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LET’S TALK IDEAS
I wanted to design a card game which revolves around the idea of being 
a freelance worker, aiming to get a real job (sound familiar? Because as a 
creative type myself, it is a reality for me, as well as a lot of other people).

In the game, you are a freelance worker, looking for a full time job in your 
field of choice.  There are, of course, a few hurdles:

• You must have cash. If you run out of cash you lose the game;
• Not everyone wants to pay you cash; in fact, most people just 

want to give you exposure;
• You are competing against other people in your field, racing to be 

the first player to get a full time job.

A lot of this is unfortunately a reality within the freelance industry, and 
part of the reason I wanted to create a game around this concept is to 
educate those who aren’t familiar with the challenges of freelancing, 
presented in a way which creates a satirical critique of the freelance 
economy.

By placing the player in the shoes of a freelancer, they are then forced to 
think about what is more valuable to them as something to earn: money 
to live, obtained through part time jobs; or exposure, which stacks up 
towards a full time job in the industry.  The use of exposure as the only 
payment method for freelance jobs looks to highlight the lack of value 
given to the workers within this industry.  If a freelancer doesn’t want to 
do it for free, the client will just ask someone else.  The fact that these 
cards need to be played alongside part time job cards in order to earn a 
consistent living aims to demonstrate the fact that it is difficult to survive 

on freelance work alone.  When playing with Dan McGrath, he came to 
this conclusion: “Designers are used as resources, not valuable people”; 
that is to say that the construct of the game highlights the lack of care for 
the individual, so long as they get the job done quickly and cheaply.

This comic from The Oatmeal (2016) was a large inspiration for the way 
in which the game wished to talk about the issues within the industry, 
balancing critical information with humour:

http://theoatmeal.com/comics/exposure
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GAMIFICATION OF INFORMATION
In terms of educating the audience about freelancing realities, I’ve 
drawn a lot of inspiration from the website Clients From Hell (http://
clientsfromhell.net/).  It details horror stories of clients whom freelance 
workers have had to deal with.  After discussing the idea with another 
friend in the industry, she linked me to the website of The World’s 
Longest Invoice (https://www.worldslongestinvoice.com/), which lists 
jobs which were simply not paid for by clients.  Another website which 
has cropped up since beginning my development is the site Who Pays 
Influencers? (http://whopaysinfluencers.com/), which looks to highlight 
both positive and negative experiences of the micro-celebs/insta celebs/
social media celebs who are paid to promote certain products.  As 
someone who has worked occasionally as a freelance designer since 
2013, I’m also drawing upon my own experience, as it is very easy to 
undervalue your work when the entire system is telling you to.  As such, 
the social utility of this game is to educate those who are not in this 
industry and create an understanding of what it is like. (Turner, 2016 A)

PLAYTEST
I jumped into play testing very early on in the game design process, and 
it became an integral part of the evolution of the game.  The earliest play 
tests focused strongly on the concepts and how to make it work with 
the existing rough rule set, allowing changes to be made accordingly to 
ensure that it worked, and make the game enjoyable.  The later play tests 
were useful for fine tuning game elements that were already working 
reasonably well.  These were great for testing new ways to incorporate 
physical game items.  I have commented on these play tests throughout 
the comments on development and design evolution.

Shout out to my lovely playtesters - Bernice Mumbulla, Daniel McGrath, 
Ben Smit-Colbran, Zoltan Szentmihaly, Caitlin McColl, Caitlin Frede, 
Christopher Frede, Jonathan Turner, Emily Turner, Ivan Ng Han Jian, and 
Alex Belle.

http://clientsfromhell.net/
http://clientsfromhell.net/
https://www.worldslongestinvoice.com/
http://whopaysinfluencers.com/
https://digitalgamecultures.wordpress.com/2016/05/20/understand-the-freelance-industry-through-gamification/
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GAME MECHANICS & DESIGN EVOLUTION
GENERAL MECHANICS
I chose to make the game turn based as it allows for more significance 
to be placed on some cards over others.  Players must make a decision 
as to whether they want to wait longer, and get a better reward, or have 
a quick turnaround for their job card, and receive a lower reward.  The 
five day game phase also works well at drawing a comparison with the 
working week.

THE CARDS
FREELANCE JOB CARDS 
In my original card design, I wanted to build upon the venn diagram 
model of design, playing upon the ‘good, fast, cheap; pick two’ model.

As such, my original card design included this, and the rewards were 
calculated based on the style of job title, and which two categories I think 
this applied best to.  Unfortunately, when playtesting, it failed to balance 
how the commodities were earned overall. A decision was made to alter 
the mechanics of these cards, awarding only exposure or skills at various 
tier levels for freelance jobs, thus rendering the Venn diagram element 
useless (Turner, 2016 B)  By changing the card earning system to obtain 
only exposure/skills through this card type, while also allowing for more 
of these cards to be played on field at any one time through job unit 
representation; the dynamics of these cards changed.  It created an easy 
way to earn exposure, while limiting the ability to earn money drastically, 
which represents the freelance industry well, highlighting how difficult it 
can be to get by with freelance jobs alone, and the need to supplement 
them with part time jobs.

PART TIME JOB CARDS 
Part time Jobs were always intended to only give cash as a reward, so 
they didn’t change too much throughout the game.  I chose to limit 
the amount of part time jobs on field to make it more difficult to earn 
commodities to eventually obtain a full time job.  When taking on a part 
time job, it obviously limits how much time you have to work on the 
freelance jobs.  However, I chose to make it worth more units as society 
often values part time jobs over freelance work, even if it is just working 
in retail.  Higher emphasis is placed on job security, whether it be a few 
shifts a week, or full time employment - the result is regular pay at the 
end of the week, whereas freelance work doesn’t guarantee regular 
clients, or that they will even pay on time (Sinha, 2014).  Furthermore, 
freelancing tends to be associated with the idea of small, cheap one-off 
jobs which are taken on while searching for a way out of the industry.  The 
role isn’t valued by clients, let alone the people around you (Bond, 2015).

Remington, J 2013, Good, Fast, Cheap: You Can Only Pick Two!, 
Pyragraph, viewed 31 March 2016.

https://elysiumdesignutopia.wordpress.com/2016/03/19/playtest-1-my-freelance-game/
http://esmeenetwork.com/freelancing-lies/
http://www.fastcompany.com/3054141/lessons-learned/why-i-stopped-calling-myself-a-freelancer
http://www.pyragraph.com/2013/05/good-fast-cheap-you-can-only-pick-two/
http://www.pyragraph.com/2013/05/good-fast-cheap-you-can-only-pick-two/
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FULL TIME JOB CARDS 
I tried to use the full time cards to highlight the need for certain skills 
in various fields, while also balancing the exposure to represent the 
connections made while in the freelance industry.  I considered having 
full time jobs worth different amounts of exposure only, however this 
iteration dismissed the value of learned skills picked up over the course 
of the game through freelance jobs.  In the industry, if you are freelancing 
temporarily while seeking fixed employment, the held skills are what the 
employers are looking for as it demonstrates what you are capable of.  
The tiers act as a way to demonstrate the standard of work which is able 
to be accomplished, the higher tiers allowing for more complex work to 
be completed while meeting professional standards.  Exposure, while a 
little ridiculous if not paired with legitimate compensation for work, can 
act as a way to create connections between future clients, or full time 
employers, thus introducing you into the pool of possible candidates.

CHANCE CARDS 
My first play test included only one chance card, and that was paying 
for followers.  I knew I wanted to incorporate more in order to create 
further interaction amongst players, however I wasn’t sure what to add.  
Thankfully, every play test included a long discussion amongst players on 
what could be added to improve the game.

Some players suggested that losing exposure should be an effect of 
a chance card, however I disagree with the idea of losing exposure, 
based on the fact that by receiving negative press, more people end up 
knowing about it, to the point where it can be considered a marketing 
technique.  I counter suggested that instead of losing exposure for 
negative press, perhaps stopping players from playing freelance job 
cards for a few rounds could be a suitable alternative.

Another player suggested a skill dedicated card, where no exposure 
would be earnt.  This is where the tutoring cards evolved from, where a 
player could choose to pay another player for tutoring to increase their 
skill tier without assistance from a card.

The best card that came out of the ideas pool when playtesting, was the 
plagiarism card, allowing others to steal a job on someone else’s time 
board (Turner, 2016 C).

DESIGN EVOLUTION 
As mentioned earlier, my original card mockups included the ‘good, fast, 
cheap: pick two’ venn diagram, in their design.  The intent was to alter 
which two were highlighted depending on the job, however I didn’t think 
it applied to the in game commodity system of the game very well.  Once 
I made the decision to remove the earning of money completely from the 
freelance job cards, it became irrelevant to the system, because ‘cheap’ 
was not even an option (Turner, 2016 D).

I worked with these cards for the playtest process, because the design is 
not the most important feature while developing the game mechanics. 
However, while it communicated necessary information, I knew that the 
design quality did not meet my personal standards at this stage. I liked 
the elements of a colour-coded banner to list what sort of card it was, as 
well as the clear number in the top right of the card to indicate how many 
turns must pass before the rewards can be collected, and so I set to work, 
trying to design some aesthetically pleasing cards, which clearly highlight 
important information.

https://elysiumdesignutopia.wordpress.com/2016/04/01/playtest-2/
https://digitalgamecultures.wordpress.com/2016/04/15/expose-yourself/
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EARN

NEED

5 EXPOSURE
PHOTOSHOP SKILL - TIER 1

THE PATIENCE OF A SAINT

“PHOTOSHOP ME ABS”

FREELANCE JOB

$50

DESIGN SKILL 3
PHOTOSHOP SKILL 1
VIDEO EDITING SKILL 1
SOCIAL MEDIA SKILL 1

GRAPHIC DESIGNER

PHOTOSHOP ME ABS

GOOD
DESIGN

FAST CHEAP

NEED: 

EARN: 

N/A

-1 EXPOSURE
10 CASH MONIES
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I’ve incorporated an extra colour around the card type bar so that it can 
be used to identify different expansion packs in the future.  This way, 
users can know that cards with purple stripes near the title banner belong 
to one set, while cards with yellow stripes belong to another.  I had 
considered different coloured backs, however when you start collecting 
skills, certain sets will apply more practically to specific skills, and I didn’t 
want users to feel at a disadvantage by having that information shown to 
the rest of the table.
In terms of the structure of the cards, 
I’ve drawn inspiration from the way 
Yu-Gi-Oh cards are set up.  This follows 
the main title, image, and description 
model.  I have substituted the main 
title for the card type, as I feel that 
this is more important information for 
gameplay, rather than the specific job 
title.

The character cards didn’t have a 
design from the start.  Because they 
form a separate deck, I wanted to 
incorporate an easy to identify visual 
difference to the other cards.  I’ve done 

this by changing the background colour from white to black.  Currently 
the back of the character card hold an excerpt from part of the backstory, 
however I feel more development could be done, in order to make 
the backs of the character cards look like business cards.  Since these 
character cards are randomly selected in the game, the backs of the cards 
will need to be consistent, so development needs to be done in order 

to create a business card style, without giving away information of the 
characters behind.

I knew that I wanted to have a highly aesthetic card for the characters as 
well, creating imagery which played to the stereotypes of the character 
and the skills associated with it.  Since the information hierarchy for the 
redesigned job cards were successful, I used the same structure for it.  
One key change I made was putting the character title at the top, instead 
of having the card type listed there as the black background clearly 
identifies these cards as character cards.  Since character cards may 
also appear in future expansion packs, I included the large stripe down 
the left hand side of the card, both for practical and stylistic purposes, 
allowing it to correspond with the expansion pack colours.  Originally, 
I had it at 100% opacity for both sides, however it looked a little odd 
in front or behind the character image.  As such, I changed it to a 50% 
opacity for stylistic preference.
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to create a business card style, without giving away information of the 
characters behind.

I knew that I wanted to have a highly aesthetic card for the characters as 
well, creating imagery which played to the stereotypes of the character 
and the skills associated with it.  Since the information hierarchy for the 
redesigned job cards were successful, I used the same structure for it.  
One key change I made was putting the character title at the top, instead 
of having the card type listed there as the black background clearly 
identifies these cards as character cards.  Since character cards may 
also appear in future expansion packs, I included the large stripe down 
the left hand side of the card, both for practical and stylistic purposes, 
allowing it to correspond with the expansion pack colours.  Originally, 
I had it at 100% opacity for both sides, however it looked a little odd 
in front or behind the character image.  As such, I changed it to a 50% 
opacity for stylistic preference.

CARD SIZE 
The final card size is the standard bridge size (2.25” x 3.5”) - slightly 
thinner than the standard poker size (2.5” x 3.5”).  This decision was 
made based on my own personal experience with cards.  I find that the 
bridge size are easier to fan out in your hand, and easier to hold when 
collapsed together.  The images on the next page show how eight cards 
in hand is affected by the different sizes.

As this is a standardised card size, it will make it easy to find a company 
to print this component of the game.  I’m currently looking at printing 
through http://www.makeplayingcards.com/ - ideally, printing on linen 
card stock would be best as it allows for smooth handling of the cards, 
while still being on fairly thin card stock at 310gsm (for comparison, most 
playing cards are printed on 300gsm).  I believe their ‘linen card stock’ is 

nicer than their ‘superior smooth card stock’, as it has surface embossing 
or air pockets for better handling.

 

BRIDGE CARDS:

 

POKER CARDS:

http://www.makeplayingcards.com/
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THE BOARD
I was originally unsure of how to track the passing of time within the 
game, and as such, in the first few playtests, Risk tokens were placed 
on top and removed with each turn as play continued.  This was not 
a practical solution at all.  The only benefit it offered was an easy way 
to keep track of how many units were on field, as they were piled as 
individual cards in front of you.

This was the original board design, and is very similar to the final board.  I 
did find it a little confusing when playing on a small table that jobs across 
the table moved opposite to the direction expected - left to right, thus 
right to left when looking across (Turner, 2016 E) - but after play testing 
a vertical board, I concluded that my issues stemmed from trying to 
excessively guide people through the game as they learnt, and that the 
alternative option was not good for stacking cards vertically in the same 
way (Turner, 2016 F).

CASH
When I first started play testing the game, I was using Risk pieces of 
various colours to represent multiple elements of the game.  This of 
course was not a long term solution, and it made me realise that the 
various components of the game needed to be easily distinguishable 
from each other, because even using different colours for different 
elements was confusing.

After the first few play tests, I decided to buy some fake money from a 

When discussing the problem with a game enthusiast, and friend - 
Jonathan Sokolovski - he suggested that a board would be ideal.  What 
it needed to showcase was the maximum amount of turns before a job 
could be completed.

https://elysiumdesignutopia.wordpress.com/2016/04/24/playtest-4/
https://elysiumdesignutopia.wordpress.com/2016/05/20/playtest-5/


Brace yourself darling; freelancing isn’t for the faint of heart...EXPOSE YOURSELF - GAME DOSSIER

20 21

E

EXPOSURE

0

10

20

30

40

50

60

70

80

90

100

120

130

140

150

160

E

EXPOSURE

170

180

190

200

210

220

230

240

250

260

270

280

290

300

310

320

discount shop and use it for the cash element.  This made it a lot easier, 
however I didn’t like having to handle coins.  I will be designing some 
paper cash to use in the game.

The other major decision I made with the cash in game was to make the 
smallest available unit $10.  Part of this decision was because getting 
paid $3 for a part time job sounded very underwhelming, while get 
paid $30 seemed a lot more exciting.  It also allows me to cut out the 
use of coins without straying too far from the currency system we use 
in Australia (that is to say, that anything under the value of a $5 note is 
available in coins only).

EXPOSURE
As with cash, I used Risk pieces to represent exposure in my playtests.  
I originally thought that this would be an ideal way to track exposure, 
however after many playtests I realised that it was not easy to figure out 
how much exposure you had at a glance, and the little squares were both 
fiddly and very easy to lose.  Given that I freaked out about the possibility 
of losing a few pieces of wood from my set of Risk, I didn’t want to create 
that sort of worry within my own game.  I sought to try and create a way 
to easily determine how much exposure a player has at a glance, while 
also minimising the amount of easily lost pieces.  The result was the idea 
of a scale which had a marker moving up and down at whatever the 
current exposure level was.  When in discussion with Chris Moore, he 
suggested that having a window in a marker that went across the scale 
could be useful also.
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to the large amount it reaches, I still felt it useful for the skill chips in 
game.  When playtesting, because I didn’t have 3D prints of these chips, I 
started off using small paper pieces with titles written on it.  This was not 
the best idea, because they were lost amongst the piles of paper cards.  
Eventually for play tests, we just wrote the skills we obtained on the 
make-shift boards with a tally system next to it.  At one point, I considered 
the possibility of just using cardboard pieces, however I liked the idea of 
connecting chips to make a stack representing your skill level.

When sitting down to refine my ideas the skill chips, I came up with two 
ideas: Lego-style connecting chip pieces, or magnetic chip pieces.  The 
first option is the cheaper option, being made out of plastic and having 

SKILL CHIPS
When I originally drafted my game idea, I wrote down 3D printing 
as a passing idea for both the exposure chips and skill chips.  While I 
concluded that multiple fiddly pieces weren’t ideal for exposure due 

the possibility of being printed quickly through a 3D printer.  The second 
option, while more expensive,  would make for a stronger connection to 
each other.
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I am currently thinking that the booster/uplift chips will all be in one 
colour as they are not the main skills, while the top skill/title chip will 
have a flat top surface and the given skill type listed on the top via a 
sticker, being easily identified by a different plastic colour.  Perhaps black 
and white would be the best combo for this, and further possible colour 
variation can be added through stickers on the title chip.

I am currently thinking that the booster/uplift chips will all be in one 
colour as they are not the main skills, while the top skill/title chip will 
have a flat top surface and the given skill type listed on the top via a 
sticker, being easily identified by a different plastic colour.  Perhaps black 
and white would be the best combo for this, and further possible colour 
variation can be added through stickers on the title chip.

TIERS
The addition of tiers was something suggested by Ben Smit-Colbran in 
the first play test.  He stated that the way the game worked without tiers 
was a mad rush to get initial skills, followed by a routine completion of 
jobs to increase exposure and win the game.  This would allow for more 

advanced job cards which offered more exposure/skills in exchange 
for a higher skill tier.  Another suggestion he made, which I haven’t 
implemented, is the idea of when reaching a certain tier level, you would 
be unable to complete low tier jobs.

I really liked his suggestion, but was unsure of how to implement the 
idea.  When playing Splendour in class, I drew inspiration for tiers from 
the way in which prestige points were collected: compiling the tokens to 
purchase a development card with a specified amount of prestige points.  
Applying this concept to my game, I implemented the idea that once a 
player had earnt a skill from their cards a certain amount of times, they 
would then advance to the next tier level, and so on, so forth.

Each time a player wanted to advance to the next tier they would need 
to earn the skill an additional amount of times equivalent to the tier they 
were aiming for.  Thus, to get all 5 tiers, a player would have had to earn 
the skill 15 times across various cards.

When play testing this, it became a little frustrating, and didn’t limit 
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UNIT TRACKERS
In my 5th playtest (Turner, 2016 F), we came across the problem of 
finding it difficult to track how many units were on the time board at 
various times.  The unit trackers have been introduced in response to this 
problem, because people forget to count how many units their cards are 
worth before they play additional cards.  With tangible pieces which the 
player would need to check and flip for decisions, it makes the job units 
much easier to track.

This problem could potentially have been solved by not limiting how 
many cards are on the board, but instead limiting how many units could 
be moved per turn.  While this was a possible solution, I felt that this too 
could get confusing, as players moved things amongst various layers.  It 
could also mean that players kept certain cards on the board to ensure 
other players didn’t get them, and while that would make for interesting 
game play, I believe the cards need to be in constant rotation unless in 
hand.

THE FUTURE
While I have a functioning rule set*, my game still has a fair way to go.

Further development is needed for my cards, as my current 
list (https://docs.google.com/spreadsheets/d/1Rgc157NFaO_
UHmhBAwoLsB8LQTFPQdEjI3OGb8QADZU/edit?usp=sharing) is 
incomplete.  I’m currently looking to create a deck of 108 cards for the 
main deck (including repeats of cards), however I need to ensure that 
the amount of repeated cards is suitable to the overall deck, working 
well in terms of balancing commodities.  Furthermore, I would like 
to incorporate some cards which require more than one type of skill 
to be completed.  In addition to more job cards, I have a number of 
suggestions for chance cards which i would like to incorporate into the 
game as these cards work best at creating interaction, with feuds or 
alliances being provoked by these cards.

In DIGC202 next semester, I will be focusing on solidifying a brand image 
for the game, in order to create recognition for the product.  The brand 
voice is something which will be integral in this process, as the game 
already has a strong push towards a satirised comment on the industry, 
and the brand voice should reflect this.  I would also like to create a 
presence which allows for interaction with people via the internet.

I am currently considering a YouTube channel to create short skits related 
to the freelance jobs listed on the cards - perhaps in an overdramatic 
Yu-Gi-Oh TV series style - as well as informational videos of how to play 
the game.  A twitter account which tweets about awkward freelance 
encounters is another possible avenue of promotion.  These media 
channels also have the opportunity to give further insight into the 
freelance industry and how it operates.  Ultimately, I would like to create 

https://elysiumdesignutopia.wordpress.com/2016/05/20/playtest-5/
https://docs.google.com/spreadsheets/d/1Rgc157NFaO_UHmhBAwoLsB8LQTFPQdEjI3OGb8QADZU/edit?usp=sharing
https://docs.google.com/spreadsheets/d/1Rgc157NFaO_UHmhBAwoLsB8LQTFPQdEjI3OGb8QADZU/edit?usp=sharing
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a kickstarter campaign to raise further awareness, fund and distribute  
the game.

*Still to be play tested to fully confirm, however I have started discussing 
this idea with two groups of people: one consisting of people who know 
a fair bit about the game already, and one consisting of people who have 
no idea what they are getting into.
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Deck Cards Mockup Template from GraphicBurger 
http://graphicburger.com/colorful-business-card-mock-up/

Character Card Mockup Template from Javier Torres via. Behance 
https://www.behance.net/gallery/19138769/6-Business-Cards-Mock-Up-FREE-PSD

Board Mockup Template from Clevery via. Behance 
https://www.behance.net/gallery/22873109/Free-Real-Photo-Identity-Mock-Up-

Freelance Job Card Artwork from Riffschievous via. SketchPort 
https://www.sketchport.com/drawing/4917003575885824/abs-for-nikko

Part Time Job Card Artwork from Adry54 via. Deviantart 
http://adry53.deviantart.com/art/Time-To-Go-437720459

Full Time Job Card Artwork from KidCurious via. Deviantart 
http://kidcurious.deviantart.com/art/GameOn-Alpha-Mode-346010947

Chance Card Artwork from contraomnes via. Deviantart 
http://www.deviantart.com/art/LIKE-342393435

Character Card Artwork from emi-ku via. Deviantart 
http://www.deviantart.com/art/Alex-Reference-387675653
This document contains copyrighted material the use of which has not always been 
specifically authorized by the copyright owner. Such material is used as a placeholder 
- to be updated in future game development - in an effort to give a visual reference to 
understand how the game is visioned for the purpose of the University Assignment.  This 
document is distributed without profit to those who have expressed a prior interest in 
receiving the included information for research and educational purposes.

This work is licensed under the Creative Commons 
Attribution-NonCommercial-NoDerivatives 4.0 
International License. To view a copy of this license, visit 
http://creativecommons.org/licenses/by-nc-nd/4.0/.
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