Silent Feast

Overview

Silent Feast is a strategy and bluffing tabletop card game where players take on
the role of vampires competing to consume the blood of villagers while managing
risks and accumulating power. The game revolves around a unique mechanic of
blood accumulation, strategic card usage, and resource management, requiring
players to make critical decisions to outsmart their opponents and avoid explosive
consequences.

The silent village reeks of iron and despair. Once a secret laboratory for humans,
scientists, and vampire hunters, it now lies in ruins, left with only abandoned
"experiments"—the villagers. A horde of starved vampires has followed the scent
of blood here. They must feed on the villagers to survive, but every choice teeters
on risk: feast alone, or push the lethal "poisoned blood" onto a fellow vampire? The
game of survival begins the moment they step into the village.

Booklet / Core Gameplay Loop

I. Core Objectives

2-Player Game: Win by being the first to
accumulate 50 Blood Points (BP) or forcing the
opponent to reach 15 Toxin Points (TOX).

3-6 Player Game: Win by being the first to
accumulate 60 BP. If a player’s TOX reaches 20,
they are eliminated, and the remaining players
continue.

Creative Mode: Players may adjust the
winning BP/TOX values and the ratio of
the four Operation Cards ("None, Garlic,
Convert, Antidote") to alter difficulty.

Players can choose from 6 original
characters with different unique skills.
. (trivial&fun)
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I II.Cards & Setup

Operation Cards:

4 types—None (no effect),

Garlic (triggers poisoned blood),
Convert (triggers vampire blood),
Antidote (neutralizes toxins).

) 4 types—Peek, Detox, Slay, Blood loot.
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Booklet / Core Gameplay Loop

NGCA Card System: The game features four types of blood
drinking operation cards: Normal (N), Convert(C), Action (A),
and Garlic (G). Each card type has a unique effect:

Normal (N): Basic blood-drinking cards used for regular blood
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Booklet / Core Gameplay Loop

III. Turn Sequence

Each player’s turn proceeds as follows, with "blood
drinking" actions (interspersed) flexibly:

Use Item Card: Only 1 Item Card can be used per turn
(discarded after use).

Blood Drinking Phase (core action):

Choose 1 villager (draw from the top of the Villager Card
stack) and start "drinking": draw 2 cards and reveal them as
the "first sip."

Blood Type Judgment:

H (Human Blood): Continue drinking (no upper limit;
proceed to the next sip until V/G is triggered).

V (Vampire Blood): Stop drinking and take corresponding
toxins (based on sip count; see "Chain Drinking Rules").

G (Garlic Blood): Stop drinking, take corresponding toxins,
and the villager is eliminated (moves to "awaiting Slay").
Chain Drinking Rules (unlimited sips):

1st sip: +1 BP; if V/G is triggered, +1 TOX.

2nd sip: +2 BP; if V/G is triggered, +2 TOX.

nth sip: +n BP; if V/G is triggered, +n TOX (n = positive
integer; stops only when V/G is triggered).

Designated Drinking: You may assign the "current sip"

to another player. The designated player can draw 1-3
Operation Cards to judge:

If C-A (Convert - Antidote) count = 2: Judged as V (vampire
blood).

If G (Garlic) is present: Judged as G (garlic blood).

Skip Turn: Choose to forgo drinking and gain 2 Operation
Cards or 2 Item Cards (choose one).

Detox

Reduce your TOX by
1 during your turn.

Usable when
designated to drink
in another player’s

turn (to neutralize
partial toxins).

Spy

View 1 card of a
chosen villager
before deciding to
drink (only visible to

you).

Usable when
designated to drink
in another player’s

turn (to preview
risks).

Blood Loot

Use on another
player to reduce
their BP by 4 and

increase your TOX
by 1 (usable once
per turn, during your
turn).

IV Item Card Effects

Slay

Target a villager
eliminated by G
blood: Gain all hand
cards (Operation/
Item Cards) from that
villager’s stack.

Target a villager
judged as 'V blood:
Gain 2 BP but take 1

TOX.




V. Special Rules f - 4 i
Villager Resupply: When all villagers are judged as V or G Stacking Mechan.ism"("Blow-Up Designated
blood, immediately add 1 new villager (drawn from the reserve Mechanism")
stack). : : when designated to drink blood
The core mechanic of the game involves you share the same risk/profit
V Blood Villagers: Plaayers may agree on whether V blood stacking blood cards. Each time a player = ,
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Leech and Tox Mechanism
Chain Leech Benefit/Risk Each time a player dr1.n1.<s V blood or G b’lood, their Tox level Increases.
Tox represents the toxicity in the vampire’s body. If Tox reaches a certain
: : : ] point (exp.15), the player loses. Players can accumulate Blood Points (BP)
R Slé? w11111 gettglg/lfr]élzlf_gx L by successfully drinking H blood (normal blood), but they must manage
A - : their Tox level carefully to avoid triggering an explosive failure. /3 2\
and so on...... \ J
The question is , when it reach the limit of . Your Own Will
C-A =1, you will risk your chance to drink, @ Chain Drinking
or rather give the chance to your opponents? If a player drinks from the same villager multiple times in a row, the It is safe when the villager's stack has more
Don't get too greedy. chain drinking mechanic comes into play. This increases the effects of the . = Antidot(_a _than Convgrt. But careful for the
, , blood drink and allows for a cumulative bonus, but it also raises the Tox probability of Garlic card. It can make
It happens when people risk their 6th or Tth level with each subsequent drink. This is fun------ combined with Leech you suffer from the accumulated risks of
sip and get poisoned, BP+6/7. and Tox Mechanism, risk and profit grows through the Chain Drinking increasing Tox points and cause sudden
Steps, they may be reluctant to withdraw or designate their fellow player death.
to drink, for the next sip may cause great Blood Point Profit.
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) - ) : mechanics make the VI. Victory Summary
. 1 body and soul of this
game. 2-Player: First to 50 BP or opponent reaches 15 TOX.
3-6 Player: First to 60 BP or all others eliminated by 20 TOX.
Creative Mode: Customize BP/TOX and card ratios for varied
\& J . difficulty.
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Detective
Spy 2 cards when |
using the Spy card
1%
N
General
Gain Extra 2 Blood [
Points when using the
Slay Card
v

L]

Nurse

J Gain 1 extra BP using

Bloodlood and don't
gain its countereffect-
tox

Reaper

Gain Extra 1 item

‘ card anytime
when a villager is
eliminated(Slayed or
Garlic)

Visual Style & Card Design

The game adopts an oil-painting style with a
semi-realistic anime influence. Characters and
card designs are rich with dark, moody tones that
reflect the game’s gothic and eerie atmosphere.
The thick brushstrokes create depth, adding
texture to the game’s visuals while maintaining a
traditional oil-paint aesthetic.

Target Audience

Strategy Enthusiasts: Players who enjoy
strategic thinking and long-term planning will
find Silent Feast engaging due to its complex
decision-making and risk management elements.

Fans of Gothic and Vampire Themes: Players
who enjoy dark, gothic atmospheres, and
vampire lore will be drawn to the game’s
aesthetic and thematic elements.

Tabletop players / Party fun game players:
This is also a social game that people can
interact with their friends. Although the booklet
ensures a 2-6 player game, the game is always
highly customizable. Theoretically the amount
of players are unlimited. People can craft their
own expansion cards/vampires with their pen
and paper.



Playtest & Iteration

The development of Silent Feast went through multiple iterations
shaped by continuous playtesting and feedback from my peers.

First Version — Operation Card Placement

In the earliest prototype, drinking blood was executed by placing
“operation cards” (N, C, A, G) directly onto villagers. While
functional, this design quickly revealed several issues during
playtests with classmates (using the HTML demo version).

This feedback highlighted that the game was leaning too heavily on
visible set-play rather than suspense, making the experience less
engaging and dynamic.

Second Version — Risky Chain-Drinking Mechanic

In response, I redesigned the core mechanic into what is now the
chain-drinking system. Instead of pre-placing cards, players now
draw directly from the blood deck during their turn.

Drawing 2 cards determines the
villager’s blood type.

A successful drink (H) allows
the player to risk continuing,
escalating both reward (BP gain)
and danger (Tox risk).

One misstep with Garlic (G) or
turning into a Vampire (V) ends
the chain dramatically.

This shift immediately
transformed the gameplay.
Players described the new
mechanic as:

“This feels like
gambling. Every
extra sip makes
my heart race.”

“Finally, there’s
real tension
between greed
and caution.”

bt s

“It’s simple to
explain, but
every turn feels
dangerous and
fun.”

b il

“I feel like the
strategy is too
predictable
once [ see how
many cards are
stacked.”

“It’s more about
memorizing card
positions than
about taking
risks.”

“Turns feel slow.
I’'m waiting for the
other player to
stack, but there’s
not much tension.”

Ao y

Outcome

Through this iteration, Silent Feast evolved
from a slow, deterministic card-placement
game into a fast-paced, suspense-driven
experience. The new system emphasizes
risk-reward tension and creates the
thrilling, almost addictive feeling I was
aiming for.
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https://youtu.be/5ox1yqK8xaE

Online Playtesting

Download

Your Al
BP 18/50 BP 10/50
C EE—
Tox 14/15 S—
T — Tox 7/15
Current chain level: 0 R
Your Cands Current chain level: 0
OpNx0 OpCx0 OpAx0O OpGx0 Peekx0  Slayx0 Al's Cards
Detoxx0  Leechx1 (Hidden)

Action Card Deck Remaining74 N27 C18 A22 G7 (Notpeeked)

Villagers (6 by default, public card stacks)

#1 #2 #3 #4 #5 #6

Slack:12 | Relired | Slack:6 Stack:4 Stack:6 | Relired Stack:12 Slack:6 | _Rﬂlired
(HasG ) Stack: [, C, N, N, C,N]  Stack: [C, N, N, (] (HasG ) Stack: [N, A, C.N,A A, (HasG)
i = Current result: V Current result: V = C.CCACL 5 2
Stack: [C. A, AN, C. N, Stack: [N, A A, C, G, (] Cimvent yesuliz A Stack: [C, N, N. N, G,
ACA A A G] Current result: G (]
Current result: G Current result: G

Game Log (public info; DEV mode shows Al details)
You draw at #5: [C, A] (added to stack; current level=3)
» Result H: You +3 BP (chain level=3)
Your self-drink results in H: can continue this turn (current chain level=3).
You draw at #5: [C, C] (added to stack; current level=4)
-+ Result V: You +4 Tox (level=4)
— ATl's Turn —
AI drinks from slot #6 (level=1)
AI draw at #6: [N, N] (added to stack; current level=1)
» Result H: AI +1 BP (chain level=1)
AI ends chain at level 1
— Your Turn —
You draw at #6: [G, C] (added to stack; current level=1)
-» Result G: You +1 Tox (level=1); #6 retires and reveals.
— AI's Turn —
AI drinks from slot #2 (level=1)
AI draw at #2: [C, N] (added to stack; current level=1)
» Result V: AI +1 Tox (level=1)
= Nour urn—

I got too greedy and gained 6 tox
in 6th chain drinking for a Garlic
Card.
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https://github.com/GeraAer/SilentFeast
https://youtu.be/eqUkoYcl4u4

Into card game problem - when it is short of cards

In physical tabletop games, the constraint of limited
card quantities creates unique challenges—unlike
digital versions that can infinitely generate or shulffle
cards, physical decks shrink as play progresses,
distorting probabilities and risking stale gameplay.
This scarcity demands deliberate rules to keep the
game balanced and dynamic.

To address this, let’s start with a refined card
composition tailored to finite quantities: 40 N, 15 G, 40
C, and 25 A (totaling 120 cards). This ratio—roughly
8:3:8:5—works with limited stock by ensuring key
dynamics stay consistent even as cards cycle through
play. Garlic (G) cards, at 15, are abundant enough to
remain a credible threat; too few, and early A-heavy
draws would let players chain-suck without fear,
exploiting the finite deck’s shrinking risks. A cards (25)
are capped to prevent over-safety, while N (40) and C
(40) form a stable core to anchor the game’s rhythm.

Additionally, a "major reset" triggers when no H-type villagers (those
resolving to H results) remain on the field. With limited cards, such
stagnation—where all slots lean toward V/G outcomes—would stall
play. The reset refreshes all villager slots, shuffles all discarded cards
into a new draw pile, and restarts the deck cycle, turning scarcity into a

catalyst for renewed engagement.

Shuffling rules must account for limited cards
to avoid depletion. When a player uses
"Slay" on a villager slot containing G cards (a
"G-blood villager"), two things happen: first,
all discarded cards (from retired slots, used
operations, and the remaining draw pile)

are shuffled back into play—recycling the
finite deck to refresh probabilities. Second,
the player gains an extra tool card as reward,
incentivizing strategic use of Slay on high-
risk G targets despite the shuffle.

These rules turn the limitation of finite
physical cards into a strength: by cycling
and resetting thoughtfully, the game
maintains tension, ensures G cards retain
their deterrent value, and keeps every draw
meaningful—even as the deck shrinks and
shifts.
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