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Prototype 3: (re)design 

… “THE CARD GAME” 

Re-designing a game 

The challenge for this prototype was to re-design a game. Changing 

ideally only one aspect of the game. In our group we started out by 

finding a simple game that would dramatically change by altering one 

aspect. After going over a dozen games we chose to go with an iconic 

digital game that really needed an overhaul: Pong! 

 

Pong is a simple digital game, 

which is infamously known to be 

tedious and plain boring.  

Therefore we went on the quest: 

How can we make pong 

interesting or can pong even 

become more boring that it is? 

 

One key reason that makes pong 

boring is that the main mechanic 

for competitive play is extremely 

repetitious and easily 

predictable. The “hard” part of 

pong is that you maintaining 

focus longer than your opponent. 
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Re-Design of Pong 

We wanted to change the main mechanic from being driven by 

reaction and movement skill to a game of strategy and chance, and to 

bring it from the digital realm into an analogue card game - Card Pong.  

In the beginning of the process we discussed how the game would work 

and realized that we needed to build a prototype in order to fully 

understand how the feel of the game would be. We made a very rough 

prototype of a grid based playing field with a player pad in each end 

and a puck. Each player would move his pad every round and a referee 

that moved the puck as expected in Pong, but constrained to the grid. 

This initial version of the game was very similar to the original digital 

version of the game with similar simplicity and mechanics, although 

even more boring to play. The pace of the game was completely 

removed and the need to physically move the puck calculating and 

predicting the patch by the referee was added, e.g. random direction 

when hitting corners and so forth. In the iterative process we wanted to 

solve the issue of the game being boring and slow-paced, though a 

series of small tweaks to the game rule, mechanics. With the physical 

prototype at hand, it was easy for us to make small and test adjustments 

to the game.  

A major improvement in the feel of the game has adding colour coded 

rows to the playing field and adding the mechanic of cards used to 

control the movement of the pad. Each card represented a movement 

towards a specific colour and could only be used if the pad was on an 

adjacent tile fitting the colour of the movement card. This forced the 

players to be selective about the cards they would play adding a simple 

strategic element. The rules and mechanics of the cards went through 

several iterations, e.g. that multiple cards of the same colour could be 

played, removing the edge borders making the play warp around the 

playing field, adding special action card/fields and so forth. All the 

iterations are visualized under.  
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Next level! 

After completing and handing in the prototype, there was a lot of 

unanswered question and I was left with the feeling that this could 

actually be a fun game… if it was played digitally. The reasoning behind 

this was that having a third player controlling the puck or the players 

having to do it themselves kept the game slow-paced and therefore the 

game didn’t lend itself well as an analogue game. So I created a rough 

digital sketch of the game making future iterations of the game possible 

and testable in a single player/debug environment for further 

development of the game. 

After having the digital version I could compare the prototyping of a 

digital game through analogue prototyping with digital prototyping. 

Many game and software developers spend a lot of time arguing that 

analogue prototyping is a must have, enabling rapid and cheap 

iterations on ideas, before starting an actual game production. I feel like 

the process of making this prototype shows that it is not always the case. 

Some games simply don’t lent themselves easily to analogue 

prototyping, because developers might lose track of feel and pace or 

the game when tested in an augmented setting. 

 

Finally after building the prototype I realized that we had some issues 

with the colours we had chosen for the game elements in regards to 

visually impaired users that would need to be fixed for future versions 

(Sorry Miguel). 


