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Kompeutah
The Board Game
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100100000
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00100000011001000111
011110111010101110
00011010010110111
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PHILOSOPHY
This game has two objectives. The first was for us to experiment the concep-
tion and production of an analog game since we mostly work in the digital 
realm and apply what we know in every aspects of the game. We also wanted 
a game that was ludicrous and humoristic as possible, in both its design and 
its general theme.

WHAT IS THE GAME?
Kompeutah is a card based game. Players play a role (Noob, Designer, Gamer, 
Hacker) determined by their respective boards where they place their cards. 
The goal of the game is to build the perfect computer for the character by 
buying computer piece cards and attacking other players with cards to slow 
them down.

PROJECT NAME
Since the theme of the game revolves around the construct of a super com-
puter and because quite a good number of computer geeks are obsessed 

with Japanese culture also (otakus),  we have chosen 
Kompeutah, from the Japanese コンピューター 
(Kompeutah), as the name of our game. Despite its “Japa-
nese” origin, the name is perfectly pronounceable in both 
English and French (Kompeutah) and allows the game to 
have a name easy enough to remember without being too 
generic (besides in Japanese obviously).

TECHNICALITIES
Card game with Placement Board
• 3-4 Players
• 4 Boards (one per character)
• 84 Computer card pieces
• 40 Events Cards

32



BASIC MECHANICS
At the beginning, players can choose their character if they wish or put all the 
boards face down and select one at random. Each player starts with level 1 
piece cards directly on his/her board. Every turn, the player receives his salary 
(the amount changes with each character) and selects either a piece to buy or 
an event card (which can be Events, Hazards or Safeties). If he selects a piece 
but doesn’t have the money or doesn’t want it, that piece is put to auction 
where the other players bid for it (the starting price being the resell value of 
the piece). If he chooses instead an event card, he can keep it for later use or 
immediately (he can keep a maximum of 5 cards).

The player can only buy and use a piece with one level higher above the piece 
he replaces. If the piece bought is 2 levels or more higher, he can keep it aside 
and use it only when he reaches the level just below it (he can also resell this 
piece). This also go for any extra piece he buys. When discarding a piece, other 
players can buy it at a price agreed between players or the player  
 

can resell it to the “store” (by putting it back in the pieces 
deck) and gets back the piece’s reselling value.

Once the player has finish his actions, other players can 
attack him with their event cards or, in the case of the 
hacker, with his hacking abilities. If the player has the 
appropriate card, he can counteract the attack by using the 
card. When an opponents uses an Hazard card, the player 
affected must roll a dice to set whether or not the card af-
fects him (the odds are different for each character). If the 
player uses a Safety card, he must roll a dice to determine 
if the safety counters or not (again, the odds differs). 
Finally, Events cannot be countered and affect all players.
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CHARACTERS
THE NOOB: This character has no idea how to use properly a computer. He 
is prone to be attacked by other players quite often and has very little luck 
to evade their attacks. Since he gets by with not much hardware, his ideal 
computer can be build faster than others and allowing him to win the game 
in the process. Although his luck is not great, his ability allows him to use two 
events cards at the same time by rolling a 1 or 2. Otherwise, he can only use 
one Event Card and must put back the other in the Event Deck.

THE DESIGNER: If it doesn’t have a fruit logo and it’s not in brushed metal, 
it’s a piece of s%&t. Because of her exquisite tastes, the designer will only get 
what’s the best for her but at a price  higher than others. On the other hand, 
she’s so anally retentive in taking care of her computer that she can resell her 
pieces at their normal price.

She can use her ability to select directly in the appropriate level deck the Hard-
ware Card she needs if she gets a 1, 2 or 3 when rolling the dice. With a 1 

or 2, she must pay a premium of $100 above the Hardware 
Card’s normal price. If she gets a 3, she gets 50% off that 
Hardware Card. If she get any other number, she must pick 
the card on top of the Hardware Deck and cannot pick an 
event at her current turn.

THE GAMER: He wants the best for his games, “to better 
obliterate n00bs, lulz ;)” as he would put it, but he doesn’t 
have a steady job and lives at Mom’s, so it’s hard to get by. 
Fortunately, he can win $75 at gaming tournaments by 
rolling 1, 2, or 3 (his lucky numbers). His ability allows him 
to to use his computer repairing skills to repair any broken 
piece. By rolling the dice, it sets whether the repairs are 
successful (by rolling his lucky numbers) or not (any other 
number). If not, the Hardware Card return  
into its level deck.
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THE HACKER: The matrix has him and he has to “free” others, or so he would 
believe. More exactly, that’s just an excuse to be a douche and use his ability 
to break the other characters’ computers anytime his turn comes up (when 
he gets 1, 2, 3 or 4). He better be careful though: the “agents” may come 
a-knocking if he gets a 5 or a 6, stopping him for 2 turns and no revenue for 
those turns.
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HOW TO PLAY
STARTING THE GAME
1. Event Cards are put in their own deck while Hardware Cards are put in 3 

different decks, one per level. 

2. Character board and turn order are attributed by throwing the dice, 
where the player with the highest number has priority in the character 
choice and will be the first to start. The other players select depending of 
their descending order. 

3. All players start with level 1 hardware pieces (already on their board) and 
receives 2 Event Cards at the beginning.
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TURN PLAYOUT
1. At each player’s turn, the player receives his salary 

determined on his board. In the case of the Gamer, 
the player must roll the dice for a potential bonus if 
he gets a 1, 2 or 3 . 

2. The player can either choose an Hardware Card or 2 
Event Cards at the top of their respective deck. 

3.  If the player chooses an Hardware Card, the player 
must pick from the deck that has one level above the 
card the player wants to replace. If the player doesn’t 
have enough money to buy the piece, it goes into 
auction where other players can bid on it (starting 
price is the Resell Value of the card). If no one buys 
the card, it goes back into its deck. 
 



4.  When using an ability or an Event card, the player must roll the dice 
before using it. If the player rolls one of his Lucky Numbers (set on his 
board), the ability or Event is successful and carried on. Otherwise, the 
card is discarded to the deck in case of Event cards or if the player used his 
ability, he is penalized with his Failure Consequence on his board. 

5. Unless stated otherwise on the card, Events Cards are played when it’s the 
player’s turn. Each player can only have a maximum of 6 Event Cards and 
must discard any additional Event card of his choosing at the  
end of his turn. 

6. The player can barter (swap) any card with any other player when the 
player is playing his turn. Both players are responsible for proper compen-
sation for the card. 

7.  At the player’s turn, the player can use a special ability or another player 
can ask the player to use it. When asked to use an ability, the player or 
the player’s target can negotiate a compensation of the player’s choosing 

(money, Hardware or Event cards). The compensation 
must be paid before the player rolls the dice, no mat-
ter what the outcome is. 

8.  Once the player got either an event or hardware card 
(or tried to buy it at least), has used the player’s abil-
ity if the player chooses to and all other players don’t 
have Event Cards to play, the next player  
in line plays his turn.
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