Games have always been a fertile ground for blending unpredictability and skill, weaving together narratives where
players can either feel the rush of luck or the deep satisfaction of mastering strategy. But what truly sets chance-
based games apart from strategy games? Is it just about randomness, or is there more to the story? In this article,
we'll dissect the differences, explore core design principles, and examine why understanding these distinctions

matters for both players and designers.

Understanding the Core Concepts: Chance Outcomes and Skill
Response

At the heart of any game’s experience lie two fundamental elements:

* Chance outcomes: Events in the game controlled—at least partially—by randomness or unpredictability

within defined parameters.

e Skill response: The meaningful decisions and actions a player can take to influence, react to, or manipulate

game events.

While you might procedural content generation think chance-based games are pure luck and strategy games are
purely skill, reality is more nuanced. Most games incorporate elements from both. Slot games (such as those
offered by companies like MrQ) lean heavily on chance with minimal player influence, whereas classic chess
demands near-total skill. Between these extremes lies a broad spectrum of game genres that blend both elements

thoughtfully.

Predictability vs Variety: The Player's Experience

One way to analyze the difference between chance-based and strategy games is through the lens of predictability
versus variety. Scientific American recently highlighted how unpredictability in systems can create engagement but

also frustration when it's perceived as unfair randomization.

Chance-based games rely on variability to keep players guessing and entertained. Every spin of the wheel or card
deal introduces new outcomes outside the player's control. This variety can fuel excitement and hope ("Maybe this
time!"). However, when randomness runs wild without constraints, players often feel the frustration of "unwinnable
streaks." Here's where bounded randomness—or “procedural generation with boundaries"—becomes crucial.

Designers who respect these boundaries create randomness that feels fresh yet fair.

Strategy games, on the other hand, emphasize predictability through rules and player agency. In these games, the
more you learn, the more you can predict opponents’ moves and plan your responses. That predictability fuels a

sense of mastery but can sometimes lead to reduced replay variety if rules are too rigid.

Procedural Generation with Boundaries

Both genres increasingly borrow from this concept. Procedural generation—algorithmically creating game content
on the fly—introduces variety without fully leaving outcomes to pure chance. The key difference is that good

designers apply boundaries to these systems, ensuring that generated content is always fair and engaging.

For example, roguelike games use procedural dungeons where layouts differ every run, but enemy difficulty and
rewards scale to the player’s progress. This strikes a balance between unpredictability and player control, allowing

skillful play to shine amid variability.


https://www.thodia.media/why-randomness-is-such-a-powerful-game-design-tool/

Chance-Based Outcomes vs Skill-Based Responses

One subtle but fundamental design hallmark is how the game treats chance versus player skill. Chance-based
games largely present outcomes decided by random number generation (RNG), where player interventions are

limited to selecting when or how to engage but rarely change the odds themselves.

Conversely, strategy games design challenges where player decisions alter or respond directly to the game state,

often in intricate ways. The player's reasoning, timing, and resource management fundamentally affect the

outcome.

The Association for Computing Machinery (ACM) has published numerous papers analyzing these dynamics. These
studies show that when players feel their skill meaningfully influences outcomes, engagement and long-term

retention increase dramatically.

Why RNG Blaming Is Misleading

Anyone who runs playtests learns how often players blame "RNG" when they actually misunderstand the rules or
the nature of the game’s variability. | keep a notebook of direct player quotes to track this phenomenon, and it's

striking how many frustrations stem from unclear feedback rather than randomness itself.

This is partly why clear communication of game rules and limitations is vital. When players understand the

boundaries of chance outcomes, they can better calibrate their expectations and focus on skillful responses.

Pattern-Seeking and Streak Misconceptions

One common player behavior is pattern-seeking—looking for trends or "hot streaks" in random events. Scientific
American calls this a well-known cognitive bias, often referred to as the "gambler’s fallacy." Players might think

"I've lost five times in a row, so a win is due," but genuine chance events don't operate with memory.

Designers must account for this tendency and avoid reinforcing misconceptions. Unfortunately, some games
unintentionally encourage belief in meaningful streaks by showing streak meters or offering “pity timers” without

transparent conditions.



When chance streaks are presented without boundaries, players mistake randomness for patterns and may
unfairly blame the game for poor design. Good game genres craft systems that either embrace streaks as part of

gameplay or smooth them to maintain fairness.

Summary Table: Chance-Based vs Strategy Game Characteristics

Aspect Chance-Based Games Strategy Games Core Mechanic Randomized outcomes with limited player
intervention Player decisions strongly influence outcomes Player Agency Often limited, mainly choosing when/how
to engage High, through planning, resource management, and skill Predictability Low predictability, high variability
Higher predictability and consistency Replay Variety High, due to chance and procedural elements Moderate to
high, via variation in player strategy Player Experience Excitement from hope and surprise, sometimes frustration
Satisfaction from mastery and learning, possible monotony Common Misconceptions Players blame randomness

instead of unclear rules Players underestimate skill complexity or overestimate meta

Where Do Prices Fit In?

Interestingly, explicit prices for games often do not correlate directly with their reliance on chance or strategy. A
deep dive into market data (including offerings from sites like MrQ) reveals varied pricing models—free-to-play
slots versus premium strategy titles—with no clear pattern linking price point to game type. This reminds us that

pricing strategies are shaped largely by business models rather than pure genre distinctions.

Sharing the Conversation

If you found this exploration helpful, consider sharing it through your favorite networks. Use the Twitter share or
Facebook share buttons to spread the discussion. Engaging more voices can shed light on how we understand

chance outcomes, game genres, and skill response in the ever-evolving landscape of games.

Final Thoughts

The real difference between chance-based and strategy games lies not in a simple binary but in a spectrum

balancing randomness and player agency. Both genres have unique appeals and challenges, and thoughtful design



blends variety with predictability, procedural generation with clear boundaries, and chance outcomes with

meaningful skill responses.

As players and designers, acknowledging these complexities helps us build and enjoy games that feel fair,
engaging, and satisfying. So next time you see someone blaming "RNG," pause and consider whether the real issue

might be hidden in the rules, design clarity, or player expectations. That's where solutions truly lie.



