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A game for 2 or more players, by Brian R. Train

1.0 INTRODUCTION
“Proverbs for Paranoids:

· You may never get to touch the Master, but you can tickle his creatures. 

· The innocence of the creatures is in inverse proportion to the immorality of the Master. 

· If they can get you asking the wrong questions, they don't have to worry about answers. 

· You hide, they seek. 

· Paranoids are not paranoid because they're paranoid, but because they keep putting themselves, fucking idiots, deliberately into paranoid situations!”
(Thomas Pynchon, Gravity’s Rainbow)

The “paranoid style”, a term coined by Richard Hofstadter in 1964, is now a pervasive and inextricable feature of our present day mental culture. Conspiracies, whether they exist or not, are subject to constant investigation and revelation by paranoids, who themselves have real or unreal enemies. So why not make a game of it?

In the game, each player adopts simultaneously two roles: the “Paranoid”, who represents a lone conspiracy nut who must struggle against obscurity, the machinations of external and hostile agencies, and his own weakening grasp on reality to unmask the plots of the other player or players; and the “Enemy”, who represents a network of real or unreal groups hiding a nefarious secret. There are two ways to win the game, and part of a winning strategy is attacking yourself!
What is going on? Well, that’s one of the first things each player’s Paranoid has to figure out! Meanwhile, the Enemies do their best to mislead the Paranoids, betray their competing plotters to them, or just drive them insane (for purposes of entertainment only, though some people do take their games much too seriously).
2.0 GAME COMPONENTS
The game contains the following: two identical sheets of 80 counters, this rules booklet, and one Player Aid sheet. Since much of the game relies on concealed information, players may want to use Scrabble tile racks or small cardboard screens to keep their counters invisible to all but them. A cheap substitute would be index cards folded like a letter W.

2.1 Counters. 

There are four types of counters:

· Groups. There are 46 of these (2 each of 23). These represent groups or collections of individuals or interests that a Paranoid might think would be Up To Something. Group counters are tinted pink and come in various types:
· Aliens (4) – Grays, Nordics, Reptilians, the Elder Gods.

· Corporations (6) – Big Banks/ Computer/ Food/ Media/ Pharma/ Tobacco.

· Societies (12) – Communists, Dope Fiends, Fundies, Hippies, Hipster Bebop Junkies, Masons, Movie Stars, New Agers, The Nova Mob, Subgenii, Templars, (your subculture here)

· Delusions (1) – This group does not exist. It’s all in the player’s head! Fnord.

· Methods. There are 92 of these (2 each of 46). These counters represent the various ways Groups will try to achieve their Goals. Eleven of them are marked (-1). These Methods can be used by any player’s Paranoid to build an Accusation (6.0), but in so doing they will cause damage to the Paranoid’s Sanity (7.0). 
· Goals. There are 22 of these (2 each of 11). These are tinted blue. These goals represent the ultimate aim of Enemy players’ Plots, but they have nothing to do with winning the game itself (see 8.0, How to Win).
3.0 SETTING UP THE GAME
3.1 Player Setup

At the start of the game, each player takes a copy of the Player Aid Sheet (players have permission to make as many copies of the Player Aid Sheets as they need to play the game). Then each player must do these things in order: 
· Set their Paranoid’s Sanity Index to 35;

· Create a Plot; 
· Fill his Reserve with counters randomly chosen from the Pool.
3.11 Creating Plots
Before the start of the game, each player roots through the counters, choosing Groups, Methods and Goals to build a Plot.  The player may not add to his Plot during the game, and may lose (or rather, expose) counters from it through successful Accusations by Paranoids. When all counters in his Plot have been exposed, he is “outed” but is not out of the game, as long as his Paranoid has not yet gone insane. When the last Plot has been entirely exposed, the game ends.
A Plot is made up of one or two different Groups, one to four different Methods, and one Goal. Counters are kept concealed from other players during the game, either by keeping them face down in the designated area on the Player Aid sheet or behind a small screen like a Scrabble tile rack. Players must keep these Plot counters separate from their two Reserves.
3.12 Filling Reserves. All remaining counters that were not used in Plots are placed in a bowl (called the Pool). Each player then draws enough counters randomly from the Pool to fill his Enemy Reserve to capacity (equal to the number of unexposed counters in his Plot). 
4.0 SEQUENCE OF PLAY
4.1 Player Action Sequence

Players go in order, from the smallest Plot to the largest (defined by the number of unexposed counters – resolve ties with rock-paper-scissors). Each player will perform a number of actions as a Paranoid, then (and only when he is finished acting as a Paranoid) as an Enemy.
4.2 Turn End Sequence
After all players have taken one Action Sequence, the turn is over. At this point, some players may have more counters in their Enemy Reserve than they are allowed. They must give transfer these excess counters (their choice which) to their Paranoid Reserve, at no cost to the Paranoid’s Sanity.

5.0 ACTIONS
5.1 What is an Action?

An Action is defined as one of the following:

Player acting as Paranoid:
· Picking a counter randomly from the Pool and adding it to his Paranoid Reserve or an existing Accusation;

· Moving a counter from his Paranoid Reserve and adding it to an Accusation, or starting a new Accusation;

· Moving a counter from one Accusation to another, or back to the Paranoid Reserve.
Player acting as Enemy:

· Picking a counter randomly from the Pool and adding it to his Enemy Reserve;

· Moving a counter from his Enemy Reserve to his own or another player’s Paranoid Reserve. 
5.11 Placing Counters in Reserves. Those counters held by a player that are incorporated neither in a Plot nor in an Accusation are in either the Paranoid or Enemy Reserves. Keep these counters separate from the Plot or any Accusations, and concealed from the other players. A player can hold only as many counters in his Enemy Reserve as he has unexposed counters in his Plot (if he finds he has too many at the end of the turn, he must transfer them to his Paranoid Reserve). The Paranoid Reserve has no size limits (oh, the thinks one can think!). 
If a player picks or receives a counter that duplicates one in his Plot, he cannot keep it in his Enemy Reserve! He must move it to his own or another player’s Paranoid Reserve at the earliest opportunity (obviously, without telling anyone how important it is).
5.2 How many Actions?

The Paranoid player may take more than one Action in a turn, but at an increasing cost in Sanity Points according to the Fibonacci Sequence (Why the Fibonacci Sequence? You’re not cleared for that information.):

	Action
	1st
	2nd
	3rd
	4th
	5th
	6th
	7th
	8th

	Cost
	0
	1
	1
	2
	3
	5
	8
	13


A player acting as Enemy may take any number of Actions during a turn, up to the number of unexposed counters currently in his Plot. If he takes no Actions at all, he may reduce any Paranoid’s Sanity (including his own Paranoid) by one point.

6.0 ACCUSATIONS
6.1 Accusations. A player acting as Paranoid builds Accusations during his Action Sequence. A completed Accusation is like a Plot in that it is a distinct and separate collection of counters consisting of one or two Groups, one to four Methods, and one Goal. A Paranoid can have any number of complete or incomplete Accusations in play during the game (the boxes on the Player Aid sheet are there to help you keep things in order). Counters in an Accusation are kept concealed from the other players.
6.2 Making an Accusation. After the Paranoid player has built a completed Accusation, he may Accuse all Enemies with it, in order to reveal all or part of their Plots. Making an Accusation counts as one Action. He indicates the group of counters forming the Accusation and says, “I know, I know it – the [Group or Groups] are using [Method or Methods] to create [Goal]!” It helps if he can do this in a screechy, wavering voice. All players (including the one who just made the Accusation) examine their Plots and if they have any of the matching counters the Paranoid has just named, they then flip them over to expose them to all players. The Paranoid records the number of counters exposed (on scratch paper, or use a marker on his Sanity Index). The counters used by the Paranoid in this Accusation have no further use in the game and can be laid aside.
7.0 SANITY INDEX
At the beginning of the game, each Paranoid’s mind is considered to be functioning about as well as anyone’s. This is reflected by a starting Sanity Index of 35. Each player uses scratch paper or a marker on the Sanity Index Track part of his Player Aid sheet to keep track of it (players may use either method, but for fairness all players should use the same method). The mental and physical strains of seeking evidence, figuring out connections and relationships, and the assaults of enemies real and unreal will soon tell, and the Paranoid’s grip on reality will start to slide. Again, just to clarify, the Sanity Index only goes down, never up, even if the Paranoid does take a few days off. When the Sanity Index reaches zero, that player’s Paranoid has collapsed mentally and is no longer a threat to anyone (except perhaps himself), and can take no further actions. When the last Paranoid goes insane, the game ends.
7.1 What Affects Sanity. 
· Taking more than one Action in an Action Sequence costs a varying number of Sanity Points, see 5.2 and the Player Aid sheet. 
· Some Methods available for use are harmful to the Paranoid’s sanity (e.g. Coffee or Screaming on Street Corners). Deduct one point from the player’s Sanity Index when he places one such Method in an Accusation.

· If an player acting as Enemy could take Actions during his turn, but chooses not to, he may reduce the Sanity Index of any Paranoid (including his own) by one point.

7.2 Limits of Sanity.  A player acting as Paranoid may not take an Action if the cost in Sanity Points would cause him to go insane (i.e. reduce his Sanity Index to zero or less). 
8.0 HOW TO WIN
The game stops at the moment the last Paranoid’s Sanity Index reaches zero (an Enemy Victory), or the last Enemy Plot has been completely exposed (a Paranoid Victory). 

8.1 Enemy Victory. In the case of an Enemy Victory, the player with the largest number of unexposed counters left in his Plot wins (a tie means a drawn game).

8.2 Paranoid Victory. In the case of a Paranoid Victory, the player who exposed the largest number of counters in Plots wins (resolve ties by which player’s Paranoid has the highest Sanity Index). 
9.0 OPTIONAL RULES
After you have played a few games, you may wish to incorporate some optional rules to make things easier for one side or the other, or to vary play. 
9.1 Special Characteristics of Groups. 
9.11 Aliens – As aliens are free of many of the constraints of our physical world, a player with one or more unexposed Alien Groups in his Plot can absorb one counter revealed via Accusation back into his Plot, if he takes no other Actions during that sequence (of course, the counters the Paranoid player used to expose his Plot are available to use in subsequent Accusations, and the player cannot also reduce a Paranoid’s Sanity Index in the same turn he does this). However, he may only choose from the following Goals: Global Domination, Global Warming, Opening of the Way, Undue Influence, World Flip-out, World Peace. (These are marked with a small A on the counter.)
9.12 Corporations – Slush funds permit a player with one or more unexposed Corporate Groups in his Plot to take one more Action than he is allowed by the current unexposed size of his Plot. However, he may only choose from the following Goals: Global Domination, Global Warming, Monopoly, Obscene Profits, Sustainable Prosperity,  Undue Influence. (These are marked with a small C on the counter.)
9.13 Delusions – The player who chooses this Group may have only this Group in his Plot. He wins the game instantly if the last Paranoid goes insane and the Delusions Group is still unexposed in his Plot. Since he is not real, this Player may not pass counters to other players during the game (but he may transfer counters to his own Paranoid). The player may choose any Goal.

9.2 Adjusting play balance. The pace and difficulty of the game can be changed by:

· Reducing the number of counters used in the game – remove them in groups of seven, in the ratio of one Goal to two Groups to four Methods.

· Adjusting the Paranoid’s starting Sanity Index up or down.
· Trading duplicate counters from his Plot with the other players at the beginning of the game. As noted in 2.1, there are two copies of every counter in the game. Players building their Plot take both copies of each counter and place one set aside (concealed) to form their Plot. Then, they take the other set, place the counters face-down and mix them up. Each player will take one piece randomly from each other player’s set and put it in his Enemy Reserve. (If there are not enough such counters to go around, start with the player to his left until they run out of counters.) 

