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Design of Disturbance to Emphasize
Fortuity and Strategy for Competitive Card Game

SEIKO MyYoJiNt®)  NOBUTAKA SHIMADA!:P)

Abstract: 1t is important for a variety of game to have fortuity and strategy. We note that the traditional
concentration doesn’t allow the fortuity and strategy to interpose. Concentration game is a card game that
the players find the pairs of the cards having the same number from the down cards by using memory skills.
We have already presented the card game system that it shows clues about the card numbers and card
positions for specified users by augmented reality. This system could support gap of memory skills between
players and emphasize fortuity relatively. As our next study, we regard concentration as a typical example
of competitive card game, and emphasize fortuity absolutely to give new enjoyment of concentration. And
also,, we add strategy to concentration game. Our proposal is some functions to disturb competitive card
game for emphasizing fortuity and strategy. They are "memory defeasance” and ”turning the table” about
superiority and inferiority between the players.
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Fig. 1 A specified user supported by clues.
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Fig. 2 Fortuity and strategy by disturbance.
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