 The Game of the Goose

This is one of the first games we know of from its presentation to Phillip II of Spain by Francesco de Medici.  It is in the classic family that led to chutes and ladders and all the other race games with special spaces on them.    The board is usual drawn as a spiral although any space can work.  It consists of a start, 62 normal spaces, and the victory space, 63.  Any number can play.   Roll to see who goes first.   

Each player in turn then rolls two dice and moves that many spaces along the track from the start to 1 then 2 and so on.   The goal is to reach the center, space 63, by exact count.  If you roll too high you bounce back and move backwards the excess amount. 

A player can move over other players while moving but if you end a move on top of another player they are moved back to the space where you started this turn (even if it is start).

Geese appear on spaces five (5), nine (9), fourteen (14), eighteen (18), twenty-three (23), twenty-seven (27), thirty-two (32), thirty-six (36), forty-one (41), forty-five (45), fifty (50), fifty-four (54) and fifty-nine (59) and when a players lands on one of these they get to move the same number of spaces they rolled again.   Note however that on the opening move a roll of 9 would win so two special spaces are marked with the combinations that can generate nine.  When sitting at Start on roll of 3 and 6 one moves to space twenty-six (25) and on a roll of 4 and 5 one moves to space fifty three (53) instead of moving normally.   These spaces are normal when landed on. 

Land on Six (6), The Bridge and you move straight to space twelve (12).  

Land on Nineteen  (19), The Tavern and you lose one turn drinking and one more sobering up before you can move again. 

Land in Thirty-one (31), The Well, and you are stuck until someone else lands on you, thereby sending you to the square they started on and trapping them. 

Land on Forty-two (42), The Maze and you wander confuse (move straight) back to space thirty (30).

Land on Fifty-two (52), The Prison, and you are stuck just as in the Well. 

Land on Fifty-eight (58), Death, and you start over.

I find being stuck in the Prison or the Well can be hard on some players especially in games with few players.  To allow the stuck players some action we have found it useful to let them continue to roll the dice and if the special 3 and 6 or 4 and 5 combinations come up release them to the same special spaces they would have moved to on that roll during the start of the game. 

Dagonell the Juggler has suggested that for smalls one should try creating a physical board with large sheets of illustrated newsprint or cardboard on the ground, making dice from gallon milk cartons and leaving appropriate props on the special spaces.   Each player then moves as their piece would around the board.  When sitting on a special space one must use the appropriate prop.

Alternatives for larges having each player ante a stake to space 63 and ante additionally each time a special space affects them can create a gambling version.  The player who reaches the center collects the pot so created. One may also have players pay a forfeit to someone who lands on them of the same stake or buy their way out of being stuck for a few stakes.   If one runs out of coins while playing one is removed from the game. 


http://period.tihor.com/goose.doc
Get a copy of Medieval Games by Salaamallah the Corpulent for a fine reference to many period and possibly period games. 


The Game of the Goose





Each player rolls 2 dice and moves that many spaces along the sequence.  If you land on another player they are moved back to the space you started your turn from.  If you roll a 9 when starting move on Start go to 25 or 53 instead.  If you overshoot space 63 extra pips of movement bounce you back that many spaces.  If you are stuck you must wait for someone else to land on you.   Land on a goose and move the same number of spaces again.  [Suggested House Rule: roll for 9s when stuck and treat as at start.]  


	� HYPERLINK "http://www.nyu.edu/~st1/s/goose.doc" ��http://period.tihor.com/goose.doc�


Buy a copy of Medieval Games by Salaamallah the Corpulent for a great SCA reference. 
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