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F.o.E. is a competitive card game with fundamental cooperative elements where players take on the 

role of city planning stakeholders to coordinate resources and develop economically sustainable 

communities. The game cards represent urban tiles with various costs, upkeeps, and returns which 

synergize to produce economic gains. Players begin with a shared pool of 100 resources which they 

use to play cards, these resources represent everything including raw minerals, electricity, water, 

labor, money, etc. If all resources are exhausted, the community fails and both players lose. The first 

player to reach a total gain of 100 resources has produced an economically sustainable urban 

organization fastest and won the game. Cards represent Developments, Policies, and Events; 

Developments are played once per turn have an initial cost, an upkeep cost, and a net gain. Policies 

and Events are implemented using profits made from developments. The game takes place in 3 

phases, Negotiation, Policy, and Development, with multiple turns until either player wins, or both 

players lose. While both players move through phases simultaneously, Negotiation phase is used to 

determine which player has priority for the order that actions are resolved. This is done where each 

player bids for priority by playing a development face down and declaring its cost, with the lowest 

cost development having priority. After developments are revealed and priority is determined for 

the turn, Policy phase begins and the player with priority can pay for any policy they can afford 

from their profits and then pass priority. After both players have passed priority, the Development 

phase begins where all previously built developments have their upkeep costs paid and profits 

accumulated for both players. Events can be played anytime they can be paid for, unless otherwise 

indicated on the card. If the turn ends with no resources in the shared resource pool, both players 

lose; if either player has more than 100 resources, they win; if both players have more than 100, the 

player with the most wins; if both players are tied over 100, another turn is taken; Otherwise, the 

next turn begins as normal. 

 

10 minutes 

An overhead projector to show a brief match between two players to explain the rules and 

demonstrate how the fundamental concepts of urban planning create complex scenarios of 

competition and cooperation. 

 

5 minutes 

Because narrative themes are a major component of F.o.E. – also known as flavor text, I will provide 

blanks for attendees to create their own fun and unique cards based on their own experience in city 

planning. With a brief sharing and discussion of card ideas. 

 

5 minutes 

Q&A 
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