
     1000 Blank White Cards   

          (The Discordian Intelligence Agency Edition) 
 
 

UPDATE: There are now two lovely mirrors here and here. Smoke is optional. Thanks, guys!  
 
 
    1000 Blank White Cards is a card game, the purpose of which is to create the cards you're playing 
with.  The original version of the game was created by Nathan McQuillan of Madison, Wisconsin.  I 
originally learned about that version of the game here , although that page hasn't been updated in a 
while. 
 
    This new edition of the game was created in late 2001 by Riff Conner, and has been extensively 
playtested by the Discordian Intelligence Agency - Riff Conner, Mark and Kelly Hennies, and David 
Youtz - along with various guest stars.  Several rules guidelines have been added, for the purpose of 
giving it a more gamelike framework. 
 
 
What You Need: 
 
    * 3-6 players 
     
    * A pen for each of them, preferably black.  Don't use felt-tips - they soak right through the cards.  
Pilot Roller-Balls are great. 
 
    * A bunch of... blank white cards.  We use unlined index cards cut in half.  You will need 40, 60, or 
90 of them, depending on how many players you have and whether you've played before.  It's also good 
to have some extras on hand. 
 
    * If you have played before, you will need the stockpile of cards you had left over from the last game.
 
 
The Pre-Game Phase: 
 
    First, you need to set up the deck.  If you have 3 or 4 players, put a stack of 20 blank cards in the 
middle of the table.  (If you have 5 or 6 players, use 30.)  Then, if you have played before, add 20 (or 
30) random cards from the stockpile of previously-made cards.  (If you haven't played before, add 20 or 
30 more blanks instead.) 
 
    Then, pass some blanks out to the players.  If there are 3 or 5 players, everyone gets 6; if 4 or 6, they 
get 5.  Everyone will now take a few minutes to turn their blanks into actual cards (this will be explained 
later on).  When everyone's finished, gather up their cards and add them to the deck.  You now have 
either a 60 or 90 card deck, depending on the number of players.  (Actually, if you're doing a 3-player 
game, you only have 58 cards in the deck.  Anal-retentive gamers should feel free to add two more 
blanks.) 
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    Shuffle the deck thoroughly.  (Don't bother trying to actually shuffle them - they're too flimsy.  Just 
spread them out on the table and push them around 'till they're well-mixed.)  Deal out five cards to each 
player.  Game on! 
 
 
Playing the Game: 
 
    Play begins with the player to the dealer's left, and generally goes clockwise.  On your turn, take the 
top card from the deck (assuming there are cards left in the deck), and then play a card from your hand.  
You can play a card either on yourself, on another player, or to the center of the table (in which case it 
affects all the players, including yourself).  If the card has a point value or some other sort of lasting 
effect, it stays in front of the player it was played on (or in the middle of the table) until it is somehow 
nullified, discarded, or removed by another card.  Otherwise, it is simply placed in the discard pile. 
 
    If you have a blank card in your hand, grasp your pen firmly and turn the blank into a playable card 
(we're getting to that).  It's best to do this during the other players' turns, so as to hold up the game as 
little as possible. 
 
    If you cannot play a card (meaning you have no blanks, and none of the cards in your hand can be 
played in the current situation), then draw a second card from the deck and pass your turn.  If you can't 
do this because there are no cards left in the deck, the game is over.  Anyone with cards left in their 
hands can show them around before discarding them, and then the winner is determined. 
 
 
Winning: 
 
    Total up the point value of the cards in front of you, and add the point values of any cards played to 
the center of the table.  This is your score (and yes, it can be a negative number).  The player with the 
highest score wins!  Woo! 
 
 
Epilogue: 
 
    After the game is over, you will have a large pile of cards.  The next time you play, you'll be using a 
random selection of cards from this pile, so naturally you'll be wanting to whittle it down a bit so that 
only the best cards get re-used.  This is what the Epilogue phase of the game is for. 
 
    Take all the cards from the game you just finished, as well as any previous cards that didn't get used, 
and spread them all out on the table, face-up.  Then decide how large a stockpile you wish to keep.  If 
this is only your first or second game, start with 30.  If you've played several games, go to 60, and once 
you've played a whole lot of games and have lots of excellent cards, you can advance to a 90-card 
stockpile.  Divide this number by the number of players you've got - we'll call the result "X".  So for 
example, if you want to keep a 60-card stockpile, and there are five players at the table, X equals 12. 
 
Each player then examines the collection of cards and selects their favorite X cards out of all of them. 
 You now have a stockpile,  consisting of the best cards that the players have made so far.  Whoever is 
given the task of storing them can snap a rubber band around the deck, and put it on a shelf in 
preparation for next time.  The remaining cards can be thrown away, carefully archived in a huge library 
of three-ring binders, or baked into a tasty casserole - your choice. 
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Anatomy Of a Card: 
 
    Okay, now for the important bit, the bit you've all been waiting for: How To Create a Card. 
 
    Here's a sample card, with descriptions of its various parts. 
 

 
     Point values normally range from 100 to 1000, in 100-point increments, and can be either positive or 
negative.  Other instructions can be pretty much anything: normal card game instructions (Lose a Turn, 
Draw Another Card, etc.), unusual instructions (Dance Like a Chicken On Fire), or something totally 
bizarre (Eat This Card For Absolutely No Psychedelic Effect). 
 
    And that's really all you need to know.  Run with it! 
 
    Some more samples from our current stockpile (if I don't name an artist, it was me): 

  

 
* First, a title.  This is what the card is called.  Yep. 
 
 
 
 
 
 
* Then, a picture of some sort.  Artistic ability is not required; 
if you can do a stick-man, you're ready to go.  (During one 
game, we had so many stick-men on the table, I was forced to 
implement a card called "Stick-Figure Genocide" to get rid of 
them all.)  If you play a lot, you will discover that your artistic 
skills gradually improve.  Well, your cartooning skills, 
anyway. 
 
 
 
 
 
* And finally, a description of what the card does.  This can 
be a point value, some sort of instruction, or both, or neither. 
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One of mine, from the very 
first game we played. 

This is by Kelly, the only 
good artist among us.  We 
tease her mercilessly about 
this card, because "Why did 
the chicken cross the road?" 
is not a knock-knock joke.  
She freely admits to having no 
idea what she was thinking at 
the time. 

One of Dave's.  The 
called "Einstein's C
Pipe". 

 
    

Stickers are fun, and the 
Powerpuff Grrrls kick ass. 

An early one of Mark's.  I 
love the expression on the 
guy's face. 

"Spaghetti Breakfast
slang/euphemism for 
Rape". 
 
'Censored' boxes are
because they're real
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draw, and hide thing
would have been very
complicated indeed.

 
 

 
  

"Dave, what are 'Third Reich 
Points'?" 
"You're not cleared for that 
information." 
"Well, how many do I get?" 
"You're not cleared for that 
information." 

Another one of Kelly's - you 
can tell by the way the art is 
actually good. 
 
I have no idea what this card 
might be referring to, and I 
was afraid to ask. 

Mark drew this in a 
inspiration.  I don'
what I like better -
of surprise on the m
or the very understa
There's not even an 
exclamation point -
this sort of thing h
every day. 

 
 

 
  

For some reason, this card 
keeps getting put back in the 

"Is this worth three points?" 
 

Few people are aware
Pokemon was original
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Commentary: 
 
    Q: Is winning important in this game? 
 
    A: Absolutely not at all.  The whole thing is pretty arbitrary and random; in fact, it's almost 
impossible to win intentionally.  Sure, you could make a card that says "+ 1 Hojillion Points" and play it 
on yourself, but how long do you think it will take another player to make a card that forces you to eat 
it?  Agressive play simply doesn't work very well.  The real object of the game is to draw silly pictures 
and have fun.  Cheesy, yes, but true. 
 
    (If for some reason winning is important to you, try this: after the Epilogue is over, look through the 
stockpile.  If there are more of your cards in there than anyone else's, then you really did win.) 
 
 
    So, that's 1000 Blank White Cards.  I highly encourage you to try it out; if you do, please drop me a 
line and tell me what you thought.  But please, don't send me scans of your favorite cards - it's just a 
Yahoo mailbox, and it's already pretty full.  Post the cards on your webpage and send me the link 
instead. 
 
Cheers, 
--Riff 
 
P.S. Hail Eris! 
P.P.S. Check out 1kbwc artist Kelly's stie: Voodoo Velvet 
P.P.P.S. If card games are your thing, check out this site: The Card Games Directory 
 
 

(Just about everything on this page is Copyright 2002 By Nathan "Riff" Conner. Don't take it without asking, please and 
thank you.)  

  

stockpile, but cards with 
monkeys almost never are.  So 
this card gets played all the 
time, but never has any 
effect. 

"No." on legends of the 15
gods of war and deat
 
Now you know. 
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