
metaludic
Goal of the game: Reach the other side of 
the flyer. To get started, choose a number.

m a n i f e s t o

Board Games can be

moving, philosophical, surrealistic…
experimental
[[[2

Board Games are

t h e  g a m e  p l a ys  u s  a s  m u c h
a s  t h e  o t h e r  wa y  ro u n d .

political
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Board Games
are not defined by

and are not limited to commercial objects.
e n t e r t a i n m e n t

[[[1

Go to 2  if you agree. Otherwise, go to 3 .

Go to 3  if you agree. Otherwise, go to 1 .

Go to 1  if you agree. Otherwise, go to 2 .



Board Games can have aims other 
than amusement, escapism or strategic 

thinking. The various commercial actors are 
pushed by financial imperatives to restrict 
Board Games to these functions, which 
leads to designers being enticed to respond 
to the assumed expectations of an audience 
who is offered only few alternatives.

Contemporary Board Games 
offer a multitude of shared fictional 

experiences. Having proved that they 
are not just for children, Board Games 
are now in a position to come of age in 
a more culturally diverse way. A game 
can be realistic, surrealistic, absurd, 
philosophical, politically committed, 
serious, documentary, moving, pervasive, 
unrewarding, unstructured, sad, critical, 
emancipatory, and much more.

Board Games affect the player as much 
as the player affects the game: through 

the representations it contains and the 
mechanics and objectives it imposes, the 
game has a cultural impact on the players 
who play it. We should be aware of its 
political significance, of the harmful social 
norms it can reinforce, or of the desirable 
futures it can help to build. As authors and 
players, we cannot ignore this responsibility 
on the grounds that “it is just a game”.

You broke the rule.
Well played.
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