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Bohnanza



1. Highly interactive. Loads of negotiation 
while trading cards.
2. Helps players in developing a knack to 
plan for the future.
3. Less luck involved. More strategy.
4. Keeps players involved. Every facet of the 
game keeps changing.
5. Teaches players how to negotiate.

Analysis - Strengths



1. Initially it takes a while to understand the 
rules of the game.
2. Long term strategizing is curtailed in the 
initial rounds because the player quickly 
loses the cards he owns.
3. Rather time consuming.
4. The game does get boring until the pace 
picks up

Weaknesses



1. Introducing a wild card to plant beans in 
any order.
2. A wild card to draw more than three cards.
3. Ability to use the wild card on the spot or 
in the future.

Opportunities



1. Not too difficult to cheat.
2. The game could become repetitive and 
predictable if the same group of people play 
the game for a large number of times.
3. Rather easy to predict a players' strategy.

Threats



1. The game is highly non-linear. 
2. It is difficult to write an algorithm or a back-
tracking tree to cover all possibilities.
3. Variability is introduced with the concept of 
trading. 
4. Trading is absolutely random and can change 
the computer's internal probabilistic reasoning 
which would require significant recomputation. 
5. The non deterministic nature of the game with 
no fixed end results make it a difficult process to 
digitize.

Digitization



1. Education - Helps develop future planning 
skills.
2. Entertainment - The game is a very good 
and constructive way to pass time and have 
fun with friends.
3. Professional - Interviewers can analyze 
abstract thinking and planning skills by 
analyzing a players' game play.

Domain Application



Tangram



1. Very intelligent game
2. Over 6500 puzzles can be solved (and 
counting)
3. can be played by a single player
4. helps stimulates mind and creativity

Analysis - Strengths



1. Interaction with others limited mostly a 
single player game
2. Can be difficult to start off and set the 
correct piece initially.
3. not a competitive game and there is 
nothing like a winner or loser

Weakness



1. Can be made competitive game by 
introducing time as a constraint
2. Another way to make it competitive is to 
put a limit on number of times a user can 
place each piece
3. Challenge friends by making a new shape

Opportunities



1. Not safe for children below 3 years 
(choking hazard)

2. If a piece gets lost then the entire set is 
incomplete

Threats



1. Can be made into a very good 
mobile/tablet/desktop game

2. Initially challenge puzzles should be given 
to the users and users can arrange it by drag 
drop or touch based UI

3. As mentioned above feature of time and 
limited trials can be included to make it 
competitive

DIgitization



1. Education - Helps developing geometry 
skills and is a good mental exercise

2. Entertainment - The game is a very good 
and constructive way to pass time when 
alone

3. Professional - Interviewers can analyze 
abstract thinking and creativity analyzing a 
players' game play.

Domain Application


