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* !I I'E Rules: .
a:’f Take-Back-Toe was the winner of Daniel g’é
gﬁ Solis’ “1000-Year Games” contest in 2011. Players take turns. b
-] Start your turn by rolling the die. 2
P4 Based on its average play time of six minutes . P4
b . ’ You must now move that number of chips from one %
e E
D4 it falls short of the suggested 1000-year length d; h 1 di Il D
5 . erns . space to an adjacent space (orthogonally, not diagonally). 5
. by approximately 525 million minutes. You can move the chips from any single space .
b . b
. . : i S
: We suggest that you use the extra time to play hNo Shol:t Moves Slimllfmust m(’)ve exactiy as man){ chips s
$ every game in the world. You may then state aslf € num "ﬁ’ Y}‘:u o k you canlt move ( Oli'examp e, you i’;
;’; with confidence that this one is awesome. roll a 6 and all the stacks are 5 or less), you skip your turn. &
. No Take-Backs: You cannot make a move that reverses
f’f il Or at least above average. I'E your opponent’s last move. You don’t have to remember any 3’:
;’E farther back than this; revisiting older game states is legal. %
;:2 Winning: To win, you must have three stacks of the g
¢ Components and Setup: same size, anywhere within your row. .
E:f Take-Back-Toe is an abstract game for two players. You Extended Play: i:A
. 2 play y 2
f’f will need the following components: .
4 Alternate who goes first. fz
% 40 objects: stones, poker chips, coins, etc. After each game, the winner scores points based on the %::
% One 6-Sided Die height of his winning stacks. For example, if you won with &
;:2 stacks of five, you earn five points. ;f
. The playing area is an imaginary 3x4 grid. You can use .
i’i a printed board if you wish, but it’s completely optional. Strategy: i’:
DS Put a stack of 10 chips in each of the four spaces across P
2 the middle row, as shown below. We say “stack of chips” but Try to arrange your side of the board so that several &
. y P y gey »
% if your objects don’t stack, that doesn’t matter. All that mat-  different rolls will give you a winning move. Prevent your
%: ters is the number of objects in each space. opponent from doing the same. :2
b 2
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;:é Take-Back-Toe was designed in 2011 by James Ernest ;:é
;zg Player 1’s row and the Cheapass Games guinea pigs. Art by James Ernest. i:i
P4 This work is licensed under the Creative Commons Attribution - p4]
;:2 Non Commercial - NoDerivs 3.0 Unported License. To view a copy ;’;
;02 Neutral Row of this license, visit http://creativecommons.org/licenses/by-nc- ;0;
P4 \ nd/3.0/ or send a letter to Creative Commons, 171 Second Street, P4
* | Player 2’s row Suite 300, San Francisco, California, 94105, USA. There is a 2
* y *
° brief license rights summary on the following page. K
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;”;‘ Take-Back-Toe is © 2011 James Ernest and Cheapass Games: www.cheapass.com ;’g
e °
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) WE AK This Cheapass Game is free. That’s right, free. You can print it, copy it, and share it with

your friends. Obviously, if you like it, we'd appreciate a dollar or two in return. We think

TﬁILES this is the best way to get great games into your hands, so please help us make it work.
3 X

S Yes! I gave Cheapass Games $ for this game!
. )

To learn more, read the last page of this document, or visit www. cbeapass. com.



Free? Seriously?

= Tell me a little more about that

s Okay, here’s the deal. If I made a great game and sold
E it to you for ten bucks, I'd probably keep about a dollar.
. If T sold it to a big game company, they’d probably

. make a nicer version for thirty bucks, and I'd still get
. about a dollar.

°

.

;34 The rest of your money would go to printers, distribu-
;:2 tors, retail stores, and freight companies. And most of
. those guys don’t know anything about what makes a
. great game.

%% Mass-producing entertainment is a gamble. It’s a con-
%% voluted way for creators to protect their intellectual
2 property, by selling it in a way that is prohibitively
;02 expensive to counterfeit. And it’s getting a little old.
b

. Why do you pay $30 for a board game? The story goes

. like this: the retail price of a game covers the cost of
;zi manufacturing it, and there is no way you could make
f’f your own copy for that price, to say nothing of the
2 hassle of finding little wooden men in six colors. So,

. it’s worth $30 because it costs $30, QED.

. But the value in a board game isn’t the manufacturing
D4 cost. It’s the play value. Unfortunately, this means that
%% some games are priced way out of whack with what
%é they are worth. And because the big gamble doesn’t
e always work out, some of your money helps pay for the

E stuff that goes straight to the dump.

. I've decided to try a different gamble. I'm giving my
. games away for free. This way, you can read the rules,
D4 make a copy, and even play the thing, before you
b decide what it’s worth.

E If you do like my games, I hope you will send me some
. money. But I'm also hoping you will share this experi-
P4 ment with your friends. You are my sales force, my
%% marketing department, my demo team.

2 You're also my testers, so if you can think of ways to
. improve my games, please share them with me. I'm
?fi easy to find at big gaming conventions, and even easi-
;f:‘é er online. Look for Cheapass Games on Facebook, or
. drop me a line at cheapassjames@gmail.com.

:

f’f If we do this right, we will get famous and do shaving
b4 ads. But more importantly, we will prove that there is
;2 a better way for a creator to profit from his work.

And nothing has to go to the dump. ﬁ
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Our Creative Commons Agreement

Summary: This work is licensed under the Creative Commons
Attribution - Non Commercial - NoDerivs 3.0 Unported License.
To view a copy of this license, visit:

http://creativecommons.org/licenses/by-nc-nd/3.0/
or send a letter to Creative Commons, 171 Second Street, Suite
300, San Francisco, California, 94105, USA.

This agreement means...
You are free:

To Share — to copy, distribute and transmit the work (in
this case, the electronic files that comprise the work).

Under the following conditions:

Attribution — You must attribute the work in the manner
specified by the licensor (but not in any way that suggests that
they endorse you or your use of the work). In this case, “Take-
Back-Toe” is © 2011 James Ernest and Cheapass Games:
www.cheapass.com.”

Noncommercial — You may not use this work for com-
mercial purposes.

No Derivative Works — You may not alter, transform, or
build upon this work.

With the understanding that:

Waiver — Any of the above conditions can be waived if you
get permission from the copyright holder. (For example, a license
to manufacture, or approval to distribute a new set of rules or
graphics, can be obtained under a separate agreement.)

Public Domain — Where the work or any of its elements
is in the public domain under applicable law, that status is in no
way affected by the license.

Other Rights — In no way are any of the following rights
affected by the license:

« Your fair dealing or fair use rights, or other applicable
copyright exceptions and limitations;

« The author’s moral rights;

« Rights other persons may have either in the work itself or
in how the work is used, such as publicity or privacy rights.

Notice — For any reuse or distribution, you must make
clear to others the license terms of this work. That means
including all pages of this document, unaltered.

b Take-Back-Toe is © 2011 James Ernest and Cheapass Games: www.cheapass.com



