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Overview: 

Chicken Clash is a chicken themed, semi-strategy, two player card game. Chicken 

Clash takes place in a fictional universe, on a free-range chicken farm, aka the Field 

of Feathers and blood. 

1.1 Theme 

Chickens at war, on a free-range chicken farm, over what was perceived as a deadly 

insult. Chickens… Am I right? When will these fowl creatures learn? 

The Chicken Clash Story 

Aboard her star ship Erixa, a bipedal human woman, awoke, feeling as if her heart 

was in her head. The AI coffee machine casually beeped into awareness. Consumed 

with the desire to feel ‘human’ again, Erixa requested a coffee. She took one sip, 

enraged, she yelled at the machine to, “Make a decent coffee.”  

As she was yelling this, unbeknown to anyone of importance, a tiny portal opened 

the fabric of space and time. Through this portal her words were carried to another 

universe! Of all unfortunate places these words could have ended up, the central 

chambers of the chicken council, was the location.  

It was unfortunate because what was to be the most famous peace treaty of the 

century, was minutes away from being closed. Erixias’ words were heard 

simultaneously as a soft whisper by each leader, and was translated in the chicken 

language of cluck as the ugliest insult one flightless bird could say to another.  



Each leader thought that the other said it under their breath, an impromptu fight 

erupted, sending a plume of feathers and blood into the air, thus began the bitter 

Avian war! 

1.2 Background 

Genre: Card game, PVP, Humour 

 Research/similar games: 

Cards Against Humanity 

  Designer Josh Dillon, Daniel Dranove, Eli Halpern, Ben Hantoot + 4 more  

 Artist N/A  

 Publisher (Self-Published)  

Guillotine 

 Designer Paul Peterson  

  Artist Quinton Hoover, Mike Raabe  

 Publisher Wizards of the Coast  

 

1.3 Materials 

The cards have a standard playing card size of 63.5 mm x 88.9 mm. The text will be 
24 pt. so that it is readable on a table top to all players.  

All cards will be high grade and have well-designed graphics. They are a mix 
between Role cards, e.g. The Resistance and Community/Table cards e.g. Guillotine 

The poker-style chips will have a weight to them, as well as being high grade and egg-

shaped. 

https://www.boardgamegeek.com/boardgame/50381/cards-against-humanity
https://www.boardgamegeek.com/boardgamedesigner/20334/josh-dillon
https://www.boardgamegeek.com/boardgamedesigner/20335/daniel-dranove
https://www.boardgamegeek.com/boardgamedesigner/20336/eli-halpern
https://www.boardgamegeek.com/boardgamedesigner/20338/ben-hantoot
https://www.boardgamegeek.com/boardgame/50381/cards-against-humanity/credits
https://www.boardgamegeek.com/boardgamepublisher/4/self-published
https://www.boardgamegeek.com/boardgame/116/guillotine
https://www.boardgamegeek.com/boardgamedesigner/82/paul-peterson
https://www.boardgamegeek.com/boardgameartist/12012/quinton-hoover
https://www.boardgamegeek.com/boardgameartist/11803/mike-raabe
https://www.boardgamegeek.com/boardgamepublisher/13/wizards-coast


 

1.4 Rules: 

- First everything must be setup 

How to set up the game: 

- Separate the cards into three piles (Chickens, Specials, Attachments) there are 

indicators on the back (C, S, A) 

 

- Gather up all the ‘eggs’ and place them alongside the cards 

Pre-play: 

- Shuffle each deck of cards 

- Deal each player seven (7) chicken cards 

- Keep these cards secret 

- The oldest player goes first 



 

How do attachments and special cards work? 



 

 

1.5 Mechanics: 

A turn is after both players put down cards.  

A round is the running out of chicken cards.  

You can only replace chicken cards. Any other card which is played is added back to 

its respective pile. 



In the event of a draw, keep playing turns until someone wins. The winner then gets 

to take all the other players cards that were played (as they count as loosing cards). 

You still only take one egg. 

You can only equip one attachment per chicken. If a special card is used by both 

players on the same turn, this is a tie, due to it being a trump card.  

Process 
 

2.1 Ideation/Prototype 

I was lead to the idea of this game through writing down ‘game sparks’ and for some 

reason it leaped out at me and I decided to stick with the Chicken Clash idea because 

it flooded my mind with ideas.  

I developed the idea and backstory of this game at my local hangout, society city 

bookshop. Once I had come up with the story as well as a few card ideas, I approached 

some people, which I didn’t know, and asked if I could have a moment of their time to 

tell them about my game, this was to gauge interest of course. The results were good, 

they found the story humorous and the card ideas quite funny. I asked if this is a game 

they would want to try out, based on what they knew so far, it was an enthusiastic yes! 

I asked a few people what they thought of the card names. This revealed to me that 

‘attack chicken’ and ‘defence chicken’ where boring. To me these names also had 

implications about what the role was capable of. At first I had serious sounding names 

for the special ability cards, such as, ‘Fury of feathers’ I decided against this and opted 

for something more humorous, for example, ‘Winging it.’ I have also changed the 

currency from coins to ‘eggs.’   

Here are the first draft examples of card ideas: 



 

 

 



Later, I visited https://game-icons.net/ a free content site, to get icons for a more 

professional look. Utilising my insanely good Photoshop skills, these are the results: 

 

Here is a list of all the types of card: 

Types of cards: 

Chickens; 

• Crazy chicken (STRENGTH: 3) 

• Chicken who thinks it can fly (STRENGTH: 2) 

• Genetically enhanced chicken (STRENGTH: 4) 

• Robust rooster (STRENGTH: 4) 

• Farmyard chook (STRENGTH: 1) 

• Monocle and top hat wearing chicken (STRENGTH: 1) 

• Bounty hunter chicken (STRENGTH: 4) 

Special ability; 

https://game-icons.net/


• Winging it (A devastating high speed attack) COST: 3 gold coins 

• The pen is mightier than the sword (death by the pen that was to sign the peace treaty) 

COST: 4 gold coins 

• Fowl Play (An attack from behind that shatters the skull of your enemy) COST: 3 

gold coins 

• Random Portal (Opens beneath the feet and chicken falls into another dimension) 

COST: 5 gold coins 

• Hatching a plan (an angry baby chicken with a sonic chirp that turns an enemy into 

nuggets) COST: 6 gold coins 

Attachments; 

•  Spurs (STRENGTH: 1, COST: 1) 

•  Sword (STRENGTH 2, COST: 2) 

•  Egg Grenade (STRENGTH: 2, COST: 2) 

•  Regular office pen (STRENGTH: 1, COST: 1) 

2.2 Playtesting results 

Play test #1 

Initially I play tested by myself. It may not sound like a wise choice, but by doing so I 

found numerous flaws in my design.  

Having a full-strength level for cards was an issue, because on some turns the 

attachment cards were rendered pointless.  

I made the max strength of a chicken only go up to 4/6 to allow for strength levels to 

be added by an attachment. 

Throughout my solo playtesting, I realised that playing special attack cards 

individually was a very easy way to win if a player got many in a hand.  

I decided to make special attacks a card which had to be played in conjunction with a 

chicken card.  

 



Initially, special attacks were too easy to come by if they were part of the normal 

deck.  

I made special attacks separate, as purchase item and limited commodity, this 

meant they were harder to come by, leading to a player having to strategize more. 

Playtest #2 

I went back to my beloved bookshop and attempted a play test with other people. The 

results were disastrous.  

Often players ran out of cards before the round was over, meaning someone at some 

point would not be able to play.  

Initially the rules stated that ‘All players must run out of cards before the round could 

be considered over.’  

Due to the problematic nature of this rule, it was changed to a card pickup system, 

whereby a player replaced his or her chicken card after one was played (like Cards 

Against Humanity). This amended the issue, and enabled continuous play. The round 

now ended when there were no more cards to pick-up. 

With my original set-up, I was finding that players were running out of cards and being 

restricted from play until the round was over. Originally all players had to run out of 

cards before the round was over, this was changed so that a player replaced a chicken 

after each turn, (keeping seven chicken cards always). This method ensured 

continuous play throughout the round. I changed the rules to state that the round ends 

when there are no more cards to pick up. 

Playtest #3 

Playtesting in class yielded yet more disastrous results. The game was unengaging 

because the rules were too complex and unclear and I needed to have a lot more 

cards.  



While the theme and level of abstraction were appreciated, Chicken Clash turned out 

to be deeply flawed, so flawed that on that day it could not be translated into a physical 

game. It was suggested that I have illustrations to help in the explanation of the rules. 

 I need to refine the rules, making them clearer. Most people did not understand the 

chicken theme, it was suggested I refine the theme too, (however it must be noted that 

no one wanted to read the story, which would have brought an understanding of why 

the game was about a chicken war). 

Overall Chicken Clash needed to: 

- Have clearer rules  

- More consistent 

- Chips and cards need a clearer purpose 

- Explain what a ‘turn’ means 

- Explain what happens if there is a tie 

- Explain what a ‘round’ means 

- Include a setup stage 

- A redefining of the rules and mechanics 

- More mechanics to allow the game to function   

Playtest #4 

Now that I had refined and simplified my rules, I set about making enough cards to 

have a game. I was pleased to observe that my friends at my local haunt (the 

bookshop) delighted in the humour and motions of the game, overall, they enjoyed 

the theme and thought that it worked fluidly. They did have cosmetic ideas, such as 

what the chickens could look like if illustrated professionally.  

I joined in on a game to experience my creation, the rounds were not too short and 

the variety of abilities and attachments kept us entertained. We were also 

entertained by the humorous names, which in a sense kind of made the game, giving 

it a certain charm and joy. My friend Amy laughed out loud when she made this 

move, fowl play by a chicken with a top hat.  



Overall there was a good balance between theme, playability and engagement. We 

came away from a few games, fulfilled by our experience, we were smiling and 

laughing, ending the day well. 
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