
THE METAGAME PRINT & PLAY
PRINT THE CARDS
Print out the cards (pages 7 - 40 of this document), 
preferably in color on white cardstock (80lb or heavier).

PRINT THE BACKS (optional)
Print page 41 on the back of the opinion cards (the 
colorful cards on pages 30 - 40). This will make it 
easier to tell the two kinds of cards apart. 

CUT THEM OUT
Using scissors or a fancy papercutter, cut out each 
card. If you have a corner rounder, use it to make 
your deck even nicer.

PRINT THE RULES
Finally, print the rules (pages 1 - 6) on regular paper.

THANKS
Special thanks to: Ida C. Benedetto, The CASS Group, 
Esopus Magazine, Shuangshuang Huo, Toni Pizza,
Max Temkin, our playtesters, and most of all, our 
amazing Kickstarter backers.

CONNECT
Visit www.metaga.me for more info. Get social with 
The Metagame:

TERMS OF USE
The Metagame ©2015 Local No. 12 LLC. Permission to 
duplicate the print and play edition of The Metagame 
is limited to printing one copy for your personal use, 
for noncommercial purposes only. That means you can't 
sell or make money from The Metagame or from any part 
of it. But please play to your heart's content with all of 
your friends!

Designed by Local No. 12:
Colleen Macklin, John 
Sharp & Eric Zimmerman

The.Metagame.Game 

TheMetagame  

LocalNo12

#TheMetagame
@localno12
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Five hundred twenty five thousand 
six hundred minutes. Jonathan 
Larson’s 1996 musical about life 
and love in NYC takes up one 
hundred sixty five of them.
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Don’t you hate it when you fall 
into a computer and have to battle 
an evil Master Control Program? 
Steven Lisberger’s 1982 comp-
uter science fiction film.

By eliminating the need to get up 
early on Sunday, brunch would 
make life brighter for Satuday-night 
carousers.” - 1st mention, 
1896 Hunter’s Weekly
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1993 videogame by id Software. 
The grandaddy of all first-person 
shooters - if your grandaddy 
killed demons with a sawed-
off shotgun.

George Lucas’ epic 1977 space opera 
film series gave us Luke Skywalker, 
R2D2 and enough action figures to 
fill a Death Star.

She was blonde, she was free and 
she was fun.” - Catherine Malandrino 
on the controversial doll, invented 
by Ruth Handler, 1959
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Someday we’ll find it, the rain-
bow connection, the lovers, the 
dreamers, and me.” - Kermit the 
Frog in Jim Henson’s 
original Muppet film, 1979
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By the time you finish reading 
this, another Starbucks has 
probably opened. Founded 
1971, Jerry Baldwin, Gordon 
Bowker and Zev Siegl. 
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In his 1867 book, Karl Marx post-
ulated that capitalism exploits 
labor. Later proven true by John 
Maynard Keynes, Ronald 
Reagan and Walmart. 
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60% of NASCAR fans are men. 
79% are white. 100% like cars that 
go fast. The National Association 
of Stock Car Racing, founded 
by Bill France, Sr. 1948.
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Wonder Woman conquered 
comic book Nazis in the 1940s, 
but couldn’t escape cheesy TV
in the 1970s. Elizabeth and 
William Marston, 1941.
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Eve Ensler’s 1996 feminist 
play including these monologues: 
My Angry Vagina, Reclaiming 
Cunt and Because He Liked 
to Look At It. 
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Where most of these Metagame 
factoids come from. Larry Sanger 
and Jimmy Wales’ communally-
authored Internet resource, 
2001.

Starring Bill Cosby, his television 
family and his shockingly ugly 
sweater collection. Sitcom by 
Bill Cosby, Michael Leeson 
and Ed Weinberger, 1984.
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I’m just a sweet transvestite 
from Transsexual, Transylvania.” 
- Frank N. Furter in Sharman 
and O’Brien’s 1975 cult 
musical film
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Only on TV could a jock, a nerd, 
a cheerleader, a schemer, an 
activist and a fashionista be 
best friends. Sitcom created 
by Sam Bobrick, 1989.

Built in 1973 by architect 
Minoru Yamasaki and destroyed 
in 2001, the Twin Towers were 
first hated, then beloved and 
are now missed.
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Bobby, Peter, Greg, Cindy, Jan, and 
Marcia, Marcia, Marcia! Sherwood 
Schwartz’s 1969 sitcom about a 
typical American family.
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Parker Brothers’ 1933 capitalist 
fantasy boardgame was 
based on Elizabeth Magie’s 
1903 game protesting 
economic conditions. Ironic.
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A star-spangled sky, for instance, 
that’s a thing I would like to try 
to do...” - Vincent Van Gogh on 
his 1889 painting
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Instructions for playing a whole bunch 

of different games with a single deck of 

Metagame cards. Friends not included. 

Local No. 12, 2015.

HOW TO PLAY THE METAGAME

NOT JUST ONE GAME
THE METAGAME is a deck of cards that can be used to play 

many different games. There are two kinds of cards: 

culture cards opinion cards

WHICH FEELSLIKE FIRSTLOVE?

SHINYWHICH WILL
SAVE THE
WORLD?

THE MULLET

1980s hairstyle. Business in 

the front, party in the back.

CATS

Singing felines in spandex. 
Andrew Lloyd Webber’s 1981 
Broadway smash.

THE INTERNET

The world belongs to the Internet. We just live in it. First transmission, 1969.

When the rules mention a hand of cards, it means

keep your cards hidden from other players. 

WHICH GAME SHOULD YOU PLAY?
If this is your first time, we recommend MATCHMAKERS.

HiSTORY 101 is great for two or more. HEAD TO HEAD 

is designed for three. Most of the games scale up well 

with big groups of players - especially MASSIVELY 

MULTIPLAYER METAGAME, which  is designed for parties 

and big events.

It also depends on how you like to play. DEBATE CLUB 

and METAQUILT will get you arguing. HEAD TO HEAD 

is fast and intense. HISTORY 101 tests your knowledge. 

WHO GOES FIRST?
If a game asks you to pick a first player, draw a culture 

card at random. Whoever most recently interacted with 

some version of what is on the card goes first.

YOU CAN CHANGE THE RULES

Once you have tried out a few of the official Metagames, 

we invite you to break some rules or make some new 

ones. Here are some ideas:

Stretch it or shrink it. Add a few rounds to supersize 

MATCHMAKERS into an epic contest. Or turn HISTORY 

101 into a 1-strike-and-you’re-out lightening duel.
 

Add more cards. If someone doesn’t know a card in 

their hand, let them draw a new one. Or maybe every-

body draws more cards in order to have more options.
 

Go for speed! In MATCHMAKERS, everyone tries to 

play their cards as quickly as possible – and if you are 

left holding the last card, you don’t get to play it.
 

Get weird. In DEBATE CLUB, players pick the worst 

card from their hand and give it to another player to 

argue. Or maybe players argue for their cards with... 

interpretive dance?
 

The drunk version. When you lose a round, take a 

drink. Or when you win a round. Or both.

You get the idea. But why stop there? Feel free to 

invent your own brand-new Metagames from scratch. 

Power to the players.



CHALLENGES
When someone plays a card, if you think you have a 

better match for that particular spot in your hand, you 

can challenge. The first player to say “CHALLENGE!” 

and place their supposedly better card face-up on the 

table gets to make the challenge. 

The challenger makes a brief argument for their card. 

Then the challenged player makes a counter-argument 

for their own card. On the count of "1-2-3-POINT!" the 

rest of the players simultaneously point to vote on a 

winner. On a tie vote, the challenge fails.

If the challenge succeeds: The challenger’s card is 

added to the quilt. The challenged card is discarded 

and the player who played it draws another card of 

either type.

If the challenge fails: The original card is added to the 

quilt. The challenger discards the card they used in the 

challenge and as a punishment for the failed challenge 

draws 2 cards of either type.

REDUCING YOUR HAND
At the end of every turn (after any challenges are 

resolved), whoever successfully played a card into 

the quilt reduces their hand. For every card that the 

new card in the quilt touches, you reduce your hand 

by one. So if you played a card that touches 2 cards, 

you discard 2 cards from your hand. 

If a challenge was made, whoever won the challenge 

and successfully placed a card in the quilt gets to 

reduce their hand. If there was no challenge, then the 

player who put the unchallenged card into the quilt 

reduces their hand. 

WINNING
If you successfully play your last card into the Metaquilt 

you win the game. You CAN win by making a challenge. 

However, you cannot get rid of your final card by 

reducing your hand. You can only win by playing your 

last card into the quilt.

It’s got strategy. It’s got debate. And it 

turns your tabletop into a crazy-quilt of 

culture. Lose all your cards to win.

SETUP
Deal everyone 5 culture cards and 5 opinion cards. 

Keep your hand hidden - but other players should 

be able to see how many cards you have. Your goal is 

to get rid of all of your cards.

Draw and place a single opinion card in the center of the 

table – this is the start of the quilt. If the starting opinion 

card has a blank on it, draw another one. Begin with the 

first player and take turns clockwise.

ON A TURN
Each turn has 3 phases. When it is your turn:

  1. PLAY a card from your hand to the quilt

  2. One player can CHALLENGE your card

  3. You or your challenger REDUCE your hand

PLAY A CARD
On your turn, play a card from your hand into the quilt.

In the quilt, culture cards are played vertically and 

opinion cards are played horizontally. The two types of 

cards alternate, so culture cards only touch opinion 

cards (and vice-versa). For example, on the very first 

turn you can only play a culture card.

If you play a opinion card with a blank, fill it however 

you want. The blank is filled with your word for the rest 

of the game. 

When you play a card, try and make it match every 

card it touches. To play in the lower-right corner of 

the example game in the illustration, you need a 

culture card that should be required in schools and 

is simply beautiful. The card doesn’t have to be a 

better match than other cards on the table – it just 

needs to somehow fit the cards it touches.

METAQUILT 3-7



Get your dates straight. A Metagame for 
2 or more players about putting culture 
in the right chronology.

HISTORY 101 2+

SETUP
Start the timeline by putting a random culture card 

face-up on the table. You won’t need any opinion cards.

PLAY
Take turns clockwise around the table. On your turn, 

the player on your left draws a card and reads it to 

you—saying “BLANK” for any dates. They can show 

you the card upon request—just be sure they cover 

the date!

Then you point at the spot in the timeline where the 

card should go. If you’re right, the card goes into the 

timeline. If you’re wrong, put the card in front of 

you as a strike.

FAQ
• If a card has no date: discard it and pick another. 

• If there are multiple dates: use the earliest one.

• If it’s a decade or century: use the first year of 

  the range.

• If it has the same date as another card: it can go 

  on either side of the matching card in the timeline. 

WINNING
When you have 3 strikes you are out of the game. 

The last surviving player wins.

Each round, match your hand of culture 
cards to everyone else’s opinion cards. 
Recommended for your first Metagame.

MATCHMAKERS 3+
try this one first!

SETUP
Deal everyone a hand of 4 culture cards. Each player

also gets 1 opinion card face-up in front of them.

PLAY
Each player reads their opinion card out loud. If yours 

has a blank: as you read the card, make up a word or 

phrase to fill the blank. Then everyone puts ALL of their 

culture cards face-down next to the opinion cards of 

other players to make good matches. (DON‘T play on 

your own cards!) You don’t have to play on every opinion 

card and you can put multiple cards in the same place. 

There are no turns - everyone plays at the same time.

JUDGMENT
One by one, each player shuffles the culture cards 

that were played on their opinion card, lays them 

face-up on the table, and picks their favorite. The 

judge can explain their decision—but keep quiet 

about who played which card during judging. If your 

card was chosen, you win the opinion card PLUS all 

of the culture cards that were played on it. Keep the 

cards you win in a scoring pile.  

WINNING
Play 3 rounds. At the end, count all of the cards in 

your scoring pile—opinion cards AND culture cards. 

The player with the most cards wins! 

For 3 Players: Each player starts with a hand of 7 

culture cards instead of 4. And each player has 2 

opinion cards face-up in front of them—not just 1.  



Loudmouths rule. Survive each round 
by arguing for your card. If the critics 
don’t like what you say, you are knocked 
out and become a critic, too. 

DEBATE CLUB 5+

WINNING
The final player remaining wins the game - and is the 

starting critic for the next game.

Strategy Variant: Starved for Cards
Players begin with a hand of cards equal to 2 less 

than the total number of players (i.e., a hand of 3 for 5 

players). Deal that many opinion cards face-up in a 

row. The critic picks one of the face-up cards to use 

each round. Players do NOT draw any more cards.

SETUP
One player starts as the critic. Deal everyone but the 

critic a hand of 5 culture cards. 

JUDGMENT
The critic picks the BEST and the WORST responses, 

then collects all played cards and discards them. 

The losing player discards all cards and joins the critic. 

On future rounds, the growing group of critics judges 

together. The newest critic selects the next opinion card 

and breaks tie votes. All surviving players draw a card. 

The winning player of the round draws an extra card.

DEBATE
The critic draws 3 new opinion cards, picks one to read 

out loud, and discards the others. If it has a blank, the 

critic decides how to fill it. Everyone else selects the 

best match from their hand and places it face-down 

on the table. The critic calls on each player one by one. 

That player reveals their card and argues for a minute 

or two why their card is the best match.

A high-speed battle of wits for three. 
You and an opponent race to put your 
cards on the table.

HEAD TO HEAD 3

SETUP
One player starts as the critic. The critic deals 7 culture 

cards to the other 2 players, face down in front of each 

of them in a stack. Then the critic draws opinion cards, 

discarding any with blanks and redrawing until the critic 

has a hand of 7. The 2 players put one hand behind their 

backs – they can’t use that hand during the duel.  The 

critic says “READY - GO!” and the duel begins. 

DUEL
The critic starts placing opinion cards face-up in a 

column. Meanwhile, the other players draw a single card 

at a time with their free hand and play them face-down 

next to an opinion card, on their side of the column. 

They can only have one card next to each opinion card - 

but they can swap the positions of cards they have 

already played. The first player to place all of their cards 

yells “DONE!” The slower player can only play 6 of their 

7 cards - they must leave their last card unplayed.

VERDICT
The critic shuffles the 2 cards played on each opinion 

card, turns them over, and picks a winner. (Keep quiet 

about who played which card during judging.) If you 

win a comparison, keep the opinion card. One of the 

opinion cards will be an automatic win (for the faster 

player who got all of their cards out).

WINNING
Play 3 rounds - each player is the critic once. Whoever 

won the most opinion cards wins the game. 



A highly social Metagame. Play it over dinner 
conversation or at big parties and events. Like 
the name says, it works with hundreds or even 
thousands of players.

SETUP
Players get a hand of 6 culture and 3 opinion cards.

Your goal: win debates and collect the most culture cards.

START A DEBATE
At any time, anyone can say “DEBATE THIS!” and reveal 

an opinion card and become the instigator of a debate.

If there is a blank on the opinion card, the instigator fills 

it however they want. The first 2 players to jump in and 

show a culture card will debate. Each debater has a 

minute to argue for their card. The instigator moderates. 

JUDGMENT
Anyone nearby can vote on who was more persuasive.

The instigator’s vote breaks any ties. The winner of the

debate takes the loser’s culture card.

WINNING
At the end of the party or event, the player with the

most culture cards is the victor.

Tips for big events: Yes, we really have played this 

with thousands of players—and it works!

 • Distribute cards to everyone as they arrive.

 • Demonstrate how to play to everyone.

 • Hold a final tournament to determine the champion.

 • Each basic set supports 33 players (+6 per expansion).

MASSIVELY MULTIPLAYER 
METAGAME

5-33+

Get on your partner's wavelength so 
you both pick the same card. With two 
players, it's cooperative - with more, each 
pair plays as a team. 

THINK-ALIKE 2+

SETUP
Sit down next to your partner. Place both kinds of cards 

face-down in separate stacks. If you only have 2 players: 

Deal one stack of 7 opinion cards face-down on the table.

PLAY
Each team of 2 takes a separate turn. On your turn:

FIRST: reveal 1 opinion card. If there is a blank, you and 

your partner fill it in with any word or phrase. 

THEN: deal 2 culture cards face-up below the opinion 

card. At this point, no talking with your partner!

Each team member silently picks which culture card is 

best for the opinion card. The card to the left is one and 

the card to the right is two. Count “ready, set, GO!” and 

put out one or two fingers, revealing your selection.

If you both pick the same card - You advance! Discard 

all cards you used. Next round deal 3 culture cards. 

If you don’t match - It’s OK! Discard all cards you used. 

Next round, use the same number of culture cards.

WINNING
2 players: Keep advancing up to 3, 4, and 5 cards. If 

you make a match at 5 cards - before the stack of 7 

opinion cards run out - you win! 

Teams: Each pair takes turns, advancing 1 more card if 

they make a match. After one team gets a match with 5 

culture cards, every other team gets one more turn. If 

only 1 team has matched 5 cards, they win! 

If there is a tie: The tied teams play SUDDEN DEATH 

rounds, everyone using the same set of 5 culture cards. 

If any team matches, the teams that didn’t match are 

knocked out. Survivors win.


