Checkout Frenzy
By Jeremy Su, Willow Carter, Jordan Stone, and Adrian Sharpe
Mundane Work: Cashiers stand in one spot scanning a line of items and bagging them one at a time, placing more than one item in a bag sometimes, for the entire duration of their shift. They must make sure that lines don’t get too long and that they are scanning and bagging items as efficiently as possible to keep the flow of the checkout line going. Because customers usually arrive at a faster rate with a cart full of items than the cashier can check out items, the cashier must balance speed with bagging items correctly.
Objective: There are two players: the cashier who is trying to keep the queue from being full, and the customer who is trying to ruin the store’s business and fill up the queue so much that they can complain to the manager. The customer wins if they fill up the queue of the cashier that they have to place cards outside of the queue. 
 
Gameplay: Start off with 3 piles of 3 cards each which will represent the store’s shelves. These get refilled automatically each turn. The cashier has eight empty rectangles representing the queue that they have. At one end, there is a Bagging Area, where only cards on that space can be de-queued. 
A turn constitutes a customer moving and the cashier moving. The customer chooses any of the 3 piles of items they want to purchase and places the items in the cashier’s checkout line themselves. The cashier then places these items in the queue they have. These items received this turn cannot share a space. They can be bundled in later turns as they are from the board and not from the customer. After placing or bundling the items, the cashier removes the first item in the queue. The cashier can bundle or de-queue in any turn. The customer wins if the cashier cannot place any more items on the queue. The cashier wins if the entire deck is expended and the queue was never full.
Mechanics: 
Bundling: 
The cashier is able to pair items together as long as they are in descending order (You can usually put a small item in a bag with a big item, but not put a big item in a small bagged item). Only items that are already on the board can be bundled, and cashiers can only bundle once per turn. For example, if a space in the queue has the card 7, and the cashier has a 3 in hand, they can attach the 3 with the 7. When it is 7’s turn to de-queue, both the 7 and 3 are de-queued. If the cashier is handed a 9 and a 4, they can place it on one space with 9 behind the 4. Bundled items can only be two cards and act as one object. When de-queuing, they are both removed.
Face Cards: 
Each face card has a special effect and during a turn, the customer can choose to hold onto a face card from a pile (and give the rest of the cards to the cashier to queue up) and the cashier can only obtain a face card with the cards they are given. Each player can only hold onto one face card and cannot use it the turn they obtain it. One can not use and obtain a face card in one turn. If a face card cannot be taken by either player, it is treated as an item with the value 10. Below are the following effects for the following players: 
	
	Jack
	Queen
	King

	Customer
	Places an additional restriction on a card on the board: The bundled card must also match the suite of the jack
	Draw a card and add it to the items to queue for the cashier
	Cashier cannot bundle at all on their next turn

	Cashier
	Can bundle two cards on the board without the size restriction
	Able to remove/de-queue 2 spaces that turn
	Can bundle all cards received with any card already on the board



Initial Board setup:
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After a few rounds
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When looked at through Lens #18, the lens of Flow, we can see that this game is designed to have a clear and memorable goal. While there are several complications on the basic mechanics of queueing and de-queuing cards, such as the presence of face cards, these all serve to move the players towards their (opposing) goals. Each of the effects is related to the overall goal, so that players always feel like they are improving and making progress.
When looked at through Lens #22, the lens of Dynamic State, it becomes apparent that the different cards serve as “objects,” with player actions changing their attribute of being either on the store shelf or in the queue. The state of the cards is known by all players - however, since each player has a different goal, this level of knowledge still allows for some strategic play. In addition, since face cards have a different effect depending on which player is using them, this introduces an additional state for those cards, which is still known by all players.
Lastly, when examined through Lens #49, the lens of Visible Progress, we see that while some aspects of our game’s progress are visible (how many items are in the queue, how many cards are left in the deck, etc.), some of these measures of progress are not exact. While it is true that the cashier’s progress towards emptying the deck is always visible, the customer’s progress tends to fluctuate a bit, as various card effects can disrupt the normal flow of play. Because of this, while it may appear that the customer is nearing her goal, a face card used by the cashier may reveal that she was not as close as she thought she was. However, on the whole, enough progress is visible that both players can feel like they are being productive each turn. 
