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Risk, thance, and Decision-Making
Life is unpredictable
Players must thoose hetween safe and risky decisions
Every thoite hus tonseguentes
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[l GUESSING GRIME ENRANCED LUITH STRATEGY
AND GRS ELEMENTS
PURPOSE:
. IMAKE A SIMPLE (ARD GAIME MORE

RULES OUERVIELL:
. GUESS HIGHER/LOLWIER THARN 7
o UiN CARDS BASED O [ORRECT GUESSES
SPECRL RULES IMODIFY OUTTOMES
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(HAGSIMULTIRIIER
. RED (ARD — +2 (ARDS
o BLACR CARD — +1 (ARD
RISRIBEN
o SAFE — NORMAL REWARD
. RISEY — DOUBLE REWARD OR LOSE 1 CARD
SRECUANCARDS

. ACE — STEAL A CARD
o FACE CARDS — BLOCK ROUND

7 —> EVERVONE DISCARDS

‘ ERE PRESERNTATION = GRNMIE PRESENUTATION = @NE PRESENTATTION



EEIRSIPLEAY: NOGETHER

PLAYER GOALS (&

Collect the most cards
Decide when to pluy safe or risky

Adupt to unpredictable outcomes
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EEIRSIPLEAY: GAME NOGETHER

RULEBOOR .
SHMPLE Y

BASIGRULES:
GUESSIHIGHERIORILOWERSTHANY?
CHOGOSENSAEEIORIRISKY.
EOLLOWISPECIABRCARDIRULES

<L WINNING:
* : GAMEIENDSIWHENIDECKAISIEMPILY,
MOSTICARDSEEAWINNER
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INERANIVE DeSiGI

Started os o basit guessing gume
Problem: Too simple / boring
Solution:

Added Risk Bet — more strutegy

Added Chaos Efferts — more extitement
Added Special Curds — unpredictability




PLAYTESTING ROUES

RIAVERSIENIOVED:

DIMORERIAVE

‘ ERE PRESERNTATION = GRNMIE PRESENUTATION = @NE PRESENTATTION
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GAME REELELTION (&

Learned:
Simple gumes need depth to stuy fun
Players enjoy risk und rewards
Chuos makes gnmes memorahle

Next time:
Add more strutegy options
Bulunce luck vs sKill even more

ERE PRESERNTATION = GRNMIE PRESENUTATION = @NE PRESENTATTION
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