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Lights Out! An Incident Response Game 
Guide to Modifying the Game
Lights Out! An Incident Response Game can be modified to meet the needs of any organization. Below are general guidelines and notes to aid the process. Use what makes sense. Reach out to Marlee (marlee.etchison@state.mn.us) or Andy (andy.klitzke@state.mn.us) for assistance.
Modify to Meet Your Needs: 

Rename things to mirror your response plans
1. Activities from your response plan
2. Advantages based on capabilities of response partners
3. Problem cards based on challenges specific to your region/location
4. Metrics that match how you evaluate a response
5. The name of the game
Create a new Scenario	
1. Review Activity, Advantage and Problems Cards for what fits the scenario
2. Change or add cards to fill gaps 
Game Balance:
The following guidelines help maintain balance, so all roles and metrics are used during the game. It’s important when making changes to ensure one role or metric is not overused. Consider these are suggestions and not requirements. Minor differences are ok.

1. Metric increases and decreases are distributed evenly among the four metrics
2. Costs are distributed evenly between the five roles. Each role should feel some scarcity during the game.
3. The number of Advantages is roughly 50% more than problems
4. Generally, one metric increase costs 5 resources
General Notes
1. The themes of the game are managing scarce resources, making progress while keeping things from spinning out of control, and doing the best with what you have in the moment.
2. Situation Progression is most important to winning the game. 
a. It appears on all Advantages and a handful of Activities. 
b. Each Problem decreases Situation Progression. 
c. If there are too many increases the game becomes too easy. 
d. If there are too few or too many decreases, the game may be impossible to win.
3. The game is designed to be winnable after shuffling the deck once. The players will have a fun struggle early and ultimately overcome it to win.
4. Playtest your changes to make sure the game achieves your objectives. 
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