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--we need to hit * design goals
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- we need to complete * multiple playtests
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Difficulty CAN CHANGE

- over time...
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SHOULDHAVE COST/BENEFIT RATIO

Balance betwee · ASSUMetric GAMES↓ (Multi-player)
STRATEGIES GAME OBJECTS
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"This istoo easy - it's all about
-dominant strategyG↳ Avoid too we W #timi
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Il ⑮ too powerful. players expect EQUAL PLAYING

VS Look how the ① use math to calculate $20st curves
or FELD.-L turns tabled ! Give the smaller guy
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Do a blindtest Intend to optimize·A Document rules +

to gather feedback Strategies.experiences

· Balance techniques are # -F Stsatrules tools !

only ONE changeatatime .1 Always consider
balance !


