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THE CHALLENGE

Redesign the card game Love 
Letter to create more clear and 
logical connections between the 
theme and the gameplay. 

This includes:
Find an analogy between Love 
Letter’s gameplay and some 
other context, situation, or 
activity which can be used  
as a theme.

Reassign the current game 
elements to match the new 
theme.

Insert additional rules to 
increase interesting decision 
making and emergent 
phenomena. 

Redesign the game visuals 
to better communicate and 
reinforce this new theme.



THE FIRST 116 IDEAS

I began by listing as  
many themes as I could  
in 20 minutes. 

Early favorites were  
highlighted in yellow.



NARROWING THE CANDIDATES

In addition to the 8 unique cards 
in Love Letter, I wanted to create 
an additional card to add another 
dynamic to the gameplay. 

This motivation prompted me to 
seek potential themes that had 
potential for 9 cards. 

This brought me to a number  
of ideas, including: 

Cats’ 9 lives
Santa’s 9 Reindeer 
The 9 Muses
The 9 planets in our solar system
9 Circles of Hell in Dante’s Inferno

I began to flesh out these themes, 
and some others that I felt like  
had potential. 

Early favorites were 
9 Circles of Hell in Dante’s Inferno
Time travel through past + future
The 9 Planets in our solar system

The advice, “Don’t make up  
a story, find a story” given to me by 
a professor pushed me to select the  
9 Circles of Hell in Dante’s Inferno.



THEMATIC CRITIQUE

I began to determine the lore 
behind my card game, that is:

Who are you?
Who are your opponents?
What do the cards represent?
What do the rounds represent?
What do your actions mean?
What happens when you win?
What happens when you lose?

During the first critique of my new 
theme concept, I got some insightful 
feedback that helped me determine 
some answers to these questions.

These are the basics I decided on:
Players assume the roles of 
recently deceased souls destined 
to spend an eternity in Hell.

The card in your hand represents 
the circle of Hell you reside on, 
with 1 being the least severe and 
9 being the most severe. 

Your goal is to end up on the  
least severe circle by the end  
of the game.



INTRODUCING A NEW 
ELEMENT

My goal was to increase ease of 
memorization of each cards’ unique 
ability, a shortcoming of the original 
Love Letter game.

I developed each card so that the 
action that accompanies playing 
the card corresponds with the sin 
associated with that circle, including 
Gluttony, my original card.

Limbo: The Unfaithful
Lose if discarded

Lust: The Desirous 
Discard if with 3 or 4 

Gluttony: The Insatiable
Draw again – Play drawn card

Greed: The Longing
Trade Hands

Anger: The Wrathful
One player discards hand

Heresy: The Refuters
Protected until next turn

Violence: The Savage
Compare hands – Higher is out

Fraud: The Deceitful 
Look at hand

Treachery: The Traitors 
Guess a player’s hand



AESTHETIC INSPIRATION

I began to search for aesthetic 
inspiration that would compliment 
my theme and be visually striking.

At first, I imagined the cards 
depicting what each circle of Hell 
looks like according to passages  
in Dante’s Inferno.

While searching for inspiration, I 
found lots of tarot card designs that 
had death-centric imagery that really  
influenced my design process. 

I decided that instead of each card 
depicting the landscape of that 
circle of Hell, it would depict the  
sin that you need to commit to get 
sent there. 

I chose to illustrate a series of hands 
committing each circle’s sin to adorn 
each card. 

This minimalistic approach 
would make each card easily 
distinguishable, which the original 
Love Letter game struggled with.



AESTHETIC CRITIQUE

Once I had the mechanics of my 
game ironed out, critique started 
to focus on how my cards were 
visually presented. 

My illustrations were well received, 
and I ended up increasing my card 
size from standard size to tarot 
size to showcase them at a larger 
scale. 

It was suggested that I reduce the 
amount of copy on the cards to 
speed up gameplay and increase 
the negative space on the cards. 

This forced me to simplify my 
copy as much as possible, which 
ultimately was a major strength  
of my game. 

For typography, I chose Secret 
Society as a decorative header 
font because it reminded me of 
the handwritten script in Dante’s 
illustrations. 

Barlow Condensed was chosen 
because of its legibility at small 
sizes and narrow proportions.

SECRET SOCIETY REGULAR

BARLOW CONDENSED



FINAL DESIGNS





You are a guardian of the underworld whose job 
 is helping souls reach their best possible fate in hell.

Your goal is to help your client end up on the outermost (and least severe) circle 
of hell before cards run out and judgement is final.

The card in your hand represents the circle of hell  
your client currently resides on.

On your turn, draw a card from the deck. 
Choose which of your two cards to play. Your client must commit the sin on the 

played card, but they are absolved from it after confessing  
(by placing the card face up in front of you).

If a player forces you to discard, your client has lost all hope 
and you are out for the round.

At the end of a round, the player whose client resides  
on the least severe circle of hell is the winner, and they obtain a token.



THANK YOU!


