
outcast

background

Outcast is a game that addresses the 
issue of dehumanization of homeless 
people--the view that they’re simply 
objects on the street to be avoided or 
lazy, incompetent people. The hope is 
that through a simulation of a potential 
time in their shoes, people would begin 
to change this perception and develop 
a greater desire to help them. 

objective

How to win: Be the first person to finish 
their deck of life cards and maintain 
their health.

created By: Lydia Gu



background

objective

In this game, each player begins with a set 
number of items, which represents your health. 
Once they’re all gone, it’ll be game over. 
As you go through your deck of cards, be 
cautious of how you spend your money and 
accept /reject o�ers that a�ect your items.

objective (cont.)

player setup

Each character starts with a di�erent set of items:
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Players each start out in the triangular corner that 
corresponds with their character’s color.
They may move in any direction (left, right, up, 
down) as long as they don’t back track within the 
same turn. 
The area that corresponds with each character’s 
color is known as their “turf”. When players move 
onto each other’s turf, they may trade with or 
purchase items from other players.  

Ron
$15
3 cans of food

John
$10
1 sleeping bag
2 cans of food

Susan
1 can of food
1 sleeping bag
2 water bottles

Janet
1 can of food
1 sleeping bag
1 water bottles



life cards

In addition to the game’s 
overall lose condition, 
each character has a
personal lose condition 
written on their card. 
If either of the two are 
met, it’ll be game over for 
the player.

game board (cont.)

Special spaces:
      Police: Their role is to make sure all the players 
are moving along on the board. If you land on a 
police space and you’ve been on the same turf for 
3 turns, you’ll be fined $10 or give up an item.
      Water Bottles: These spaces allow players to 
collect 1 empty water bottle and in turn, exchange 
it for cash or cans of food. (10 bottles for $5 or 5 
bottles for 4 cans of food).

life cards (cont.)

Life cards present choices that can either help or 
hinder you, depending on luck and your 
decision. 
They also contain a storyline and small steps to 
reach each character’s goal. 
Place your life cards face down in a deck. You may 
only flip over the next card after you’ve   
completed the task on the top card.

1 john

current situation:

personal lose condition:

due to john’s poor heart condition, 

if he overexerts it 3 times, it’ll be 

game over for him... 

Meet John, a 67 year 

old former chess 

champion. He’s 

intellectually 

brilliant, but living 

and financial 

circumstances 

forced him into 

homelessness. 

John recently went to the ER for 

heart complications and needs money 

to continue buying medicine and to 

pay off his medical bill. 
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3 john

dilemma:

choice of action:

Sleep: Roll the dice. If the number 

is even, your items are safe. If the 

number is Odd, lose 1 item. 

No sleep: -1 for heart exertion

your heart palpitations are feeling 

off & you need sleep, but you’re also 

worried that if you do, someone will 

come and steal your items. What do 

you choose to do?
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chance cards

Chance cards provide opportunities to either gain 
or lose items and money.
They’re drawn whenever a player lands on a 
chance spot on the board.

good fortune 

while you weren’t looking, 

someone left 3 cans of food 

for you!

bad fortune 

you’re hungry & your stomach 

grumbles uncontrollably.

*keep this card. if you collect 3, lose 1 

item.

hire cards

requirements:  wages: $40

sorry score! 

the job is yours! you can start when you 

have all the mandatory items.
you’ve been rejected and kicked out of 

the store due to your appearance.

resume ($5 prints at the library) 

dress shirt ($20 at clothing store) 

suit ($45 at clothing store) 

Each character starts out trying to find a job. Once 
they reach a destination that has a “Hiring?” 
symbol, they may draw a card from the Hire pile 
and follow the instructions on the card.

weather cards

Weather is always a tricky element that the 
homeless have to deal with. In this game, sunny and 
cloudy days are safe, but rainy days force you to run 
for cover. 
Flip over weather cards every round (after each person 
has finished their turn). If the card displays a rainy day, 
players must choose between 
spending money for a motel room or losing an item to 
deduct their health.

rainy

47 :oh no! staying out in the rain 

is going to get you sick. pay $45 
for a motel room or lose 1 item.

The thief is a character controlled by all players. 
During each player’s turn, he or she will roll the 
dice for the thief and move it around the board. 
The thief may only move forward and turn right.

If caught, the player is forced to lose 1 item.

sunny

98 :it’s pretty toasty today, but 

that’s okay since you could 

always shed a few layers. 

cloudy

68 :things are starting to cool 

down, but still bearable! just 

have to bundle up to stay warm.

thief


