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Hello and welcome to What If Games, a look into design principles, the identity of video games and 
how to generate new ideas from looking back at video game predecessors. In this What If Games 
we’re looking at Gang Beasts and branching further out of video games to tabletop games. I realised 
that quite a few video games are developing tabletop versions of themselves, games like Sniper Elite, 
Darkest Dungeon and, as I’m writing this, a Rainbow Six: Siege board game and Stardew Valley board 
game are now in development.  

 

The Brief: 

In this project, we will examine Gang Beasts and create a card game based on Gang Beasts’ 
mechanics, theme and identity. 

 

Step 1: Identifying Core Mechanics 

To recreate Gang Beasts as a card game we need to pick out what gives Gang Beasts its identity. A 
good approach is to simply play the game and describe it, Gang Beasts is a fairly fast-paced, wacky, 
party game with basic controls that are hard to master. Its levels are ridiculous and often feature 
breakable parts of the environment that affect the gameplay and add to the chaos. By describing the 
game, we can start to pick out key parts that we need to research. If Gang Beasts is fast-paced and 
wacky then we need to look at what makes Gang Beasts fast-paced and wacky. 

 

How Gang Beasts Works: 

Gang Beasts is a multiplayer party game about cartoon 
creatures fighting in precarious locations like on top of 
moving lorries, in a lighthouse, on a Ferris wheel or in an 
incinerator. The winner is the last creature standing and 
the controls are easy to learn but almost impossible to 
master, the drunken nature of the creatures make them 
difficult to control which only adds to the chaos and fun of the game. The gameplay consists of 
players fighting each other in multiple levels, the winner is the player who wins the most matches, 
each match takes place in a level. There are no advantages to be earnt, no upgrades or skills, 
everything is available for the players from the start of the game.  

Gang Beasts’ Core Mechanics: 

Fighting: 

The aim of the game is for players to knock their opponents off the level. It’s not about killing their 
opponents as they have no health bars. There is some form of a health system in place but we’ll get 
to that in a bit. We can probably split the types of actions into two categories, first, we have attack 
actions: Punch, Kick and Headbutt, next we have the alternative actions: Grab, Run, Jump, Lift and 
Ragdoll. 

The attack actions are quite standard, they’re just various ways to hit opponents. The punch and kick 
are very similar and they seem to have the same effect. The headbutt action is more effective, it can 
easily knock opponents off their feet. The attack actions are very unpredictable, the player only has 
to press the appropriate button and the game will take care of the rest. When the player attacks, 
their character will automatically punch the nearest opponent. There’s little to no telegraphing for 
attacks and no gauge on the power or damage dealt by an attack, taking away any chance of 
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strategy, unlike games like Super Smash Bros. players can’t rely on numbers to plan their attacks. 
Before I mentioned that there is a basic health system in place if a player takes too much damage 
they are knocked out, their character flops to the ground and is immobile for a few seconds, then 
the player regains control and is back to full health. This seems like a very lacklustre mechanic; on 
paper, it would seem like there’s little punishment for those who get knocked out and no reward for 
those who deal the final blow. However, while a player is knocked out, they’re defenceless against 
their opponents. This means players have the opportunity to grab unconscious players, move them 
and even throw them off the level. The only way to truly eliminate an opponent is to throw them off 
the level. The purpose of the attack actions is to knock out opponents to give them a window of 
opportunity to use their alternative actions and try to eliminate them. 

It is possible to combine actions if the player presses multiple buttons at once their character will 
perform those actions. For example, if the player presses down the jump button and the kick button 
their character will jump and kick in the air. Combining moves is even encouraged as they seem 
more effective at knocking out their 
opponents and there are achievements on 
offer, encouraging players to experiment and 
try different combos.   

Level Designs:  

The levels are a crucial part of Gang Beasts. The action of the gameplay and the behaviour of the 
players is dictated by the nature of the levels. The actions the players can perform offer a clumsy 
and unwieldy amount of gameplay but if they were just left in an empty room, the fun wouldn’t last 
long and its clumsy charm would get repetitive. This is where Gang Beasts introduces its strange 
levels.  

There is a philosophy behind Gang Beasts’ levels. Ways that Gang Beasts connects its levels to the 
gameplay and adds to the entertainment rather than just being a stage for the players. A good way 
to dissect its philosophy is to pick one level and showcase its design. We’re going to look at the level 
called ‘Trucks.’  
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The level has a simple premise. Two trucks next to each other driving down a road. The players 
spawn on top of the trucks and must knock each other off the trucks and when they hit the road 
they are eliminated. We’ve already found the main design principle of a Gang Beasts level, the ‘out-
of-bounds.’ When examining the fighting mechanics, we discovered that while the players can attack 
each other, the main goal is to knock each other off the stage as this is the only way to eliminate 
players. Therefore, every level needs an out-of-bounds area, somewhere to throw opponents off the 
stage. Trucks uses the road, once a player falls off and hits the road they’re eliminated. This design 
principle is used for every level. The Incinerator level has a big pit of fire in the centre, the Containers 
level has two containers suspended in the air, surrounded by a sheer drop off the level and the Buoy 
level is a buoy surrounded by ice platforms that will fall away into the cold water below.  

Most levels will have some sort of moving part that acts without the player’s input and is there to 
add some unpredictability to the gameplay. Trucks uses the trucks themselves; the trucks will 
periodically move and sway on the road. They won’t drive too far apart; they will always stay close 
together but may still separate enough to stop players jumping from truck to truck. This added risk 
of not knowing when the trucks might veer away from each other creates tension and drama, 
making the level that bit more fun. The level Wheel has a large moving Ferris wheel that spins at 
different speeds, the Blimp level is just a blimp in the sky but it will roll side to side causing players to 
roll off if they’re not careful. 

We also have hazards that can appear on some levels. Trucks has signposts that will periodically pass 
over the trucks. Unlike most features in Gang Beasts levels, the signs are telegraphed, the player can 
see the signs approaching as the trucks drive closer. If a player is stood on top of the truck, the sign 
will knock them off. These hazards help add variety and show that parts of the environment can 
easily eliminate players. The Grind level features several meat grinders, if the player falls or gets 
pushed into a grinder, they may get devoured if they’re not quick enough, the Girders and 
Containers levels have interactable hazards, players can break cables supporting the platforms, this 
will then cause the platforms to be off-balance and may even fall. 
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Game Rules:  

The rules are simple, for the standard game mode, the player who wins the most rounds wins the 
game. The winner of each round is the last player standing if multiple players are eliminated at the 
same time, it ends in a draw and no one wins that round. Each round takes place at a random level 
selected from the roster. The game ends when one player reaches the score limit set at the start of 
the game, for example, the first player to win eight rounds is the winner of the game. And that’s 
about it for the rules. Out of everything we’re going to try and replicate this set of rules should be 
almost identical in our card game. These rules are simply a set of parameters that can be copy and 
pasted directly into our version of Gang Beasts. The reason why we must use these rules is that they 
impact the gameplay. Limiting each round to only one level before moving onto the next effects the 
game’s pacing, the player never gets the chance to get bored of a level because before they know it 
the round’s over and it’s onto the next level. The scoring system is also the perfect way of measuring 
how long a game of Gang Beasts will last. We should try to replicate the rounds system and thus the 
scoring system to help with the structure of our card game and possibly the pacing. 

Gang Beasts Summary: 

We looked at three areas of Gang Beasts, the fighting mechanics and how there are two types of 
actions that are engineered to throw players off the stage and eliminate them. The actions are also 
very floppy, the player has no gauge of power and what or who they’re going to grab. By receiving 
no feedback in terms of the HUD and relying purely on the reaction of their opponents and the level, 
it can generate some chaotic gameplay as players don’t have a full grasp on what’s happening.  

The level design can be boiled down to three major parts: an out-of-bounds area that will eliminate 
the player, this is the goal for the players as they have to push their opponents into the out-of-
bounds area. Some levels will feature moving components to add a layer of unpredictability and 
make the gameplay more interesting, lastly, the hazards can generate even more avenues of 
gameplay as now the players have more than just each other to worry about. The player can still 
avoid some of these hazards and even interact with them, like breaking cables that may ultimately 
change the layout of the level. 

Then there are the game rules, a simple scoring system that the player can set beforehand and it 
follows the simple premise of win the most rounds to win the game and each round takes place on a 
different level. These mechanics, rules and concepts listed are the game’s focal points. If we want to 
recreate the identity of Gang Beasts as a card game, these are the key points we need to include. 

 

 

 

 

 

 

 

 

 

 

Step 2: Tropes of A Genre 
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Now we’ve identified a game’s core components and what key points give the game its identity, with 
these at hand, we can start to merge them with concepts and tropes found in other genres, since 
we’re essentially merging the mechanics of a game into a card game, not only a different genre but a 
different medium, we need to look at the defining tropes found in card games.  

If we’re going to make a card game, we need to research card games. Not only will this help us 
identify the tropes and standard mechanics found in card games but it will also help inspire us and 
find ways of merging the mechanics of a game with the tropes of a card game and hopefully find 
interesting avenues of gameplay. 

 

A look At Card Games: 

As I said, we need to look at card games. However, we don’t need to start 
from the very beginning instead we can try and find card games that 
already generate a similar feel to Gang Beasts. Now, it’s unlikely we’ll find 
a card game that has functioning levels and clumsy fighting mechanics but 
the pacing and feel of the game can be found in other games. For 
example, State of Decay is a zombie survival game about scavenging the 
wilderness, gathering resources and trying to develop a community of 
survivors. Survivors can permanently die, get sick, become enemies etc. 
the game does a great job of creating a tense atmosphere where every 
decision counts and the player bonds with their survivors. Dead of 
Winter is a zombie survival board game about scavenging the 
wilderness, gathering resources and trying to develop a community of 
survivors. Survivors can permanently die, get sick, become enemies 
etc. the game does a great job of creating a tense atmosphere where 
every decision counts and the player bonds with their survivors. My 
point is, the tense atmosphere and sense of community is a driving 
point of both games and something that can be replicated in different 
mediums despite any technological differences. 

I think a good course of action would be to go through the mechanics 
and feel of Gang Beasts and try to find board games and card 
games that share similar themes.  

First, the pacing and theme of Gang Beasts. As we’ve 
described, Gang Beasts is a fairly simple fast-paced game 
with a strange and wacky theme. So, we’re going to run 
through some card games with similar themes. Win, Lose, 
or Banana! Is a competitive card game about players trying 
to convince each other they have the one and only banana 
card without revealing their cards. A single card is dealt to each player determining their role in the 
game. There are three types of cards: A Win card, Lose cards and one Banana card. The player with 
the win card must find the banana card, however, all players with the lose cards must trick the 
player holding the win card into thinking they have the banana card. The player with the banana 
card wants to be selected by the win card holder. And that’s it. The rules are very simple and it is 
largely up to the players to develop the gameplay, it quickly becomes a shouting match of liars trying 
their hardest to deliver an Oscar-winning performance. By stripping out everything till there’s just a 
simple concept that anyone can play with no way of mastering the game lends itself to faster pacing, 
there’s not a long list of rules for the players to keep track of, there are next to no actual mechanics 
in the game, relying on the players means they are in control of the pacing but the nature and 
simplicity of the game encourages a fast-paced response.  
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Something we can keep in mind is simplicity, much like Gang Beasts, simplicity helps keep the pacing 
up and makes the game easier to pick and play. We can also rely on the players to help keep the 
fast-paced nature as long as we try to encourage it, we could add something that forces the players 
to act fast rather than sit back and think. 

Then we have Gang Beasts mechanics. This might be tricky and we may need to take some artistic 
liberty but we can still try and find something to inspire us. A common trope in card games is never 
revealing the player’s hand, Poker, Mafia, Cards Against Humanity, Coup, Dixit, etc. there are a lot of 
card games that use this rule, it helps add a layer of unpredictability and tension and means players 
can strategize but only to a certain extent as the unpredictable nature can throw a wrench in a 
perfect plan. Uno is a prime example, a simple set of 
rule and goal to achieve. Be the first player to have no 
cards in their hand. Right off the bat, the players know 
exactly what they have to do, simply get rid of the 
cards in their hand. Then there’s the main mechanic 
which we’ll call the ‘input deck’ the players must place 
cards into the input deck however, each card must be 
linked to the previous card placed in the input deck. 
Cards have a number ranging from 0-9 and a colour, 
red, blue, green or yellow. These proved two possible 
way for players to match cards with the input deck, 
they may place down a card with the same colour and 
or number. This is how the game creates more variety 
and encourages the types of cards placed in the input 
deck to change frequently. If a player does not have a 
card in their hand that in any way matches the 
previous card in the input deck, they must draw a new 
card from the ‘output deck’ and must continue drawing 
until they have a matching card in their hand.  

There are also special cards that can be placed 
regardless of the input deck, cards that allow a player 
to change the colour of the current card in the input 
deck which can ruin another player’s plan. There are 
also strange effects to some cards like any card with 
the number 0 when placed in the input deck all players 
must give their hand to the player on their right, 
depending on the turn rotation. These unpredictable 
cards that can completely change the game make it that much more entertaining. But what’s 
interesting is the output deck. A deck of cards off to the side for players to draw new cards when 
they need to or forced to, the deck is obviously random and players don’t know what cards they’re 
going to get. Meaning players must try to develop a 
strategy from random outputs, this could be useful. 
Gang Beasts has a somewhat similar concept, the levels 
are unpredictable and the clumsy controls make it 
difficult to master, so forcing players to deal with an 
unpredictable hand of cards while trying to eliminate 
each other might fit well with our Gang Beasts card 
game. 

The last card game we’re going to talk about is Cash N’ 
Guns, a card game about robbing a bank, however, the heist goes south and all the players are trying 
to steal the money for themselves. There’s a pile of money in the centre of the table and the player 
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who collects the most money by the end of the game wins. All players start with three lives. The 
game consists of eight rounds. At the start of each round, all players must pick a card from their 
hand, there are two types of cards, Click cards and Bang cards. The click cards are blank bullets and 
deal no damage to opponents, they’re essentially a way of bluffing to victory and the bang cards are 
real bullets, each card deals one point damage, equal to one life and are a good way of eliminating 
the competition. Once all players have selected a card, they do not reveal their cards just yet, first, 
all players must choose someone to shoot at the same time, once everyone has selected a target, 
they have the opportunity to run away meaning they avoid getting shot but miss out on collecting 
any loot from the pile and do not get to shoot anyone. After this, all players reveal their cards to see 
who takes damage and avoids getting shot.  

The part we’re interested in is the turn-taking mechanic, to start with there is no turn-taking, all 
players reveal their actions at the same time, they all choose what card they want to play, who they 
want to shoot if they want to run away and they all reveal their cards at the same time. This all helps 
create a really tense build-up to a big payoff, if the players made these decisions one at a time it 
would affect how the players react and become unfair on the players who have to go first. Making 
players act at the same time is also the closest a card game can get to real-time gameplay and helps 
keep up the pacing. It also adds a level of chaos into the game as there’s information to predict what 
a player might do.  

Card Games Summary: 

After looking at a handful of card games we can pick out some mechanics that they’ve used to affect 
the pacing and gameplay. Win, Lose, or Banana! Has such a simple set of mechanics and relies more 
on the players to create the fun, the game gives no more information or help to the players so it’s up 
to them to convince each other, this naturally builds up tension as the game goes on. Uno’s random 
output deck means players must strategize without ever being in full control. The addition of bonus 
cards can quickly change the game and ruin a player’s plan. Then we have Cash N’ Guns, a game that 
makes all the player act at the same time instead of taking turns to build up tension and a level of 
unpredictability as players cannot be influenced by each other’s actions. We can take what we’ve 
learnt and begin to make our own card game fitting of Gang Beasts. 

 

Step 3- Combining Mechanics: 

We now have our major parts. The formula for creating Gang Beasts and the mechanics we want to 
include from card games. The goal now is to find ways of merging them together, converting the 
game’s mechanics into card game variants. What we can learn from this is the versatility of certain 
mechanics and see how they cross between mediums or perhaps we’ll find certain mechanics are 
harder to merge than others and why. 
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Gang Beasts the Card Game: 

Actions on Cards: 

I’ve been brainstorming for a while and what’s more likely to work is placing actions on the cards, by 
actions I mean the fighting actions players can use during Gang Beasts like punch, kick and grab. I 
plan to turn actions into individual cards and develop a rock, paper, scissors style mechanic. For 
example, a kick action is ineffective against a jump action as the player would be able to jump over 
the opponent’s kick. We’ve talked about the different actions before and the ability to combine 
actions, since we already have a list of actions to go off, we know what cards we have to try include. 
Some actions might be trickier than others but ideally, we want to keep the simplicity of Gang Beasts 
intact so we should try and avoid adding contingencies to actions and keep it a simple rock, paper, 
scissors mechanic. This idea stems from Uno’s own choice mechanic, Uno allows players to match 
cards with either the colour or the number, just by adding two options, the game becomes a lot 
more varied and unpredictable. If we make individual actions into cards, we’ll have even more 
choice for the players to work with. 

Below is a diagram showing the rock, paper, scissors formula we’re going to use, I’ve also listed the 
actions we will be taking from the game. Some actions may seem less effective than others however, 
we have yet to factor in the levels and how they will impact the game, more on that later.  

 

 

 

 

 

Currently, the diagram shows a hierarchy of the cards and which cards are for blocking or attacking. 
However, while the diagram does show which cards can attack or block which, it’s still a bit vague. 
For instance, players should still be able to attack opponents who place other attack cards, only the 
correct block card can stop specific attacks. The tricky one that hasn’t been explained thoroughly is 
the Hazard card. This card is used to fulfil Gang Beats’ ability to interact with the environment, 
hazards can be used to attack opponents, providing the opponent can’t block it. As well as being 
able to attack, the Hazard card can also block a K.O. card. The K.O. card can attack every card in the 
game except the Hazard card. The Hazard cards and K.O. cards are rare but are intended to add 
more variety to the gameplay.  
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Here’s the new diagram. At the top we have the player’s selected card, below are all the possible 
combinations, ones outlined in blue can be blocked by the selected card whilst all cards outlined in 
red can be attacked by the selected card. For example, the Hazard card can be used to attack a 
player who has placed a run, jump, punch or kick card but can block an attack from a player using a 
K.O. or another Hazard card. All other cards can only be used for blocking or attacking. This diagram 
also shows the outcome if players go up against opponents using the same cards. If a card type is not 
in a list that means the selected card cannot block or attack that card. 

Originally, the Run and Jump cards only blocked either a punch or kick, they now also block Hazard 
cards, this way it gives the run and jump cards more importance as the odds of coming up against 
the only card they block is fairly slim. It also reduces the power of the Hazard cards and inflates the 
severity of the K.O. cards.  

I want the players to have a hand of cards that has at least one of every type, however, some cards 
are more valuable than others so they should show up less. If the game was full of K.O. cards it 
would be over very quickly, having far less of them makes them more valuable. However, Gang 
Beasts’ rounds are quick and having too many cards that block attacks will likely delay the game and 
drag out the pacing, however, having too few makes them much less effective and almost useless. 
We need to find that sweet spot of not many and not too few. The only way we can properly do this 
is through playtesting.  
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Levels on Cards: 

So, the players will get a handful of action cards, but what do we do about the levels? I think we can 
turn levels into cards that work similar to action cards, as I said, the simpler the game the easier it is 
to play and we get closer to the identity of Gang Beasts. I think we could place a level per level and 
each level has its own effects. Now, we don’t want to start adding too much as we risk complicating 
the game further and slowing down the pacing as players have to spend longer working out what 
they’re doing. The level cards could follow the same mechanics as the action cards, each card could 
have an attack action on it, preventing players from using certain cards, by doing this we can start to 
change how players play the game from round to round and by randomly selecting a level card each 
round we also stop players from planning too far in advance as an unlucky level card could easily 
throw off their plans. 

I don’t think the players should have control over the level cards as in the original the players don’t 
get to choose what levels they play on; they’re randomly selected from a roster. Our level cards 
could work in the same way, the level cards are chosen at random and the players will to make do 
with their effects. Below we have some examples of level cards and how they would interact with 
the players’ action cards. 

Some examples we have here are for the Trucks and Blimp levels. For most of the levels, I’ve tried to 
find some logical link between the level and the action card they prevent players from using so the 
players can’t run on top of the trucks and players can’t jump on the blimp. I’m not sure if players 
shouldn’t be allowed to use the action cards that are prevented by the level cards because if a player 
happens to forget or not notice what action card can’t be placed and then they place that card 
anyway would the round have to be restarted? Or would they be null and void from the round? 
However, if they’re exempt from the round that could work as an advantage and a way to avoid 
taking damage. The better solution could be to deal damage to players who ignore the blocked 
action cards shown on the level cards. This way the level cards act the same as the player’s action 
cards and we avoid adding more mechanics and keeping the game simple.   
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Turn Taking: 

Something I want to do differently from the standard card games is to try and change how players 
take turns. I think the traditional turn-taking mechanic would slow the pacing down and if we want 
to emulate a real-time fight, maybe making the players all act at the same time will speed up the 
pacing and add a sense of chaos as players won’t know what action cards their opponents are 
playing until it’s too late, just like Cash N’ Guns, we could have the players pick their target before 
their cards are revealed. We could make the mechanic work like Cash N’ Guns where all players must 
reveal their card after a countdown, however, Cash N’ Guns has several more steps in place so it can 
phase back into traditional turn-taking when dividing the cash rewards. We don’t have any other 
steps in place, nor should we, the more steps we have, the longer each round will last, ideally, we 
want players to be placing cards down as frequently as possible. 

The level cards could work a little differently, one card is selected at the start of the round and 
revealed before players have picked their action cards, this way, the level card could influence what 
cards the player’s want to use. If the Blimp level card shows up then players will be reluctant to use 
jump action cards as the player will still take damage regardless. 

Combining Health and Actions: 

Up until now, the plan was to include a life system, a classic three lives system and then you’re out 
of the game. However, I like versatility, combining mechanics to reduce complexity is always a 
bonus. I thought of one way to introduce versatility and it’s by combining the players’ lives with the 
action cards so each action card represents one life, the more action cards a player has the more 
lives they have. This would mean all players are losing health as the rounds go on so when a player 
takes damage, they would have to get rid of another action card from their hand. Therefore, the goal 
remains the same, be the last player standing. I think this might throw some mechanics off-balance, 
at the moment for testing the players have a total of thirteen cards, however, they may need more 
cards depending on how long the game should be. Another area to consider is how many of each 
type of card should be in hand. It’s all a balancing act that can only be determined through testing. 

Converting the Rules: 

This shouldn’t be too difficult. As we said earlier, the player who wins the most rounds wins the 
game, to win a round they must be the last player standing, we just need to try and apply the same 
rules to the card game. A game should consist of several rounds and each round should have one 
level card and a decisive winner at the end of each round. It is possible for a round to end in a draw 
when all players die at the same time. The number of rounds won by a single player to become the 
winner of the game is dependent on the players, much like the original game, the players set the 
number of wins needed to win the game, ideally, we could set something similar in place. 

First Test: 

Parameters-  

• All players have a limited number of cards.  

• Level Cards are revealed at the start of each round.  

• Players only lose 1 health point per round if they take damage. 

• Rounds consist of only one action card reveal from each player.  

• All players who do not take damage during a round will earn one victory point. 

• Winner is the player that collects the most victory points after several rounds. 
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I’ve done some testing with the current parameters set in motion and I’ve discovered a few 
problems we need to fix. First, it’s too easy to win. Unlike the original Gang Beasts, players only have 
one chance to use an action card per round which means if multiple players avoid taking damage 
there would be multiple winners and they would all earn victory points which also means there’s the 
potential for the game to end in a draw. However, in Gang Beasts there can only be one winner. 
Another area that needs work is the Lives system, I thought I would use the standard three lives 
system first to test how well that would work. Unfortunately, players are more likely to get knocked 
out of the game completely before completing all the rounds and this isn’t as fun, it gets boring if 
you’re eliminated during the game before it’s over and you just have to sit and watch. What’s worse 
is that there’s a potential for players to gang up on each other and easily wipe out players.  

I need to implement some changes that allow players to stay in the game longer and avoid 
encouraging players to gang up on each other. It might work by making adding in more card reveals 
per round, in other words, the round will continue until there’s only one player left undamaged. If 
there are multiple players undamaged after the first action card reveal then the remaining players 
must repeat the process until there is only one left standing. We can also remove the lives system 
entirely and just rely on the victory points to progress the game. This means players can’t be 
eliminated from the game just the rounds.  

Second Test: 

Parameters- 

• The player’s number of cards in their hand will reset after each round. 

• Level Cards are revealed at the start of each round. 

• Players no longer have a health system; they will be knocked out of each round if they take 
damage. 

• Rounds can now consist of multiple action card reveals if necessary. 

• Action Card reveals will continue until there is only one player left undamaged. This player 
will earn one victory point. 

• The winner is the player that collects the most victory points after several rounds. 

After testing the new parameters, the game works a bit better. We can now slowly build up tension 
when it comes down to the remaining players of each round try to catch each other out. By not 
eliminating players out of the game we can now keep players engaged. After playtesting, I realised 
that the pacing is still too slow. It could be because there are too many different cards, by giving the 
players more choice, they’re going to spend more time browsing their options, if we look at the 
game rock, paper, scissors, the players have three options and about three seconds to make their 
choice. Perhaps this is what we need to do, narrow down the choices of cards and find a way of 
adding a time pressure, encouraging players to act fast. 
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Third Test: 

We’re going to test the game with only four 
different cards. Each card can be used 
against two other cards and itself. So, the 
Attack card can be used to damage players 
who place a K.O. card, a grab card and an 
attack card. I’ve also reduced the number of 
cards in each player’s hand to only one of 
each card type. Therefore, players have less 
choice which will hopefully speed up the 
game. A big area that needed improvement 
was the complexity of the game. The 
previous versions had too many working 
parts and I could foresee players 
continuously looking at the instructions to 
remember what card beats which and that’s 
not enjoyable.  

What I noticed about this test is that the 
ability to strategize can come into effect but only later into a round. Using the same method as we 
did previously if multiple players survive the first round, they must repeat the process until there is 
only one player left standing or until all players are knocked out. Therefore, when a player uses a 
card, they can no longer use that card again until the next round so players could actually work out 
what cards their opponents have left and play to the odds. This is a good thing as it means the game 
no longer relies on luck, the fewer cards in the players’ hands the more likely they are to correctly 
guess an opponent’s next move. Until the next round starts and then it’s even for all players.   

We’ve updated the game and taken out a lot of the confusion but now we’re missing the level cards. 
I think the level cards are a little under-appreciated. Previously, they would exclude players from 
using one specific action card, however, it wasn’t that effective due to there being seven different 
cards, players could easily work around this challenge. On the other hand, this system works better 
with more action cards but with only four action cards, stopping players from using one each round 
will have a knock-on effect. For example, if we added a level card that stopped players from using 
Dodge action cards, it would weaken the K.O. action cards as one of the three action cards they can 
combat against is now gone, limiting their use to only two, Attack action cards and other K.O. action 
cards. It also has the opposite effect on Attack action cards as one of the three cards that combat 
against them is now unavailable, making the Attack action cards more powerful. I’m not sure if this a 
good mechanic or not. The upside is it would sway players’ decisions to plan differently during each 
round but removing one card type each round also throws the game into a constant state of 
unbalance.  

So far, the Level Cards have been used for negative effects, they were being used to stop players 
from using specific action cards during rounds but what if the level cards had positive effects, they 
could instead encourage players to use specific cards for bonus points, this way it wouldn’t stop 
players from using action cards and impacting the balance of the game. Giving out bonus points for 
using specific cards will encourage players to place specific cards but not force them. This choice 
means the game remains more balanced per round but still adds a twist to the gameplay. 
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Parameters- 

• Players have four cards in their hand, one of each type of action card.  

• Rounds can consist of multiple action card reveals if necessary. 

• Action card reveals will continue until there is only one player left or all cards have been 
spent. 

• The number of cards in the players’ hands will reset at the start of each round. 

• A random level card is revealed at the start of each round before players place their first 
action cards. Level cards will now give bonus points if the correlating action card is used 
successfully.  

• The winner is the player that collects the most victory points after several rounds. 

Lastly, here are the four action card designs. Each card has the three action cards displayed at the 
bottom that they can combat against. The icons use the same image so they’re more recognisable 
and I wanted to avoid using text for the icons as it would be far too small and difficult to read whilst 
symbols are more identifiable. 

 

 

 

 

 

 

 

 

Gang Beasts Card Game Summary: 

To some up, here’s how we turn Gang Beasts into a card game. First, all players receive four cards, 
one of each type of action card: Attack, K.O., Grab and Dodge. There is also a deck of Level cards, 
each level card has one action card displayed on it, if players successfully use the action card shown 
on the level card, they’ll earn a bonus point. A level card is randomly selected from the deck at the 
start of the round then the players must select one card from their hand and then on the count of 
three select the player they wish to aim their action card at. Then the action cards are revealed and 
the players can then work out who’s eliminated and who survived the round. If multiple players 
survive the round, the round must then continue, the surviving players must select another action 
card from their hand, excluding the previous action card they placed. They then repeat the process 
until there is only one player left, all players are eliminated or players have no cards left in their 
hand. If all players are eliminated or all their cards have been spent, no one wins the round. There 
can only be one winner.  

I mentioned additional points from level cards. However, the action card must be played 
successfully. If a player places the action card displayed on the level card in an attempt to earn a 
bonus point, they will only receive the bonus point if avoid getting eliminated. A new Level card is 
selected at the start of each round. 
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The game ends after six rounds but can be extended if for a longer game. The winner is the player 
who has the most points after six rounds.  

 

Conclusion: 

This was my attempt at turning a video game into a card game. I think it went well, I feel the card 
game itself is somewhat lacking, while it remains simple much like Gang Beasts itself, it cannot 
completely replicate the feeling of playing Gang Beasts it loses the charm generated from its visual 
feedback. I feel the pacing was getting there, the simplicity of the game doesn’t slow down the 
players and the continuation of rounds repeatedly builds up tension as you don’t what your 
opponent is about to do until it’s too late.  

However, I’m not convinced by my solution for the levels. A big part of Gang Beasts is the level 
design and condensing each level into a card that simply encourages the players to possibly use a 
certain action card is not enough. It takes away a lot of the spotlight from the levels, maybe if we 
were making a board game, we could add more complexity and visual spectacles into the game but 
in my allotted time I couldn’t find balance between adding complexity to the level cards while 
retaining the fast-paced gameplay generated through its simple gameplay.  

What we did learn through research is that it’s possible to evoke the same feelings from players in 
different games and mediums and how it’s through using similar mechanics that we can reach the 
same feelings. Perhaps it’s worth looking into which mechanics and concepts generate the feel and 
atmosphere the designer is looking for and how we could even categorise and document these 
findings.  

Thanks for reading, I’d love to hear your take on turning video games into board games, it’s 
becoming quite common but for now, thank you again and goodbye. 


