
  AltarCation
Welcome to Altarcation, showrunner! Guide your contestants through the competition and 

match the fickle fiancee’s desires before someone else does!

CONTENTS:

1. One Game board
2. Nine Contestant tokens
3. One Desire token (ring)
4. One 6-sided die
5. Game Instructions 

OBJECTIVE OF THE GAME:

You are a showrunner on a reality TV competition where 
contestants vie to marry a mystery fiancee. 

Coach your contestants through the competition while 
ruining your competitor’s chances to match the 
fiancee’s current desire. 

Each showrunner tries to get his or her contestants to 
marry the fiancee first. But this fickle fiancee will only 
marry contestants with certain traits, and is known to 
change their mind. 

GAME PREPARATION: 

Place the game board with the title at the top. 

All contestants start at the first tile at the bottom. 

Each player chooses a color to control, consisting of 
three contestants each of different qualities: 

looks, 

wealth, 

and smarts. 

The fiancee’s desires are listed at the top of the game 
board by the altar stage. Place the desire token over the 
mirror.

 

The fiancee always starts with a desire for a beautiful 
winner. If their mind changes, the next quality they de-
sire is always wealth.

 The third is always smarts. Goals always change in this 
order, with smarts changing to looks to begin the se-
quence again. 



GAME RULES: 

The player who watches the most reality TV goes first. 
Turns then go around the group clockwise. 

On your turn, roll the 6-sided die. 

If you roll a 1 through 5, you must choose between 
moving one of your own contestants forward that num-
ber of tiles, or taking an action that impedes another 
contestant(s). 

Refer to the cheat sheet card during play to see what 
actions correspond to a  number, which are described 
in full here: 

(1) Swap any two contestants on the board. For exam-
ple, you may swap two of your own contestants with 
each other, or you may swap one of your contestants 
with someone else’s.

(2) Choose a showrunner (player) to skip their next 
turn. It does not have to be the player next to you.

(3) Move an opposing contestant back one tile.

(4) Move an opposing contestant back two tiles. 

(5) Send all contestants on any given tile back to the 
first tile.  If one of your own contestants is also on the 
tile you choose, you must also send that contestant 
back.

(6) If you roll a 6, the fiancee’s desire changes to the 
next one in the sequence. Move the desire token to 
the next trait. Then your turn is over; you do not get to 
move a contestant. 

 ALTERCATION AND SLOPPY SPACES
Altercation Space

What’s a reality TV show without drama? Everyone must 
stop on this square, even if your roll would allow you to 
move past it. 

While you are stopped on this square, if another play-
er’s contestant lands on the space at the same time, 
you must fight with that contestant.

To resolve the fight, each player rolls the 6-sided die. 
The higher roll wins the duel. The winner moves for-
ward one space. The loser remains on the Altercation 
space. 

If you have two contestants on the space, and another 
player’s contestant lands on Altercation, you need only 
duel once. If you win, you may choose which of your 
contestants to advance. 

Sloppy Space

If you end your turn on this space, you get too sloppy on 
a date, black out, and wind up back on the Start space 
at the beginning of the game.

You may pass over this space if your roll carries you be-
yond it; in this case it acts as a regular square. 

If another player sends your contestant back 1 or 2 
squares and you end up on this space, you must go 
back to the Start square. 

GENERAL RULES

You are not allowed to land your contestant at the altar 
if it does not match the fiancee’s desire. You must either 
choose the action associated with your roll, or move a 
different contestant. 

Any number of contestants can occupy the same tile at 
once.

You do not need an exact roll to reach the altar stage 
and win.

WINNING THE GAME

When the first contestant matching the fiancee’s cur-
rent desire reaches the altar, that player is the winner! 

And presumably, the fiancee and the contestant live 
happily ever after, although we all know how TV 
marriges usually turn out...


