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Al Logic

This game includes a simple but functional AI opponent.

- Each round follows a structured turn loop where both the attacker and defender can choose
to bluff their actions.

- The defender can use Insight after the attack is declared, and the attacker can use Insight
after the defense is played.

. Players may skip their action to save Will.

- The game ends when a player’s HP reaches 0, at which point the other player wins.

Information and Bluffing

Information control is key.

Throughout the match, players constantly estimate the opponent’s Will. Accurate calculation
can eliminate certain plays (e.g., knowing they can’t afford a real attack). Insight makes that
estimate more accurate, while bluffing keeps it uncertain.

Insight provides information.
It reveals the opponent’s real card and the actual Will cost. This makes their resource state more
predictable and narrows the range of possible actions in future turns.

Bluff creates uncertainty.
Bluff cards look like real cards from the opponent’s perspective but cost less Will. This makes it
harder to infer their remaining resources accurately and keeps their future options ambiguous.
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As the attacker, the Al
evaluates its current Will and
uses randomization to decide
between skipping, bluffing,
or playing a real attack.
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The Al continuously maintains a list
of possible player Will
throughout the match.

At the start of each decision, it
calculates the expected player Will
based on this list.

If the expected Will is high enough
(e.g., = 3), the Al assumes the player
may perform a strong attack and is
more likely to use Insight or play a
real defend.

If its current Will is low, the Al may
bluff or save its own resources.
Randomized choices (50%) are
introduced in several branches to
make the Al less predictable and to
mimic human uncertainty.
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Attack card.

If the opponent

does not use the Insight,
deals 2 HP damage. If the
opponent uses the Insight
button, damage 1s reduced to 1
HP. If the opponent plays an
Insight card: you suffer 2 HP
damage and defender takes no
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