or to finish the game.  
• Added a “Detailed Playthrough” which narrates a player going through the game.  
• Added a “To Play” instruction at the beginning to better explain the sections.  
• Added a “Conference Goer Sheet” for players to record their progress.  
• Revised general setup. 

 
Surviving the Classroom v2.0 

• Added the “PhD Student Card” to keep track of statuses and skills. This companion sheet 
will make the organization and flow of the game easier for players. 

• Removed redundant language throughout the game to make it easier to follow. 
• Revised the “Order of Operations” for general understanding. 
• Added detailed language for each operation under each week. This is also highlighted 

through a hierarchy that focuses on each action and organization. 



• Revised the process of turning in “Coursework” to minimize confusion. Now the weights 
are only influencing the anxiety status.  

• Revised the accumulation of fatigue throughout to make it more authentic.  
• Added language to better understand the “Discussion Checks.” 
• Added an “Endgame” section which details what to do at the end of week 15. This gives 

a more clear-cut score and purpose.  
• Added a statement about the score and purpose of the game. This was commented on 

by several playtesters. This will become more robust in the next version and critical 
essay, but it explains that PhD students don’t emerge unscathed from the process, but 
can track their progression.  

• Added a statement about sharing experiences. This will become more robust in the next 
iteration, but—in the true nature of the game—this is supposed to be an experience 
that helps students, faculty, staff, and family understand the difficulties of coursework 
and how mental health and physical health shift. Eventually there will be a site that 
players can submit to. 

• Added “Sickness” effects (not detailed before). Sickness is for when Fatigue hits 100. 
Sickness ends the week immediately and changes several effects. 

• Readjusted a few effects on the roll charts. 
• Added a detailed playthrough to demonstrate the workflow.  
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Playtest Working Title: “The Academic Conference” 
Created by Christopher Stuart 
 
Welcome to The Academic Conference! This game’s purpose is to simulate a national 
conference experience and all it has to offer. The object of the game is make it to the end of the 
conference with the most experience points (XP) and networking points (NP) you can for a 
successful conference experience. To do so, you will have to attend panels, deliver your 
presentation, and meet the luminaries in your field, but how you do this is up to you. With 
every session fatigue grows and saps your potential. Can you optimize your conference 
experience? 
 

Overview 
Setup: You may use a conference schedule from your favorite conference or you may adapt the 
“default” schedule below. If you are presenting at the conference, make sure you replace the 
appropriate session with the “Presentation Session.” Before the start of the game, roll for 
initiative to determine your preparedness level. It is important to keep track of your experience 
points (XP), networking points (NP), rerolls, fatigue, and preparedness level. Make a small chart 
on a piece of paper or use the downloadable “Conference Goer” sheet.  
 
To Play: Determine your preparedness level before starting. Each session starts with Action One 
where you roll for your fatigue score. After you assess your fatigue, go to Action Two where you 
can choose to trade XP or NP at the store for bonuses and either attend or miss a session. If you 
miss a session, you skip Action Three and move to Action Four if it is the final session of the day, 
otherwise you go back to Action One. If you choose to attend a session in Action Two, you roll 
to see if you bump into someone in the hall and choose whether to stop or not. Action Three is 
to attend a session or do your presentation. Make sure to follow the right metrics based on 
what you are doing in the session. After Action Three, you move to Action Four unless there are 
more sessions. You repeat this for the entirety of the conference schedule. 
Note: For a detailed playthrough, go to Page 7. 
 
Goal: The player wants to average 6XP a day. The final calculation of success is detailed on Page 
6. 
 
Default Conference Schedule: Thursday 5 Sessions// Friday 5 Sessions// Saturday 3 Sessions 
 -Include a “lunch” break after first 3 sessions  
Order of Operations: 
 Preparedness Roll (before game starts) 

1. Action One: Fatigue Roll 
2. Action Two: Instance Roll 
3. Action Three: Session/Presentation Roll 
4. Action Four: Nightlife [if no more sessions for day] 
5. Repeat Based on Session Schedule 

 



V4.0 2 

 
Needed Materials: 
 -One Six-Sided Dice 
 -Paper and Writing Utensil 
 -[Optional] Printed Conference Goer Sheet 
 
Before you start, Roll for Initiative 

Roll for Initiative (Preparedness Level) 
1 = Abstract Status (need 4 prep points to be “prepared”) 
2-3 = Sloppy Half Draft (needs 3 prep points to be “prepared”) 
4-5 = Strong Draft (needs 2 prep points to be “prepared”) 
6 = Minor revisions, but Prepared 

4 Levels of Preparedness (for presentation) 
 Minor Revisions, but Prepared (+1 Reroll) 
 Strong Draft 
 Sloppy Half Draft (-1 to dice roll) 
 Abstract Status (-2 to dice roll) 
 
ACTION ONE: Fatigue Roll 
Fatigue Roll at start of session 
   

When Fatigue Level £4 Fatigue level >4 
1 = Exhausted (-2 to dice roll for session) 1 = Exhausted (-2 to dice roll for session) 
2-5 = Tired 2-3 = Very Tired (-1 to dice roll for session) 
6 = Ready to Go (+1 dice reroll) 4-5 = Tired 
 6 = Ready to Go (+1 reroll) 

 
Note: If your Fatigue Level hits 10, the player ends the day, falls asleep, and gains -4 Fatigue. 
 
ACTION TWO: Instance Roll 
Instance Rolls (before every session) 
Store [optional] 

Coffee/Tea 
  Costs 1 NP or 5 XP, adds +1 to dice rolls for 2 sessions 
 Energy Drink  
  Costs 2 NP or 10 XP, adds +2 to dice rolls for 2 sessions, and +1 fatigue 
Choice One: Skip Session (Choose One) 
 Take Nap (Miss Session) 
   1 = Oversleep, miss two sessions. (-3 fatigue) 
   2-5 = Deep Sleep. (-2 fatigue) 
   6 = Perfect Power Nap. (-3 fatigue) 

-or- 
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Professional Development (Miss Session) 
   1 = Leave in First Five Minutes (-2XP and -2 NP) 
   2-3 = Engage in Some Discussion (1XP and +.5 NP) 
   4-5 = Engage and Ask Questions (2XP and +2 NP) 
   6 = Lead a Session and Gain a Mentor (4XP and +4 NP) 

-or- 
 Go to Exhibition Hall (Miss Session and -2 fatigue) 
   1 = Get roped into pitch (0XP) 

2-3 = Buy too many books (3XP) 
   4 -5 = Buy Interesting Book (6XP) 
   6 = Find perfect book (for free) (9XP) 

-or- 
 Work on Presentation (Miss Session and +1 fatigue) 
   1 = Lobby too Loud. (No Preparation Done) 
   2-3 = Small Talk and Working (No Preparation Done) 
   4-5 = Headphones in and Working (2XP and +1 Preparation) 
   6 = In the Zone (5XP and +2 Preparation) 
 
Choice Two: Go to Session 
 See Person in Hall 
  Roll for person (If you choose to stop, -1 to dice roll on make session roll) 
   1 = Nobody (ghost of former self) 
   2-3 = Former or current colleague (1XP) 
   4 – 5 = Person in Field of Study (2XP and +1 NP) 
   6 = Luminary (4XP, +1 reroll, and +4 NP) [Miss Session if Chosen] 
ACTION THREE: Session Roll 
First, Roll to see if you make it to the session. Remember, if it is the session you are presenting 
at, make sure to use the “Presentation Session” metric. For Lunch Sessions, you do not have to 
roll if you make the session. 
 
Regular Session Presentation Session 
1 = Missed Panel (-4XP and -1 NP [skip to  
       next Action]) 

1 = Missed Panel (-10XP and -10 NP [skip to 
       next Action]) 

2-3 = Miss first Speaker 2-5 = Just in Time 
4-5 = Standing Room Only (2XP) 6 = 15 Min Early to Set Up (5XP +1 reroll) 
6 = Front row seat (3XP +1 reroll)  

Session Type One: Non-Presentation Roll [+1 Fatigue] 
 Active Tweeting (Optional) 
  1 = Distracted and Miss Panel (-4XP, and -1 NP) 
  2-3 = Distracted but still Tweet (+.5 NP) 

4-5 = Tweet Several Times Using Hashtag (1XP and +1 NP) 
  6 = Spot on Tweets (2XP, +1 reroll, +2 NP) 



V4.0 4 

  
Pay Attention 
  1 = Completely Distracted (-4XP) 
  2-3 = Take Some Notes 

4-5 = Take Copious Notes (2XP) 
  6 = Really Connect with Panel (3XP +1 reroll) 
 Ask Question 
  1 = Speak Incoherently (-4XP) 
  2-3 = Ask Question that has been Already Answered 

4-5 = Ask Question that Promotes Solid Answer (2XP) 
6 = Ask Question that Promotes Great Conversation (3XP, +1 reroll, and +2 NP) 
 

Session Type Two: Presentation Roll (Reference Preparedness Level) [+1 Fatigue] 
 Speaking Role 
  1 = Nobody Shows (not even your panel) (-4XP, and skip to next session) 
  2-3 = Tech Issues 

4-5 = Adequate Presentation (2XP and +.5 NP) 
  6= Knocked out of the park (3XP, +1 reroll, and +2 NP) 
 Take Question 
  1 = No Questions 
  2-3 = Rambling Self-promotion 

4-5 = Tangential Question (2XP) 
  6 = Illuminating Question (4XP) 
 Respond to Question 
  1 = Stare Blankly (-4XP and -5 NP) 
  2-3 = Give a Non-Answer (-2XP and -2 NP) 

4-5 = Adequate Answer (2XP and +1 NP) 
  6 = Breathtakingly Nuanced Response (4XP, +1 reroll, and +4 NP) 
Session Type Three: Lunch (Choose One) 
 Take a Nap 
  1 = Oversleep, miss two sessions. (-3 fatigue) 
  2-5 = Deep Sleep. (-2 Fatigue) 
  6 = Perfect Power Nap. (-3 fatigue) 

-or- 
 Professional Lunch 
  1= Food is very late. (miss next session) 
  2-3 = Busy Restaurant and Some Conversation (1XP and +.5 NP) 
  4-5 = Good Conversation and Connections (2XP and +2 NP) 
  6 = Great Networking with Luminaries (5XP and +5 NP) 

-or- 
 Lunch on Your Own 
  1= Food is very late. (miss next session) 
  2-5 = Busy Restaurant but Good Food 
  6 = Quick Food and Some Company (5XP and +1 NP) 
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ACTION FOUR: Nightlife Roll [If No More Sessions] 
 
Step One: Dinner (Choose One) 
 Dinner on Your Own 
  1= Food is very late. (+1 Fatigue) 
  2-5 = Timely Food 
  6 = Quick Nutritious Food (5XP and -1 Fatigue) 

-or- 
Colleague Dinner [skip Step 2] 

  1= Food is Very Late; More Alcohol. (+1 fatigue) 
  2-3 = Busy Restaurant and Some Conversation (1XP) 
  4-5 = Good Conversation (2XP and +1 NP) 
  6 = Great Conversations and Mentoring (5XP, +3 NP, and +1 Fatigue) 

-or- 
 Program Dinner [skip Step 2] 
  1= Food is very late; More Alcohol. (+2 fatigue) 
  2-3 = A Lot of People, but Little Conversation (2XP and +1 Fatigue) 
  4-5 = Good Conversation and Several Connections (4XP and +2 NP) 
  6 = Great Networking with Luminaries (8XP, +5 NP, and +1 Fatigue) 
Step Two: Player’s Choice 
 Take a Nap 
  1 = Overslept. Wake in Morning. (-3 Fatigue) 
  2-5 = Sound Sleep. (-2 Fatigue) 
  6 = Perfect Power Nap. (-3 fatigue and +1 to dice roll on Step Three) 

-or- 
 Work on Presentation 
  1= Roommate Snores Loudly. (No Preparation Done) 
  2-3 = Minimal Tweeting and Facebooking and Working (No Preparation Done) 
  4-5 = Headphones in and Working (2XP and +1 Preparation) 
  6 = In the Zone (5XP and +2 Preparation) 

-or- 
 Sit at Hotel Bar [Introverted] 
  1= Standing Room Only Next to Chatty Group (+1 Fatigue) 
  2-3 = Sit at Bar with Drink of Choice and on Social Media 
  3-4 = Sit at Bar with Drink of Choice and Talk with Friends (+1 NP) 
  6 = Talk through Presentation with Friends (5XP, +2 NP, and +1 Fatigue) 
    -or- 
 Sit at Hotel Bar [Extraverted] 
  1= Standing Room Only Next to Loud Speaker (+1 Fatigue) 
  2-3 = Sit at Bar with Drink of Choice and on Social Media 
  3-4 = Sit at Bar with Colleagues and Debate Topic of Choice (2XP and +1 NP) 

6 = Introduce Yourself to Luminary and Hold Conversation (5XP, +2 NP, +1 
Fatigue, and Skip Step 3) 
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Step Three: Player’s Choice 
 Go to Bed 
  1 = Loud Roommate that Won’t Sleep. (+1 Fatigue) 
  2-5 = Normal Sleep. (-2 Fatigue) 
  6 = Perfect, Refreshing Sleep. (-3 fatigue and +1 to dice roll on Fatigue Roll) 

-or- 
 Work on Presentation 
  1= Roommate Snores Loudly. (No Preparation Done) 
  2-3 = Minimal Tweeting and Facebooking and Working (No Preparation Done) 
  4-5 = Headphones in and Working (2XP and +1 Preparation) 
  6 = In the Zone (5XP and +2 Preparation) 

-or- 
 Late Bar Crawl 
  1 = Lose Your Group and Bearings (-5XP and +3 Fatigue) 
  2-3 = Bounce Between Bars and Groups (-3XP and +2 Fatigue) 
  3-4 = Meet Interesting People and Have Fun (+1 NP and +2 Fatigue) 
  6 = Find New Best Friend and New Favorite Drink (5XP, +2 NP, and +2 Fatigue) 
 
[End of Day] 
If there’s another day: 

• Draw a line under your XP, NP, and Reroll totals. 
• Determine your Preparedness Level (if didn’t present yet) 
• Determine your Fatigue Level (remember, if Fatigue hits 10, player ends day, falls 

asleep, and -4 Fatigue) 
• Continue with next day and continue with values. 

If the conference is over: 
• Draw a line under your XP and NP Values. 
• Determine your level of “success” at the conference: 

o (Total XP) / (# of total sessions + # of days) = X 
o See “XP Results Chart” below for evaluation. 

• Determine your level of networking “success” at the conference: 
o For every increment of 10 NP, add +1 to dice roll 
o Roll a dice to determine networking results 

1 = Add a Few People to Social Media 
2-3 = Add Several People to Social Media and Loosely Stay Connected 
4-5 = Networking Pays off for Grad School, Future Conferencing, or Job 
Market 
6 = Possible Publications, Job Market, and Colleague Successes 
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XP Results Chart 
X Result 
6+ Very Successful Conference Experience 
5-6 Moderately Successful Conference Experience. This is the average conference 

experience. This shows you understood how to manage your time and your 
fatigue. 

4-4.99 Somewhat Successful Conference Experience.  
< 4 Rocky Conference Experience. This experience will lead to better experiences in 

the future. Next time, think about time management, fatigue, and what 
experiences are valued at conferences. 

 
 
 
Detailed Playthrough 
In this section, a full day’s conference plus one session will be explained step-by-step for ease 
of play. Each action will have a separate paragraph for easy reference: 
 
“Aleesa uses the default conference schedule provided and makes her presentation slot as the 
first session of the second day. She acknowledges her fatigue starts at 0; rerolls are at 0; XP 
starts at 0; and NP starts at 0. Before the conference starts, she must roll for initiative 
(preparedness level). Aleesa rolls a 3 which is a Sloppy Half Draft, which would give her -1 to 
dice roll for her presentation. To get to Minor Revisions, but Prepared, she needs 3 prep 
points. She indicates this on her printed sessions sheet.  
 
“Action One: Fatigue Roll. Aleesa rolls a 4. Since her fatigue is 0, she uses the first metric which 
equates to “tired,” a neutral status. Now she’s ready for the instance roll. 
 
“Action Two: Instance Roll. Since Aleesa doesn’t have any NP or XP to spend, she skips over the 
optional Store choices. One of her friends is presenting at the first session, so she selects choice 
two. She does a check to see if anyone is in the hall and rolls a 5. She chooses to stop to get the 
2XP and 1NP which gives her a -1 penalty to her first roll in Action Three. 
 
“Action Three: Session Roll. To see if she makes the regular session, Aleesa rolls a 4, but her 
roll penalty brings it to a 3 which means she missed the first speaker. For attending the session, 
she gains 1 Fatigue. Aleesa decides to skip the optional Active Tweeting roll and move on to the 
Pay Attention roll. She rolls a 2, indicating that she took some notes, but does not gain a bonus. 
Aleesa then rolls to see if she can Ask Question, which she does by rolling a 6. By getting a 6, 
she gains 3XP, 1 reroll, and 2NP.  
 
“Aleesa finished the first session, but there are 4 more for the day, so she goes back to Action 
One: Fatigue Roll. Aleesa rolls a 6 and her fatigue level is fatigue 1, so she uses the first metric 
indicating she is ready to go and gains another reroll.  
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“Action Two: Instance Roll. Aleesa decides to go to a session so she rolls to see if she runs into 
anyone and she rolls a 2. She decides to skip the bonus and go to Action Three. 
 
“Action Three: Session Roll. To see if she makes the regular session, Aleesa rolls a 1 which 
would indicate that she missed the panel and would suffer multiple penalties. However, she 
chooses to use a reroll and rolls a 4 which gives her 2XP. For attending the session, she gains 1 
Fatigue bringing her to 2. Aleesa decides to skip the optional Active Tweeting roll and move on 
to the Pay Attention roll. She rolls a 3, indicating that she took some notes, but does not gain a 
bonus. Aleesa then rolls to see if she can Ask Question, which she does by rolling a 4, granting 
her 1XP and 1NP. 
 
“Aleesa finished the second session, but there are 3 more for the day, so she goes back to 
Action One: Fatigue Roll. Aleesa rolls a 5 and her fatigue level is fatigue 2, so she uses the first 
metric indicating she is tired and gains no bonus or penalty.  
 
“Action Two: Instance Roll. Aleesa decides to use the store to spend 2NP to get an energy 
drink which will give her +2 to dice rolls for 2 sessions, but also 1 fatigue. She did this to get 
better rolls for the next two sessions so she can work on her presentation. She decides to select 
choice one: work on presentation, which requires her to miss the session and 1 fatigue, 
bringing her to 4. She rolls a 4, which becomes a 6 from her energy drink, giving her 5XP and 2 
Preparation, bringing her preparedness level to a strong draft with only 1 more point to be 
fully prepared. Since this skipped a session, she goes back to Action One. 
 
“Session 4 of the default schedule is a lunch session. For Action One, Aleesa recognizes she’s at 
level four, the last of the first fatigue level metric. She rolls a 2 which, even with her energy 
drink, she is still at the basic state.  
 
“Since Aleesa wants to attend lunch, she selects choice two and rolls to see if she sees anyone 
and rolls a 3 which becomes a 5. She gains 2XP and 1NP after deciding to stop.  
 
“For Action Three, Aleesa does not have to roll to see if she makes the session because it is a 
lunch session. She selects session type three and decides to take a nap to get rid of some 
fatigue, she rolls a 5 which becomes a 7 with her energy drink and lowers her fatigue by 3 
points, bringing it to 1.  
 
“Aleesa finished the fourth session, leaving only 1 session left for the day. She goes to Action 
One and makes a fatigue roll, getting a 3 for no penalty. 
 
“For Action Two, Aleesa decides to work on her presentation and skip the next session. Aleesa 
rolls a 5 which grants her 2XP and a point towards preparedness bringing her to minor 
revisions, but prepared which grants her a reroll. Since she missed the session, and there are no 
more sessions for the day, she moves on to Action Four: Nightlife Roll. 
 



V4.0 9 

“Action Four has three steps. For the first step, she chooses to attend a program dinner. Aleesa 
rolls a 1, but decides to use a reroll, and rolls again for a 5 which rewards her with 4XP and 
2NP. Since she chose the program dinner, she skips step 2 and moves to step 3. Since her 
presentation is done, she decides to choose the late bar crawl and rolls a 1. She decides to use 
her last reroll and rolls a 2 which comes with a -3XP and 2Fatigue penalty.  
 
“Now, it is the end of day. Since there are two more days, Aleesa draws a line under her XP, NP, 
and rerolls. She notes her preparedness level is at the top level and her fatigue is a 3. The next 
day has her presenting at the first session and she is out of rerolls.  
 
“Action One: Fatigue Roll. Aleesa rolls a 4. Since her fatigue is 3, she uses the first metric which 
equates to “tired,” a neutral status. Now she’s ready for the instance roll. 
 
“Action Two: Instance Roll. Since she is out of rerolls and her presentation is coming up, she 
decides to use 1NP to buy tea at the store to gain 1 to dice rolls for 2 sessions. She rolls to see if 
anyone is in the hall and rolls a 6, but she cannot miss her session so she decides not to stop.  
 
“Action Three: Session Roll. To see if she makes her presentation, Aleesa rolls a 4, and her 1 to 
dice roll doesn’t give her a bonus here. Aleesa looks at session type two and adds 1 fatigue. For 
her speaking roll, she rolls a 1, but her bonus from tea brings it to a 2 which is the baseline and 
does not give her a penalty. For take question, she rolls a 5, and with her tea, it becomes a 6, 
which earns her 4XP. Finally, she rolls a 3, but with the tea, it comes to a 4 which grants her 2XP 
and 1NP. Since she still has four more sessions for the day, she moves back to Action One.” 
 



PhD Student Card 
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 +1 +2 +3 +4 +5 +6 +7 +8 +9 +10 
Rhetorical 
Knowledge 

+3 to 
KC 

+6 to 
KC 

+9 to 
KC 

+12 
to KC 

+15 
to KC 

+18 
to KC 

+21 
to KC 

+24 
to KC 

+27 
to KC 

+30 
to KC 

Labor +1 to 
PR 

+2 to 
PR 

+3 to 
PR 

+4 to 
PR 

+5 to 
PR 

+6 to 
PR 

+7 to 
PR 

+8 to 
PR 

+9 to 
PR 

+10 
to PR 

Focus +3 to 
FC 

+6 to 
FC 

+9 to 
FC 

+12 
to FC 

+15 
to FC 

+18 
to FC 

+21 
to FC 

+24 
to FC 

+27 
to FC 

+30 
to FC 

Nuance +1 to 
NR 

+2 to 
NR 

+3 to 
NR 

+4 to 
NR 

+5 to 
NR 

+6 to 
NR 

+7 to 
NR 

+8 to 
NR 

+9 to 
NR 

+10 
to NR 

 
KC = Knowledge Check || PR = Persistence Roll || FC = Focus Check || NR = Nuance Roll 
  
Student Statuses: 

Anxiety 10 

Fatigue 0 

Ineptitude 50 

 
Student Points: 

Rhetorical 
Knowledge 

 

Labor  

Focus 
 

 

Nuance  
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Playtest Working Title: “Surviving the Classroom” 
Created by Christopher Stuart 
 
Welcome to Surviving the Classroom. This game’s purpose is to simulate a 15-week rigorous PhD level 
course where players engage in readings, class discussions, book reviews, projects, and write a 
publishable paper all while trying to maintain levels of anxiety, fatigue, and feelings of ineptitude. The 
goal is to advance to the end of the 15 weeks with as little fatigue, anxiety, and ineptitude as possible 
while still completing coursework. Students will find it very difficult to complete the game, but it shows 
that students in these classes do not leave unscathed, but do show advancement.  
 
Setup: PhD students start with 3 Student Points. Students choose to allocate the points to Rhetorical 
Knowledge, Labor, Focus, and Nuance, indicated on the PhD Student Card. It is important to note that 
students start with an ineptitude penalty of -3 to all Rhetorical Knowledge dice rolls. Statuses will 
fluctuate every week, so it is important to keep track of each change on the PhD Student Card.  
Note: Once a student point has been allocated to a skill, actions can take away points, but the skill can 
never go back to 0. 
 
At the start, make sure to set the player statuses to the following: 
 Anxiety: 10 
 Fatigue: 0 
 Ineptitude: 50 
 
Players assign three Student Points in the following skills which do the following: 

Rhetorical Knowledge: +3 to d20 per point when doing a knowledge check 
Labor: +1 to d10 per point on all persistence rolls 
Focus: +3 to d20 per point when doing a focus check 
Nuance: +1 to d10 per point when doing a nuance roll 

 
Needed Materials: 
 -At least one 10-sided dice 
 -At least one 20-sided dice 
 -Paper and Writing Utensil 
 -PhD Student Card [optional] 
 
Order of Operations 

1. Check Statuses 
2. Determine Readings for week 
3.  (Weeks 2-15) Choose to Turn in Work or Not 
4. (Weeks 2-13) Choose to Attend Class 
5. Perform Five (5) Discussion Checks 
6. Collect and Apply Student Points 
7. Reassess Statuses 
8. Repeat until Week 15 
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Note: A detailed playthrough can be found on [page 6]. 
Start of Game 
Week 1 

1. Determine Readings for first week 
• Perform a labor roll (percentage of readings done) 
• Perform a focus check (retention) 
• Determine reading status based on Reading Chart 

2. “What wants to be said?” - Perform 5 Discussion Checks 
Roll a d10 (6+ means player is called on) 

a. If called on, perform a Nuance check and a Rhetorical Knowledge check. Determine 
answer efficiency by checking Discussion Chart. 

b. If not called on, move onto second, third, and some more rolls until you hit 5. If not 
called on for all 5, lower focus by 1 rank and lower fatigue by 10. 

3. Allocate Student Points, revaluate Statuses, and determine Penalties. Proceed to next week. 
 
Weeks 2 – 13 

1. Check Statuses 
2. Determine Readings for week 

• Perform a labor roll (percentage of readings done) 
• Perform a focus check (retention) 
• Determine reading status based on Reading Chart 

3. Decide whether to turn in Coursework or not 
• If student decides to turn in Coursework: 

a. Choose Project, Book Review, or Publishable Paper from the Coursework Chart 
b. Perform Rhetorical Knowledge, Labor, Focus, and Nuance checks 
c. Adjust roll values based on Skill Point buffs, Project Effects, and Statuses 
d. Add values together and determine outcome based on Coursework Chart 
e. Apply Status values (apply Student Points at the end of week) 
f. Increase Fatigue by 5 x Weight of Coursework 
g. Increase Anxiety by # of outstanding Coursework 
h. Repeat as Desired 

• If player decides not to turn in Coursework: 
a. Increase Anxiety by Week # + # of outstanding Coursework 
b. Decrease Fatigue by 10 

4. Choose if player attends session 
If player does not attend session, decrease Fatigue by 20, eliminate sickness, and lower 
Rhetorical Knowledge skill by 2. 

5. “What wants to be said?” - Perform 5 Discussion Checks 
Roll a d10 (6+ means player is called on) 
a. If called on, perform a Nuance check and a Rhetorical Knowledge check. Determine 

answer efficiency by checking Discussion Chart. 
b. If not called on, move onto second, third, and some more rolls until you hit 5. If not called 

on for all 5, lower focus by 1 rank and lower fatigue by 10. 
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6. Collect Student Points, apply them to Skills.  
7. Reassess Statuses 
8. Proceed to next week. 

 
Weeks 14 – 15 
Note: For weeks 14 & 15 add 10 Fatigue and 10 Anxiety each. 

1. Check Statuses 
2. Determine Readings for week 

• Perform a labor roll (percentage of readings done) 
• Perform a focus check (retention) 
• Determine reading status based on Reading Chart 

3. Decide to turn in Coursework or not (See Coursework chart for Weight) 
• If student decides to turn in Coursework: 

a. Choose Project, Book Review, or Publishable Paper from the Coursework Chart 
b. Perform Rhetorical Knowledge, Labor, Focus, and Nuance checks 
c. Adjust roll values based on Skill Point buffs, Project Effects, and Statuses 
d. Add values together and determine outcome based on Coursework Chart 
e. Apply Status values (apply Student Points at the end of week) 
f. Increase Fatigue by 5 x Weight of Coursework 
g. Increase Anxiety by # of outstanding Coursework 
h. Repeat as Desired 

• If player decides not to turn in Coursework: 
a. Increase Anxiety by Week # + # of outstanding Coursework 
b. Decrease Fatigue by 10 

4. Collect Student Points, apply them to Skills.  
5. Reassess Statuses 
6. Proceed to next week. 

 
Endgame 
At the end of Week 15: 

• Reduce Anxiety by 25 points. 
• If all coursework is turned in, reduce Ineptitude by 50. 

a. If not all coursework is turned in, increase Ineptitude by Weight x 10 
• Record the final scores for Statuses 
• Record the final student points for each skill 

 
Regardless of scores, you made it through the semester and you should be commended. Coursework is 
traumatic, difficult, rewarding, enriching, frustrating, and demanding. If you crossed out each change, 
you can see your journey through the semester as your Anxiety, Fatigue, and Ineptitude rise and fall. 
Based on the choices you made, how were you affected? What could you do different next time to 
create a better experience for yourself?  
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[Eventually, I will tack a web address and email address for those to post pictures of their cards and 
students can even leave narratives, reflections, or questions and comments to show they are not alone 
in this. If anyone wants to do this while playtesting, all messages can be sent to 
christuartmail@gmail.com] 
 
 

Gameplay Charts 
 
Statuses 

Status Threshold Effect 
Anxiety 25 No effect 

50 -3 to Focus Rolls 
75 -10 to Focus Rolls 
100+ -15 to Focus Rolls, +20 Fatigue 

Fatigue 25 No effect 
50 -1 to Labor Rolls 
75 -3 to Labor Rolls 
100+ Sickness* 

Ineptitude 25 No effect 
50 -3 to Rhetorical Knowledge Rolls 
75 -10 to Rhetorical Knowledge Rolls 
100+ -15 to Rhetorical Knowledge Rolls, -5 to Nuanced 

Roll 
 
*Sickness: If a student reaches 100 Fatigue, the week immediately ends, they gain 15 Anxiety, reduce 
Fatigue by 25 points, and lose 1 student point in Labor and Focus. 
 
Coursework Chart 

Name Quantity Weight Effects 
Projects 5 1 -2 to Labor and Focus rolls 
Book 
Reviews 

2 3 -5 to all dice rolls 

Publishable 
Paper 

1 5 -10 to all dice rolls 
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Coursework Roll Results 
Total Roll (after 
penalties) 

Result Effects 

1-10 Failure -1 to all Skill Ranks, +30 
Ineptitude, +10 Anxiety 

11-20 Didn’t listen to the logos +20 Ineptitude, +10 Anxiety 
21-40 What wants to be said?  
41-60 One, two, and some more +2 Character Points, -10 

Anxiety, -10 Ineptitude 
61+ One with the Logos +3 Character Points, -20 

Anxiety, -20 Ineptitude 
 
 
Reading Chart 

Labor Roll Focus Roll Result Effects 
1-2 1-5 No Effort + 30 Ineptitude, +10 Anxiety, -10 Fatigue 

6-10 Little Effort + 30 Ineptitude, +10 Anxiety, -10 Fatigue 
11-15 Required Effort + 20 Ineptitude, +10 Anxiety, -10 Fatigue 
16-20 Exquisite Effort + 20 Ineptitude, +10 Anxiety, -10 Fatigue 

3-4 1-5 No Effort + 30 Ineptitude, +10 Anxiety, -10 Fatigue 
6-10 Little Effort + 30 Ineptitude, +10 Anxiety, -10 Fatigue 
11-15 Required Effort + 20 Ineptitude, +10 Anxiety, -10 Fatigue 
16-20 Exquisite Effort + 20 Ineptitude, +10 Anxiety, -10 Fatigue 

5-6 1-5 No Effort + 20 Ineptitude, +10 Anxiety, -10 Fatigue 
6-10 Little Effort + 20 Ineptitude, +10 Anxiety, -10 Fatigue 
11-15 Required Effort + 10 Ineptitude, +5 Anxiety, -5 Fatigue 
16-20 Exquisite Effort + 10 Ineptitude, +5 Anxiety, -5 Fatigue 

7-8 1-5 No Effort + 10 Ineptitude, +5 Anxiety, +10 Fatigue 
6-10 Little Effort + 10 Ineptitude, +5 Anxiety, +10 Fatigue 
11-15 Required Effort + 5 Ineptitude 
16-20 Exquisite Effort +1 Character Point 

9-10 1-5 No Effort + 10 Ineptitude, +5 Anxiety, +10 Fatigue 
6-10 Little Effort - 5 Ineptitude, +10 Fatigue, +1 Character 

Point 
11-15 Required Effort - 10 Ineptitude, -15 Anxiety, +10 Fatigue, 

+2 Character Points 
16-20 Exquisite Effort - 20 Ineptitude, -20 Anxiety, +10 Fatigue, 

+3 Character Points 
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Discussion Chart 
Nuance 
Roll 

Rhetorical 
Knowledge Roll 

Results Effects 

1-3 1-10 Nothing to say. + 30 Ineptitude, +10 
Anxiety, - 1 Rhetorical 
Knowledge 

 11-20 Read a quote out loud. +15 Ineptitude, +10 
Anxiety, + 5 Fatigue 

4-6 1-10 Slight rambling. Possibly off topic. +20 Ineptitude, +10 
Anxiety 

 11-20 Repeating what the text or others have said 
with slightly more insight. 

+5 Ineptitude, +5 
Anxiety 

7-8 1-10 Change the topic in successful way. -5 Anxiety 
 11-20 Adds insight into current conversation. - 5 Ineptitude, -10 

Anxiety 
9 1-10 Bring in relevant story to the discussion. -5 Ineptitude, -10 

anxiety 
 11-20 Bring in relevant story with new links to the 

text. 
- 10 Ineptitude, -20 
Anxiety 

10 1-10 A new interpretation is offered and well 
received due to connections. 

-5 Ineptitude, -10 
Anxiety, +5 Fatigue 

 11-20 A profound statement is made and several 
examples from the text are given for backup. 

- 15 Ineptitude, -20 
Anxiety, + 1 Character 
Point 

 
Detailed Playthrough 
“Before entering the classroom, Aleesa determines that she has 2 student points in Rhetorical 
Knowledge and 1 point in the Labor skills. She also acknowledges she has 10 Anxiety and 50 Ineptitude 
before the first class. She is ready for Week 1.  
 
“Aleesa steps into the classroom for week 1. First, she checks her statuses an realizes her 50 Ineptitude 
gives her a -3 to RK rolls. Next, Aleesa determines her Readings by first performing a labor roll; she gets 
a 6 which becomes a 7 with her labor skill. She then performs a focus roll and gets a 19. Aleesa checks 
the Reaching Chart and finds the 7-8 range for Labor, then the 16-20 range for Focus and determines 
her result is “exquisite effort” which affords her 1 student point.  
 
“After the Readings, Aleesa needs to perform 5 Discussion Checks by rolling a d10 5 times (anything at 6 
or higher designates being called on). Aleesa rolls for the first Discussion Check and gets a 2. Her second 
is a 5. Her third is a 9. Since she’s been called on, she goes to the Discussion Chart. First, Aleesa 
performs a NR and gets an 8. She then performs a KC and rolls a 14 which becomes a 20 with her 
Rhetorical Knowledge Skill, but lowered to 17 from her Ineptitude penalty. She checks the Discussion 
Chart and finds the 7-8 range for NR and then the 11-20 range for KR which has a result of “adds insight 
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into current conversation” with an effect of -5 Ineptitude and -10 Anxiety, bringing her Ineptitude to 45. 
She performs her forth Discussion Check and gets a 1 and a 5 for her final check.  
 
“Week 1 is over and Aleesa has 1 Student Point to allocate. She puts the point into Focus. She 
reassesses her statuses and realizes she no longer has an Ineptitude penalty. 
 
… 
 
“In week 6, Aleesa decides to turn in 1 of her projects. To perform a Coursework Check, first, she looks 
at the project effect which is -2 to rolls for Labor and Focus. She performs all 4 checks (Knowledge, 
Labor, Focus, and Nuance) and sees she gets a 12, 5, 20, and 9 respectively. For Knowledge, her 12 
becomes a 21 for her 3 Rhetorical Knowledge skill points, but lowers by 3 for her Ineptitude status, 
bringing her to 18. For Labor, her 5 becomes an 8 for her 3 Labor points, but lowers by 1 for her Fatigue 
status and 2 for the project effect, bringing her roll back to 5. For Focus, her 20 becomes a 23 for her 1 
Focus point, but lowers to 21 for the project effect. Finally, for Nuance, her 9 becomes a 10 for her 1 
Nuance point. Her total Coursework Roll Result comes to 54 (18, 5, 21, and 10) which falls into the 41-
60 range, resulting in “One, two, and some more” and 2 Student Points, -10 Anxiety, and -10 
Ineptitude.  
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