
 

 

Need 

 

This is a game about needing things. 

 

Start the game by asking around the table. Each player gets to choose a need. You can 

write it down on a piece of paper if you like. The need can be anything you can think of – 

love, food, housing or a cold beer. You start the game with three points. 

 

During the game, you will invent a number of characters. It helps to agree in advance on a 

place your characters are from, and maybe how they know each other. Maybe they all 

work together, are related, or neighbours. If you have a favourite book, movie or television 

series in common, then maybe they live in that world. 

 

The object of the game is to win the most points by fulfilling your need for as many as 

your characters as possible. 

 

When its your turn, you can begin by telling the others what your character is called, who 

it is, and how it plans to fulfill its need. 

 

Then the other players may choose to pay one of their points to make a character of their 

own, and intervene in one of three ways: 

 

Tell us how their character stops all the other characters in the game so far from getting 

what they want. If this is the last option introduced at the end of the round, you will lose 

one point. 

 

Tell us how their character helps your character and fulfills its own need at the same time. 

If this is the last option introduced at the end of the round, you will both get one point 

each. 

 

Tell us how their character helps your character, and looses what it needs for itself. If this 

is the last option introduced at the end of the round, you get one point. 

 

Each new option should continue the story from the previous one. When no one wants to 

buy in anymore, the round ends. Tell us what happened to your character in the end. 

Make a note of your points, and go on to the next player, who will tell us about a new 

character or use one from the previous round who has not yet fulfilled its need. 


