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Overview

Quests for Antiracism is an expansion for CHARMS:  
A Game of Insight. The cards can also stand alone as 

dialogue, reflection, or writing prompts. 

Expansion Contains

• 	 20 Cards containing 80 questions (including  

fill-in-the-blank options)

• 	 2 Specialty Charms 

Expansion Charm Meanings

• 	 Diverse Meeples:   
Front and Back  

(Antiracism, Equality)

• 	 Eye:  
Front  

(Aware, Open-minded)  

Back  

(Unaware, Closed-minded)

Studio 9 Games and our collaborators view racism as the 
most vital and challenging issue facing America. We  
understand that everyone belongs to one wonderfully 
diverse human family, we’re all created noble, and we all 
deserve equal rights and fair opportunities. We also know 
that our collective well-being, peace, and security are  
dependent upon rooting out racism and prejudice, and 
that the sincere attention and sustained participation 
and action of all peoples are what is required to eliminate 
these ills. Having courageous conversations about racism 
is a necessary step toward creating justice and liberty for 
all. CHARMS gameplay facilitates dialogues for antiracism 
with families, friends, or groups in a way that offers every 
player the opportunity to share and be heard.  

Suggestions for Using this Expansion

Review the information below with all players prior to 

playing to facilitate a constructive and insightful expe-

rience for everyone. Use these suggestions in place of 

alternate or variant play options from the base game.

•	 Quests for Antiracism is for people sincerely 

interested in striving toward antiracism. Consider 

playing in a diverse group or with players of the 

same race—depending on your needs or goals.

•	 While playing Charms can be enjoyable, racism is a 

topic that may bring up uncomfortable feelings. It’s up 

to each player (or discuss as a group beforehand) to find 

productive ways to manage any feelings of discomfort.

•	 It may help for players to remember that while racism 

is embedded in the fabric of our society and systems, 

we all have the ability to learn, grow, transform, and 

create positive change. Encourage everyone to find 

their courage, care, and compassion.

•	 Before playing, it may be helpful to center and 

connect the group by doing a brief activity, such 

as a breathing exercise, playing uplifting music, or 

sharing inspiring quotes. 



• 	 This is a creative problem-solving activity/game. 

Keep an open mind about the gameplay process, 

as well as any answers shared and received. If any 

answer doesn’t resonate with the Quester (player 
taking a turn) as helpful or true, Quester shouldn’t 

select it as a wise and winning answer.

•	 Set time limits as needed so everyone has a chance 

to share.

•	 Set aside cards from the CHARMS base game. 

Quester picks a quest (question) from this ex-

pansion’s deck, modifies it to match their needs 

(making it as specific as possible), or asks one of 

their own. Note: A quest should be one that the quester 
sincerely wants answers to regarding antiracism. 

•	 Add the 2 specialty charms to the base game’s bag 

of charm pieces.

•	 Help each other explore the meaning of complex 

words and concepts that come up, like antiracism 

(i.e., ideas, actions, or policies that work against 
racism—toward racial justice and equality for all).

•	 Players try their best to give and gain the most 

wise or helpful insights. If Quester decides there 

aren’t any insightful answers, Quester may choose 

not to select a winner during their turn.

•	 At the end of their turn, Quester may choose to 

share why they’ve selected a particular answer as 

the winning or most insightful one.

Online CHARMS Variations 
•	 Video Chats: On a video call, select a quest from the 

deck, or have a participant share one. Modify the quest 

to include the whole group. Make a real or digital 

(www.CharmsGame.com) charms roll, then remove “out 

of bounds” charms—pieces that landed off the board 

or on a dividing line between any sections of the board. 

Together review each charm’s meaning, along with 

the place it landed on the board, while someone enters 

this information in the video chat space for all to see. 

Players can share what this quest means to them. 

•	 Writing Prompts: This activity is the same as Video 
Chats, but instead of having a dialogue, each person 

writes what this quest means to them. Writers can 

take turns sharing their answers with everyone.

•	 Sharing Your Quests: First, photograph your roll 

on an actual game board or download an image of 

your digital roll. Next, share the image, your quest, 

and relevant charm meanings via text, email, or 

social media. Include your insights, or invite family 

and friends to share theirs. 

 
CHARMS: A Game of Insight is an award-winning* easy-
to-learn game where each player (Quester) takes a turn by 
asking a question from the cards (or their own question). 
Everyone else finds their inner sage and tries to write the 
wisest answer based on the Quester’s roll of 9 random charms, 
their meanings (listed on game’s key cards), and where they 
land on the board. The Quester then selects a winning answer. 
The player with the most winning answers wins the game.

CHARMS is a community-building game that can be used to 
gain insights into almost any topic. No subject is too light or 
heavy, shallow or deep. Players use their minds, hearts, and 
creative problem-solving skills to help each other gain new 
perspectives, understanding, or ideas for positive action. 

*Parents’ Choice 2018 Recommended Award Winner and 
a Serious Play 2018 Silver Board Game Winner. It was also 
selected to be a 2018 Mensa Mind Games® Competitor.



What can I do to have more joyful and sincere friendships 

with people of a different race from mine?

How do racial slurs affect me? 

What Blocks my efforts toward antiracism?

What are good next steps for me to take to help eliminate 

racial prejudice at _____ ?



What do I do when someone I know unconsciously says or 

does something bigoted or racist? 

What should I do in order to meet and get to know people 

of other races and cultures?

What could I do to address antiracism vigorously? 

How can I build more trust with people of a different race 

from mine at _____ ?



What will help me get better at speaking up against racial 

injustices when I see them?

When I have a hurtful thought, what helps me change it 

to a more peaceful one?

What will help me act against racial injustice and  

prejudice, or systems of oppression?

How can I be more trusting of people from a different race 

or culture at _____ ?



How can I be more open-minded and excited about diverse 

people’s cultures, contributions, and perspectives? 

What are my greatest gifts for helping to eliminate racism 

or racial injustice? 

How can I discover and overcome racial biases and  

prejudices in myself?

How can I be more inclusive of diverse people at _____ ?



What helps me with someone who is in denial about racism?

How can I become more aware of how racist policies and 

practices benefit or harm me?

What should I do in the face of racial oppression, ridicule, 

microaggressions, or sabotage? 

What will my life be like in _____ year(s) if I don’t 

help with eliminating racial prejudices and injustices at 

_____ ? 


