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Card Game Design Interest Group
Karel and Peter
• game design
• card games
• game

development

Riemer
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Objectives: Towards Gameplay 
Engineering

Questions
• How to combine paper and software 

prototyping & get the best of both worlds?

• How can game design processes be 
improved with a digital card game 
prototyping tool for systematically 
exploring the design space?

How can a card game tool help
• shorten game design iterations

and speed-up the design process

• help to improve the quality of rules & play

• enable to design and explore in a more 
systematic and targeted way

paper prototyping

software prototyping



Approach: Live Game Design

Approach
• Live Intelligent Visual Environments 

for Game Design (Live Game Design)

Visual Card Game Design Language
• Visual notation for expressing card 

game rules attuned to the expertise 
of game designers

• Digital prototyping tool for modifying 
evolving rule sets

Live feedback and feed-forward
• Immediate and continuous

feedback on modification results

• Explore design alternatives that can 
be inspected to focus the creative 
design process
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