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How to use this deck
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Behavioural
Momentum

Used to give confidence and motivate players to
continue the game.

e.g. the player has a 'mining' skill that improves
every time they mine for something in the
game.







Collaboration

In collaborative games, players share common goals
and outcomes; players either win or lose together.
Similar to Cooperation , but here, players benefit or
don't benefit together.

e.g. where players combine their points at the end of
the game and either win or lose as a whole, together.












Cascading Information

Information released in minimal snippets to gain the
appropriate level of understanding at each point
during a game.

e.g. a skill-tree where you only need to learn a few
skills at a time while you progress.




Questions and
Answers

Players ask and answer questions in a manner
constrained by rules.

e.g. where one player needs to ask questions to try
and guess the animal that they player is thinking of.







Resource 1E
Management

Where the player gets some kind of object like
money/items and need to make decisions using their
resources.

e.g. where the player can only hold a certain number
of items that can be used in a battle.
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One Player Better Off

A mechanic where one player can't be better-off
without another becoming worse-off.

e.g. a game where one player must lose points in
order for another player to gain points.



Appointment

A mechanic in which to succeed a player must return
at a predefined time to take a predetermined action.

e.g. the player must return to their 'home" at the end
of the game to undertake some action.

























Conditioning

Where players are conditioned to expect something,
based on something else happening.

e.g. a positive conditioning could be where the player
gets to level up when they reach 100 points and
negative conditioning could be where the game ends
when the player loses 3 lives.

























Tutorial

Where the player is given an introduction or
practice to what they will be doing in the game.

e.g. at the start of a turn-based game, the player
might get to take a 'tutorial turn’ that is just for
practice and wont affect their score etc.
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Rewards / Penalties

Feedback a player would receive for a worthy action.
Used to encourage the player to progress in the
game.

e.g. if a player completes a level, they are rewarded
with a coin. If the player fails a level, they are
penalized with a coin being taken away.









Cut Scenes / Story

Information released in minimal snippets to gain the
appropriate level of understanding at each point
during a game.

e.g. a short text that gives the player background to
the game’s story.
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