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OVERVIEW 

 

Theme  

The theme of game is cocktails, the narrative is to create as many different 

cocktails as you can. The way to make a cocktail is to collect all the ingredients 

in order to complete the drink.  

 

Background  

 

- Genre  

The genre of my game ‘Cocktail Creator’ is a 2-player card game that’s 

focuses on card collection. 

 

- Audience  

The audience for my card game is for children 12 years old and above. I have 

come to this conclusion by researching other similar games that are based on 

alcoholic drinks. I found a game called ‘Cocktail’ (Board Game Geek, 2018) which 

also has an audience of 12+, therefore I find it appropriate to have a similar 

audience. The main target audience is teenagers and young adults who have an 

interest in set collection games or the idea of making cocktails.  

 

- Comparable titles and products 

‘Sushi Go’ (Board Game Geek, 2012) is a game that was recommended to me by 

tutor (Richard Hall) as a similar game. This game is a set collection game that is 

based on collecting the most amount of points on a meal.  
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Another game called ‘Cocktail’ (Board Game Geek, 2018) and has a similar theme 

to it although the game loop is based on guessing if the next number of the pile 

is higher or lower.  

 

- Production costs (based on evidence)  

The first part in producing my card game would be to have illustrations drawn 

for each of my cards. Through my research on Board Game Geek I have found 

that most illustrators charge about $30-40 per a card. I have 37 cards in the 

deck for my card game therefore the illustrations will cost $1110 - $1480.  

To print a custom design on both the front and back of each card, the price is 

determined by the amount of decks that are printed. These prices are in the 

table below;  

 

This table and the prices were sources from a custom card printing website 

called ‘make playing cards’.  
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- Potential publisher  

Asmodee is a potential publisher, based in France they publish board games, 

card game and role-playing games. They publish and distribute for smaller game 

developers and have become the second-largest publisher of board games. They 

produce a range of different games such as Carcassonne and Jungle Speed.  
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Rules  

• A player can only hold up to 5 cards at a time, therefore if a player would 
like to keep a card they pick up then they must swap it with one of their 
current cards. 

• Once a player collects a full set then they can place it down on the table 
and pick up cards, so they have 5 and continue paying. 

• The player with the most points at the end wins the game. 

 

- Key mechanics 

The main mechanic of this game is set collection, this is the mechanic that 

encourages players to collect sets in order to gain points. This is the collection 

of the cocktail ingredients in order to complete a cocktail set. Another game 

mechanic that is featured in this game is hand management. This mechanic is 

when players are rewarded for playing cards in certain sequences in order to 

gain the most value out of their cards. This relates to the game through the way 

players chose to collect their ingredients in order to collect certain cocktails. 

Card drafting is another mechanic that is featured in my game, it’s the process 

of picking cards from the middle in order to meet objectives within the game. 

This is the feature of picking up an ingredient from the middle in order to 

collect all the ingredients to a cocktail in order to finish the set.  

 

- Description of core gameplay loops  

The main core gameplay loop is the process of a player picking up an ingredient 

card, the player then decides on their play according to their 5 cards. The 

options of play are to keep the card and get rid of one of their cards, placing it 

on the bottom of the deck. The second option is to place the card they drew 

underneath the deck in the middle.  
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- Three Act Structure  

The game begins with each player holding 5 cards each and the rest of the 

cards sit in a deck in the middle of the two players. The youngest player starts 

by taking their turn and picking up the first card. After the first player has 

completed their turn then the other player will take their turn, picking up a card 

and deciding what their play is.  

Mid game phase is when the players have completed making cocktail ingredient 

sets and placed them down on the table. Each player will still have 5 cards each 

and continue picking up a card each to continue playing.  

The end phase is when the deck of cards in the middle runs out and each player 

can no longer make another move. After this phase each player counts the 

amount of points they have collected, the player with the most amount of points 

wins the game.  
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DEVELOPMENT PROCESS 

Ideation  

- Brief account of the creation process 

I developed this idea while I was working in a bar, this inspired me to create a 

game that involves cocktails. I thought I would be able to create a card game 

that features ingredients in order to create different types of cocktails. I 

started by researching different cocktails and the ingredients that are involved 

in creating these.  

I started the game making process by brainstorming ways I could create this 

game. I also completed some research regarding the different ways that card 

games are played. This helped me develop my idea further into a prototype. I 

used this prototype of cards to create and develop my game further.  

- Prototype details  

My prototype was made on paper cards although the final version would be 

printed onto plastic cards.  

Below is a photo of my prototype;  
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Playtesting  

~ Playtesting 1 – 29th April (2 Players)  

“Really fun and competitive!”  

~ Playtesting 2 – 6th May (3 Players)  

“Too hard to play with 3 people, would rather 2” – Player 1 

(both of the other players agreed) 

~ Playtesting 3 – 27th May (2 Players) 

“Can we play this again?!”  

 

Iteration  

The three sessions of playtesting really allowed me to create a better 

understanding of my game and helped me refine the game. I tried to pay 

attention to the constructive criticism especially in the first two times play 

testing the game. The original game also started with 8 cards but we realised 

that this was too many cards and decided that 5 works best. During the second 

game I decided that this game doesn’t work as a multiplayer game. This led me 

to make my card game a 2-player game rather than multiplayer. The three 

people who played agreed that this game would definitely work better for 2 

people.  

The playtesting made me refine my game from just and idea and prototype to a 

playable card game. I was able to create an ending to the game which I 

struggled to do, with help of the players and my tutor.  

This process of playtesting also helped me clarify the rules and allow me to 

know that the game works.  
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FINAL THOUGHTS  

 

- What would the final version of the game look like  

Below is a draft of what the front of the playing card will look like. 

 

Below is a draft of what the back of the playing cards will look like.  

 

 

- What kind of aesthetic, material component or art 

style would you choose? 

I would choose a cartoon style illustration, they will be very bright and fun. The 

plastic cards will feature drawings like the pictures below;  
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(Nikitte, 2019)                                        (Naumov, 2019) 

 

- What would you change about the game given more 

design time? 

If I had more time I would make more cocktail ingredients to make the game 

bigger which may be able to allow it to be a multiplayer game. I would also 

change the ending to the game so that those points are wasted.  
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