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Upcoming Non-Legacy Designs



Restoration Games



Covenants



The 
Formative 

Years



D&DA



Comic Books



Infocom



Deep 
Nerd  
Cuts



MY SO CALLED 
PROFESSIONAL LIFE



Risk 2210AD



Betrayal At 
House on the Hill



Heroscape



LOTR TP DVD





Perceived infinite replay  
is highly valued.



Covenant 1:  
The player decides how  
much a game is played



Groundhog Day



    Repeatable   vs.   Experiential
Movie 
Book 

Music 
                               Board Game

Theater 
Coloring Book 

Concert 
??? 

Food???



The first  
big moment



    Ownable    vs.   Experiential
Movie 
Book 

Music 
                               Board Game

Theater 
Coloring Book 

Concert 
?? 

Food???



Permanent 
Change



Covenant 2:  
Games allow for  

consequence-free exploration



New engine



Early insights: 
Tension 

Cliffhangers



Minimizing 
Mastery



Early fixes 



Covenant 3:  
The designer controls  

the materials



The second 
 big moment



Secondary goals 
& 

Safety locks



I saw it as this
Can I 
win?

No

YesTry to 
win

Maybe 
go for a 
packet





The power of 
anticipation 

and the 
unknown



Covenant 4:  
Games tell you everything  

that’s in the box



Covenant 5:  
The game designer  

isn’t lying to you



I’m a jerk.



PLAYERS

ENDING



Where it landed



SeaFall



Longer play time. 
More narrative. 
More unknown. 

More.



Pandemic 
Legacy



PLAYERS

ENDING



Jan Feb Mar Apr May Jun Jul Aug Sep Oct Nov Dec

ACT 1 ACT 2 ACT 3



Tightly 
scripted - 

legacy deck



How to  
keep it  

from beating  
you up?



Safety net.



Linear story can work 
Cooperative can work (may be better) 

Timed unlocks can work



Got big.  
Stayed shaggy. 
Mixed reviews.



Longer play time discourages binge play 
Rules complexity ramp up an issue 

There’s some really cool stuff in here



DOWNSTREAM



Pathfinder 
Adventure 

Game



Gloomhaven



Mechs vs. 
Minions



Fabled Fruit



Season 2



Covenants  
1. The player decides how much a game is played 
2. Games allow for consequence-free exploration 
3. The design controls the materials 
4. Games tell you everything  that’s in the box 
5. The game designer isn’t lying to you
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