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Card Pong Prototype 

Game Manual 

Vision and Inspiration 

We wanted to make Pong an analog game based on strategy instead 

of a game of reaction. 

We got our inspiration from: 

 Uno:  

o Simple gameplay 

o Quick plays 

o Strategy  

o Colors 

o Cards 

 Pong: The main game  

Rules 

 2 player game – no more, no less 

 The playing field  

o Consists of colored cards.  

o There are 4 different colors, each representing a 5 card 

lane (red, green, yellow, pink). 

o This makes the playing field 4 cards in height and 5 cards 

width.  

o The playing field should be seen as a tunnel in 3D, thus the 

uppermost lane is connected to the lowermost lane. 

o The middle cards in the middle of the playing field 

(crossing the lanes) all have special rules: 

 The uppermost and the 3rd from the top has Turn 

Direction, which means that when the ball hits this 

card the balls switches direction to the complete 

opposite of where it went. 

 The lowermost and the 2nd from the top has jump, 

which increases the ball speed by 1 when it crosses 

the card. 
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 The power-up mechanic doesn’t work in the first 

round. 

 Paddles 

o Each player controls 1 paddle 

o At the left side of the lanes (width) of the playing field 

player 1 has his paddle, and at the right side of the lanes 

player 2 has her paddle. 

o Paddles are represented by a card with the same 

dimensions as the playing field cards. 

o The paddle always moves BEFORE the ball. 

 Ball 

o The ball has slightly smaller dimensions as the cards and 

has a direction that it points towards 

o There are 1 ball in the game  

o If the ball hits the paddle or is on the card just in front of 

the paddle, the ball bounces and switches direction. 

o When moving the ball it always travels in the same 

direction as it already is unless hitting a paddle or hitting 

the Switch Direction card. 

o When moving the ball it must be on the same lane or in an 

adjacent lane to the played color 

o If the ball hits the corner of the paddle, which it does when 

it is currently on the final column of an adjacent lane to 

the paddle and the color of the paddle is played, the ball 

is placed in a random lane and the direction is changed 

as usual. You determine which lane the ball moves to by 

turning the next card in the deck. That card is then 

discarded.  

 Deck  

o The player draws from a deck of cards consisting of 40 

cards of the following composition: 

 10 red, 10 green, 10 yellow, 10 pink 

o When the deck is empty, take the discard pile and shuffle 

it. Then place it facedown and use it as a deck again. 

 Players 

o The players must always have 3 cards in his hand – every 

time he throws one or more cards he must draw that many 

new cards from the deck 

 Winning Condition 

o When the ball reaches one of the ends of the board the 

player on the opposite site scores a point. 

o Best of three. 

 Starting rules 

o The losing player always starts the next round. 
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o If the game is fresh a die is rolled to determine who starts 

 Materials: 

o 1 Die 

o 2 Players 

o 20 playing field cards. 5 of each of the 4 different colors. 2 

Switch Direction cards and 2 jump cards 

o A ball with a direction 

o 2 paddles at the same size as the playing field cards 

o 40 deck cards 

Procedures 

 Beginning Phase 

o Each player draws 3 cards 

o The player plays one or more cards of the same color, the 

ball and the paddles moves to the position of the lane of 

that color. The ball is placed middle of the playing field 

and points towards the other (non-beginning) player. If 

more than one card was thrown the ball moves that many 

extra steps in the direction it points towards. 

o The player draws cards until he has 3 cards again 

 Main loop: 

o On turn, each player has 2 options: 

 If the player cannot do anything with the cards he 

has he can choose to discard between 1 and 3 of 

his cards, gain new cards and letting the other 

player get his turn. 

 If the player can play at least one of his cards he 

must play one or more cards of the same color. 

When doing this the player can choose to either: 

 Move the paddle to an adjacent lane with 

the same color as the thrown card or 

 Move the ball the same number of steps as 

number of cards played down the lane with 

that color or 

 A mix of both. For instance if a player plays 3 

yellow cards he may choose to either move 

the ball 3 steps in the yellow lane or 2 steps in 

the yellow lane and move the paddle to the 

yellow lane. 
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Mechanics 

 Move Ball 

 Move Paddle 

 Play Cards 

 Discard Cards 

 Draw Cards 

Challenges 

 Move ball to the end of the others playing field without hitting 

the opponents paddle 

 Move the paddle to hit the ball when it comes towards your end 

of the playing field 

 Exploit the power-ups in the middle to your advantage 

 


