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First Move Advantage

• Gets worse over time

• Even if you do nothing

• Players get more skilled over time
• More skilled players exploit the advantage better

13

First Move Advantage

• Gets worse over time

• Even if you do nothing

• Players get more skilled over time
• More skilled players exploit the advantage better

20
18
-0
5-
25

CE810 GD2
First Move Advantage

First Move Advantage



First Move Advantage

• Gets worse over time
• Even if you do nothing

• Players get more skilled over time
• More skilled players exploit the advantage better

13

First Move Advantage

• Gets worse over time
• Even if you do nothing

• Players get more skilled over time
• More skilled players exploit the advantage better

20
18
-0
5-
25

CE810 GD2
First Move Advantage

First Move Advantage



First Move Advantage

• Gets worse over time
• Even if you do nothing

• Players get more skilled over time

• More skilled players exploit the advantage better

13

First Move Advantage

• Gets worse over time
• Even if you do nothing

• Players get more skilled over time

• More skilled players exploit the advantage better

20
18
-0
5-
25

CE810 GD2
First Move Advantage

First Move Advantage



First Move Advantage

• Gets worse over time
• Even if you do nothing

• Players get more skilled over time
• More skilled players exploit the advantage better

13

First Move Advantage

• Gets worse over time
• Even if you do nothing

• Players get more skilled over time
• More skilled players exploit the advantage better

20
18
-0
5-
25

CE810 GD2
First Move Advantage

First Move Advantage



First Move Advantage - dealing with it

• Ensure game has fine tuning of handicap

• Go’s point system easy to tune in small steps
• Hearthstone’s bonus much harder
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First Move Advantage - dealing with it

• Metrics help us - we can track win rates

• Need ways of tweaking power levels - small increments
are better

• AIs might help here - known skill levels, running lots of
games help us tune our values

• Careful, our AIs might not be good measures of possible
skill levels
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Exercise

Exercise
Investigate dominant strategy in Civ style game

• Download latest copy of the game engine
• Look at and run class “DominantStrategy”
• Create new maps that don’t display this behaviour
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Exercise

https://git.fossgalaxy.com/ce810/module-game


Watching

Watching
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Extra Credits

• https://www.youtube.com/watch?v=Bxszx60ZwGw - Power
Creep

• https://www.youtube.com/watch?v=M3b3hDvRjJA - Power
Creep in hearthstone

• https://www.youtube.com/watch?v=e31OSVZF77w - Perfect
Imbalance

• https://www.youtube.com/watch?v=EitZRLt2G3w -
Balancing for skill

• https://www.youtube.com/watch?v=0V5eq4IQ6Go - Delta
of Randomness

• https://www.youtube.com/watch?v=TRHdIScOMWQ -
Balancing Turn based games
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