
The Cards We’re Dealt
A card game exploring roles of
society and implicit advantages
and disadvantages 

PRESENTED BY:
DATE:

Kaelin M.  Hartman
May 7  2026t h



Message
The Cards We’re Dealt is about how society gives people different
advantages, limitations, and opportunities based on the roles they are
placed into. Even though everyone is playing the same game and trying
to gain points, not every player has the same abilities or restrictions.
The game explores themes such as:

Social inequality
Power structures
Privilege and limitation
Resource access
Competition within unfair systems
How people adapt to the “hand” they are given



“Players are competing
in the same system, but

not under equal
conditions.”



Game Setup
Pieces and Cards
16 Character Cards
36 Number Cards
(Can technically be played with a regular deck if your in a pinch)

Dealer deals out all cards to players, separating Character Cards from Number Cards
Players flip top Character card - that is who you become the rest of the game
Abilities and restrictions are written on the cards and in the rulebook

Shuffle remainder of cards together and pass your hand to the next player



Mechanics
 & connection to theme

1. Asymmetrical Roles
Each player receives a Character card with unique rules, some powerful end-of-round abilities while others have stricter limitations during gameplay.
This mechanic reflects how people in society often operate under unequal conditions.

2. Passing Cards
Players constantly pass hands around the table.
This represents:
The movement of resources
Economic circulation
Dependence on systems outside individual control
Players cannot fully control what opportunities they receive.

3. Discard Piles
Some players are forced to discard cards they cannot legally take which symbolizes:

                -Wasted opportunity
Some characters benefit specifically from discard piles, showing how people adapt differently to difficult systems.

4. End-of-Round Actions
At the end of the round, players can steal, reclaim, or manipulate cards based on their character abilities.
This reflects:
Power dynamics
Influence
Redistribution of resources
Institutional control
It also reinforces the idea that success is not always fully visible until systems are evaluated at the end.



1 2 3

Iterations
+playtesting



Current Game





Next Steps:
the future 

Fully develop illustrations - the solid color is a vibe but I’d like to experiment
more with them

1

I think paying with variation in the gameplay, especially for the abilities and
restrictions of the players could be cool. Maybe even adding more players
outside of classic deck of cards

2

Balancing the gameplay for different player counts, like 2-3 players vs. 5
players and adjusting the rules could make gameplay more dynamic

3

continue to take feedback and improve upon It from there

4



Thank You
for listening


	The Cards We’re Dealt
	A card game exploring roles of society and implicit advantages and disadvantages
	PRESENTED BY: DATE:


	Message
	“Players are competing in the same system, but not under equal conditions.”
	Game Setup
	Pieces and Cards
	1. Asymmetrical Roles
	2. Passing Cards
	3. Discard Piles
	4. End-of-Round Actions


	Iterations
	Current Game
	Next Steps: the future
	for listening


