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Flip 7
A system of terrifying emotions, and 
gambling without money.

Technology B (DES-720B-04)

Samridhi Jain

Prof. Munus Shih
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The Artifacts

The Game’s Rules
The Flip 7 rulebook sets the few core rules in the 
system. It however does not mention any 
strategies or emergent behaviors due to these 
rules, on purpose.

The system is simple, draw a card or pass for the 
rest of the round. If you pull the same number 
twice, you’re out for the round and get no points. If 
you pass or get to 7 cards, you get to keep the 
points (number on the cards added up).

Technology B (DES-720B-04) Prof. Munus Shih
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The Artifacts

Number of cards
While not a rule, the 
system mentions that 
there are twelve 12s, 
eleven 11s, ten 10s, ... 
down to one 1, and one 0. 
While this seems 
unimportant, it affects 
how players view getting a 
high number card (more 
value but more risk for 
pulling a duplicate)

Technology B (DES-720B-04)

Special cards
Some cards are special, 
because they change the 
behavior of the player by 
changing the stakes. 
Freeze will freeze any 
player, which could 
prevent them from 
getting more points. 
Second Chance removes 
the risk from continuing to 
pull cards. Changing 
behaviors adds unique 
strategies that can rapidly 
effect emotions.

Prof. Munus Shih
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The Artifacts
Video of emotions felt 
when the stakes change... 
When watching 
examples of this system 
in action, you can see 
how the system affects 
the players. You can also 
see how the bypassing of 
the standard rules 
changed the player’s 
perspective of their 
previous decisions in 
real-time.



The original video clip 
can be found here:

https://
www.youtube.com/
shorts/LwM2kTyZXvA

Technology B (DES-720B-04)

My Experience
When participating in the 
system with my friends, I 
noticed how different 
players employed 
different strategies with 
the same set of rules. 
These set of strategies 
impacted not only how 
the other player’s 
succeeded, but also how 
they felt. The rush and 
fear while playing was an 
emergent behavior that 
came from simple rules.

Prof. Munus Shih

https://www.youtube.com/shorts/LwM2kTyZXvA
https://www.youtube.com/shorts/LwM2kTyZXvA
https://www.youtube.com/shorts/LwM2kTyZXvA


Se
pt

. 
1,

 2
02

6
Wh

at
 i

s 
in

te
ll

ig
en

ce
?

The Flip 7 System
Process/Rule

The player passed and is not 
active for this round anymore

If the player flips a card 
that matches any of their 
existing cards, player busts.

If the player flips a special 
card, follow instructions on 
that card.

If the player flips 7 cards, 
the round ends and player gets 
bonus 15 points. Follow next 
line rules.  

If no player is active (all 
passed or busted), add up 
points that remain for each 
player. Add to their bank. If 
any reaches 200, they win.

InputInput
Hit: You instruct the dealer 

to draw one more card from 
the deck.

Pass: You signal to the 
dealer you pass to safely 
bank your points for the 
round.

Hit: You instruct the dealer 
to draw one more card from 
the deck.

Pass: You signal to the 
dealer you pass to safely 
bank your points for the 
round.

Technology B (DES-720B-04)

Output
Deck has less cards and new 

chances for each card.

Player has gained points and 
is active

The player has passed, kept 
existing points and not active

The player has busted and 
gained no points

Prof. Munus Shih
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OBSERVATIONS

The risk potential was designed into the system on purpose. It was built into the 
system’s distribution (twelve 12s vs. one 1). This evokes strong feelings when 
pulling high risk, high reward cards.

The system naturally escalates risk more as you play. The more successful a 
player is in a round (collecting multiple unique cards), the higher the chance the 
system will output a failure (a duplicate) on the next turn. 

The deck "remembers" past actions because drawing a card removes it from 
the system. If three 3s are on the table, the system “knows” it can never output 
another 3, altering all future probabilities. This changes the system and 
behaviors linked to it.

Action cards like "Freeze" or "Flip Three" act as risk adjusters that temporarily 
override the core rules to add change and fear.

The deck evokes emergent behavior through different playstyles, behaviors, 
and emotions due to the human processing of the psychological risk tolerance. 
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“Intelligence is when a 
system evokes fear 
and stress.”
If a stack of printed cardboard can make a grown adult sweat and second-
guess their choices, it has effectively simulated the presence of an 
intelligent opponent.

-Samridhi Jain
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