
THE ALLOCATION – 

CASE STUDY



SUMMARY

 The Allocation is a social resource allocation 

game focused on negotiation, deception, and 
survival under scarcity.

 Players compete and cooperate to secure 

limited water resources.

 Audience: college-age groups, social deduction 

& strategy players.



GAME DESIGN DOCUMENT

 Core Concept: Resource allocation and social negotiation 
game.

 Message: Power, fairness, and manipulation in scarce 
systems.

 Mechanics:

 - Hidden negotiation

 - Central resource pool (water)

 - Round-based distribution

 Rules: One Allocator distributes water each round while 
others negotiate and react.



ITERATIVE 

DESIGN 

PROCESS

- Early prototype lacked 
incentive to lie

- Added scoring 
mechanics to increase 
tension

- Increased minimum 
player count after 
playtests

- Balanced Allocator 
power to avoid 
predictable outcomes

- Improved pacing after 
small-group testing



GAME MECHANICS

 - Central Allocator distributes limited 

water

 - Players negotiate, bluff, and form 

alliances

 - Scarcity drives conflict

 - Scoring rewards survival + 

influence

 - Repeated rounds build escalating 

tension



PLAYER GOALS & WINNING

Goal: Survive and 

maximize influence 

over allocations.

Strategies:

- Persuasion of 

Allocator

- Alliances and 

deception

Victory: Highest 

score



GAMEPLAY 

SEQUENCE

1. Reveal water supply

2. Allocator distributes resources

3. Negotiation phase

4. Resolution & reveal

5. Scoring update

6. Repeat rounds



GAME BOARD & 

COMPONENTS

 - Point Tokens

 - Water Tokens

 - Player Role Cards

 - Water Need Cards

 - Allocator Role Cards





RULEBOOK







PLAYTESTING NOTES

 - Small groups made gameplay too fast

 - Social deception mechanics were well 

received

 - Incentive structure needed adjustment

 - Increasing player count improved dynamics



CHALLENGES & 

DECISIONS

 - Balancing fairness vs manipulation

 - Preventing predictable Allocator 

behavior

 - Maintaining engagement for non-
Allocator players

 - Fine-tuning scoring incentives



REFLECTIONS

 Social tension is driven by incentives more than 

rules.

 Small mechanical changes had large behavioral 

impact.

 Future work: expand hidden roles and 

environmental consequences.
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