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Eggsquisition is a game that grows out of an appealing traditional craft found in the Ukraine. The craft is known as pysanky (pih sahn kih). There is a good deal of geometry and measuring that go into the creation of these eggs. Further, the craft has components of looping behavior similar to software programming. 

For instance, after the egg has been measured and the geometry has been worked out, the egg is then decorated using the kistka (wax stylus). When the design for a particular dye color is complete, the egg is dyed a new color. The next round of filling and dyeing takes place. This behavior loops until the egg has been fully decorated. 

Thought processes similar to programming come into play through the looping but also through the reveal portion of the craft. Once the egg has been covered in wax, it is removed by warming the beeswax until it melts and then wiping it off with a paper towel. This reveal is something like building a program and then compiling and running it. Sometimes, bugs are revealed after you compile a program. 

Occasionally, mistakes in planning are revealed when you melt off the wax. However, with this craft the egg remains a beautiful, tactile reminder of your process. Eggsquisition is a game created firmly in the maker/computational crafting movement. It is art, computation, craft and tradition all rolled into one.

Eggsquisition is also an area control game. Strategy is key in choosing where to place your signature mark on the game board. This strategy is enhanced with the eggvancement cards. These cards make your choices even more important. Eggsquisition is also a game that values traditions, the tactile nature of making pysanky, the social atmosphere of a creating something together, the focus needed to write your pattern on the egg and the excitement of the reveal of your creation at the end of the game.

Components:
10 sided color die - (1)white, (2)yellow, (3)orange, (1)tri color, (3)red (test for 2 white and 2 orange)
10 sided numbered die

1 board
4 resist trackers
9 pattern cards
3 dye colors (light to dark)
20 eggvancement cards (12 – 1s, 6 – 2s, 2 – 3s)

Setup:
Place the board in the center of the table.

Arrange the dye baths in the circle shapes on the board.

Stick the candle to the center of the board.

Whoever had eggs last goes first and tracks rounds. Place the first counter on the first dye round tracker.

Distribute two resist tokens to all players.
Play is clockwise.

Roll both dice - one represents color and one represents number.


Writing Phase:
On your turn, roll the color die and the 10 sided number die:

1)If the color result matches the color of the egg - write your pattern anywhere.*

2) Otherwise, use the number on the die and write your pattern in a corresponding space on the egg. Remember to declare your move, before drawing.

3) If you roll a zero increase your resist track by 1 and Write out of Bounds.

4) If you roll a nine increase your resist track by 1 and write your pattern on any space on the board. If you roll a nine that matches the color of the egg you may write your pattern on a second space. Remember to declare you move, before writing.

5)After a player declares a move, the other players have a chance to “resist”. See Resisting.

*Before you prepare to write on the egg, you must always declare your move to the other players
Play moves to the left. 

Once each player has taken a turn, advance the round token in the round tracker for that dye color.

Every four rounds of play, the egg is dyed then you enter the subsequent Dyeing Phase. 

Dyeing Phase:
Beginning with the first dye color (always the lightest color) dye the egg until it reaches a deep enough shade of the dye. Dry the dyed egg and distribute “Eggvancement Cards”. Return to the next Writing Phase after all of the *eggvancements have been made.

Each successive dye stage uses the next darker dye color until all of the dye colors are used. This signals the end of the play of the game. However, the egg has to be dyed black at the end of play to finalize the game scoring.

*Eggvancements - In turn order, each player fills any spaces they have previously written on based on the number of eggvancements they receive from their card.

After each player has completed their eggvancements, return to the Writing Phase and play continues. 

Game End:
The game ends when all of the spaces on the board are filled, or until you can no longer advance the round tracker. 

The wax is melted off of the egg by holding it close to the candle flame. Watch carefully. As the wax begins to liquefy, pull back from the flame slightly and use a paper towel to wipe off the liquid wax. Each player takes time to share in this activity. When the wax has been removed completely, move on to scoring the game. The winner takes the egg home as their prize.

Scoring:
A player’s score is determined by the number of pairs of connected spaces (clustered). Count up the number of connected spaces and divide the number by 2. Drop the decimal if there is one. (Effectively, this ignores odd numbers of connected spaces). This is your clustered pattern score.

Next, add in the results of eggvancements. 

Points for Eggvancements.

Each clustered area containing an eggvancement is considered a region of that color for scoring.  To score an eggvanced region, count the number of spaces in that cluster that contain the eggvancement color as either a pattern or an eggvancement. This count is added to your score. 

There may be more than one eggvancement in a cluster. Each eggvancement is calculated the same way even if a different eggvancement was written in the cluster.

Regions with multiple eggvancements are considered regions of each eggvancement color present.

Resisting:
If a player decides to resist your declaration, then they spend one “resist” (moving the marker down 1 space on their resist track).  

Because your declaration has been resisted, you must select an alternate space matching the criteria from your roll. The space you originally declared is off limits for the remainder of your turn. Declare it. 

Continue play until no player resists your declaration or until no space is available to write your move. If there is no space to write a move Mark out of Bounds (See “Marking Out of Bounds”).   

Marking Out of Bounds:
Anytime you are unable to write on the game board during you turn, you may write your pattern out of bounds (e.g. outside of the numbered areas). You will not receive points for this mark however it will add to the overall artistic effect of your created egg.
