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Theme 
 

My game has a very diverse theme. I set out to build a game that can have it’s storyline 

moulded and built into something that the players can create with an overlying theme. To 

facilitate the type of game that I wanted to build I had to create a theme that allowed the 



inclusion of many different universes and thus the creation of many different storylines. My 

game is based in a time where there has been a great ‘big bang 2’ where an infinite number of 

trans-universal rifts have opened up in the universes of countless sci-fi and fantasy pop fiction. 

Now each faction from every universe is vying to be the greatest faction in sci-fi and fantasy 

history. Whether it be the Khorne Daemons from the Eye of Chaos, the Klingons of Kronos, the 

Skrulls from Skrullos, or Godzilla, each faction will strive to be the greatest and surpass time 

and space. To do this, each faction must create or choose a champion or champion squad that 

will lead them and represent them in the great battles to determine supreme victory. 

 

Background 
 

I have a lot of experience with card games. I’ve been playing the Yu-Gi-Oh TCG for about 6 

years now and have dabbled in the Pokemon, Magic, and Dragonball TCG’s along with the 

video game Hearthstone both as a player and just through general research. Through this, I 

have extensive knowledge and experience of how to balance cards, what makes a card 

broken/bad, what card types synergize, how to build a deck, etc. I also watch a lot of videos 

on card games and their mechanics and cards specific to them. Two of my favourite videos are 

“When Card Games Break” by Austin McConnell and “The Black Lotus” by Rhystic Studies. I 

struggled to find many academic sources/articles specific to building and creating a card 

game, however, I did find this thread on the BoardGameGeek forums 

(https://boardgamegeek.com/thread/970421/framework-guide-creating-tcgccg) that I would 

refer back to if I felt like I was moving off track.  

 

Potential Marketing Elements 

This product is a combination of two big nerd markets and hence the market that I am aiming 

for is the Warhammer/TCG community. Specifically for people such as myself, who love both 

but find that I often have to choose between the two due to the cost. Both Hobbies are quite 

expensive but by taking the best parts of both, I think this is a very viable option for those 

looking for something different.  

https://www.youtube.com/watch?v=LFoMxPgutq0
https://www.youtube.com/watch?v=AAvLC3fz068&t=682s
https://boardgamegeek.com/thread/970421/framework-guide-creating-tcgccg


 

Production Cost 

One of the great things about this product is the availability to BYO model to play with. I don’t 

want to limit people creativity when it comes to personalisation of their deck. In the beginning, 

decks will be more expensive. But as time goes on and the demand goes up, it will be much 

cheaper to purchase cards. Just starting out, I would create 5 unique deck types with their own 

specific cards along with some general cards that can be used in any deck. This way it gives 

people a feel for many different types of decks and playstyles. The estimated production cost 

for this start up i’m estimating to about eight thousand dollars australian. This would cover the 

production of 2500 decks (500 of each archetype), the design of the cards (as I would need to 

contract a graphic designer), and any pledge rewards that would be available. To produce 

2500 decks it would cost 7000 through makeplayingcards.com. The pledge rewards that I 

would include would range from holographic versions of cards to jumbo versions as well as a 

copy of a single deck, depending on what price people would pledge at. These holographic 

and Jumbo cards would be single print only. This would only be done if I were to self publish 

the game. However, if i didn’t want to then i could potentially go through the company 

thegamecrafter.com and publish my game through them. 

Rules 
 

-The win condition is to get your opponent’s champion to 0 life 

-Each champion has 20 health 

-once a player has reached health of 15, 10, 5, and 2 they can pick up a card from their 

ability pile 

-You can only place 10 cards in your ability pile and they must be shuffled before 

play 

-Each deck is 60 cards exactly 

-Once a player has gone through their whole deck and cannot draw naymore cards, they 

must shuffle and rondomly split their discard pile in half, remove one half from play and 

place the other half in the deck zone, then wait 1 full turn till they can draw again. 

https://www.makeplayingcards.com/
https://www.thegamecrafter.com/


-The hand limit is 10 cards 

-After each card is used it is sent to the discard pile 

-Life can be kept through any means that the players wish to, however, it is always 

recommended that it be held through the use of a D20 

 

Turn Structure 

Standby Phase 

-Draw 6 Cards (or enough till you hit the hand limit of 10) 

-Any cards that state they can be played in this phase may be activated 

-However, only 1 card can be activated per player, per standby phase 

-In this phase, players will also be able to play a single ability card 

 

Preparation Phase 

-Armour and health cards along with special weapon cards can be played in this 

here 

-There is no limit to how many cards can be played in this phase 

-Special Weapon cards must be placed face down and can only be used 

for one attack (unless otherwise stated) 

 

Battle Phase 

-Players roll a dice to see who can attack first then take turns in playing attack 

cards 

-If a player wishes to use their special weapon then they must flip the card 

face up before declaring an attack. 

-After every attack card has been played, the player who is being 

attacked has the ability to block the attack with a block card 



-If a champion takes damage to their health then the attacking 

player rolls a D6 and then if the result is a 6, the player roles 

another D6 and times the original attack by the result.  

-1 or 2 =1 

-3 or 4 = 2 

-5 or 6 = 3 

 

End Phase 

-Once both players are finished rolling dice to detirmine extra damage/finished 

attcking, the turn is considered over and both players return to the standby 

phase. 

 

Time rules  

 

-There is no turn limit, however there is a 30 minute time limit 

-Once time is up 

-There are 3 more turns and by the end of the 3rd turn, whoever’s 

champion has the most life, wins the duel. 

 

 

Development process 
 

Ideation 

The creation process was very simple for me. One factor came from when I first learnt that we 

had to create our own game there were two games that popped straight into my mind, a 

mini-wargaming style game or a card game. So it was simple. Why not just meld the two 



together. The other factor had to do with my current annoyances with the card game that I 

currently play competitively, Yu-Gi-Oh!. The reason why I got into Yu-Gi-Oh! Is due to the 

anime. I wanted to take my big boss monster and fight m,y opponents big boss monster. 

However, Yu-Gi-Oh! Has moved away from that style of play in recent years and I very much 

miss that old style of play. So when I was granted the opportunity to create a game such as 

what I wanted Yu-Gi-Oh! to be, I jumped at it. 

Prototype Details 

Due to being a very simple game, the only things needed to play is a deck. Therefore a deck of 

70 cards (60 main deck and 10 ability pile) is provided when the game is purchased. 

Below are some examples and prototypes of what the cards will look like. 

 

 

 

 

Playtesting 

Since I know how difficult it is to balance card games, I decided to keep it as simple as possible 

and slowly ramp up the rules as the playtesting evolved. I mostly playtested with two of my 

housemates as they both play card games themselves (mostly hearthstone).  

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Date # Players Feedback 

14/5/19 2 ● Fun for the first game or two 

● Simple, but needs more stuff 

● Games can get monotonus the longer they go on 

● Needs to be a larger selection of cards and different 

effects 

● Deck sizes were to small 

● Needed to find a way to create strategy in hand/card 

use 



17/5/19 2 ● Basic engine, but it works 

● Clear room for design and customisation 

● Very stally 

● A positive feedback loop matched with the life could 

work 

22/5/19 3 ● The positive feedback loop with the life works well and 

stops snowballing 

● Card specific archetypes are good, but need to find a 

good balance between general and specific cards 

● Some different types of decks with different mechanics 

are needed 

 

 

Iteration 

Since the card game is a very simple one and can honestly be played anywhere, the best way 

to get the feedback was just to pay the game and familiarise ourselves with the core mechanics. 

Also playing other card games consistently helps with identifying what the new product is 

lacking and what is wrong with it. One of the big struggles about putting the feedback into 

practice is that it’s quite difficult to create cards that work well for different archetypes but not too 

well that they are broken or unbalanced. The idea of the positive feedback loop was identified 

as it became obvious, if a player didn’t draw into any of their armour or block cards (unlikely but 

still very possible), they would be at a large disadvantage which would lead to a snowball effect. 

It also became prevalent that it would be possible to just get utterly destroyed by a deck if you 

happened to be matched against a strategy that has an amazing matchup against yours. With 

the positive feedback loop tied to life points, this stopped a destructive loss or snowball pretty 

effectively.  

The biggest changes I made to the game due to feedback was: 

-Life points feedback loop 

-Change of deck and hand sizes 



Both of these mechanics have a massive impact on the game. I needed to add the life points 

loop as explained above, but the hand and deck sizes were probably the biggest change. I had 

to up the deck as games seemed to go much quicker. To stretch the game out longer, I just 

added 20 more cards to the deck to take it from 40 cards to 60 and dropped the draw phase 

from 8 to 6 cards per turn. 

 

Final Thoughts 
My final game would only look slightly different compared to how it looks now. There is still 

plenty of optimisation that needs doing with how the cards look and how they feel. I find that the 

actual look of a card definitely affects the gameplay. The final product would have play mats 

with zones and sleeves and all the works accompanying the product, just as the majority of card 

games do. There would cards with holographic printings and custom buildable models just like 

you can buy in model shops. 

There's certainly one large aspect that I would change, and that’s the complexity of the cards.  

 


