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I. Game Overview 

Theme  

The game I have created is a simulation of an infectious disease outbreak, which is relevant 

to our current situation, as the world is currently trying to cope with the outbreak of COVID-

19. In Infection, players embody a group of people who are trying to rid the world of an 

outbreak, but have been deceived, for one amongst them is infected, and is working to 

infect everyone else. Therefore, the theme of my game is “Disease”, and how people have 

responded to this outbreak. The game takes the outbreaks we have endured previously and 

currently, and turns them into a social deduction-style card game where plays must figure 

out who has infiltrated their group. 

 

Story 

A deadly disease has swept the world by storm and someone amongst you has been 

infected. You must find out who it is, and send them to the Hospital to be cured, before they 

infect you! Will you be able to send the infected to hospital and cure them in time, or will you 

fall prey to their mischievous plans? 
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II. Background Research 

Genre & Comparable Products 

Infection fits largely into the card-game genre, as all materials and components are cards, no 

board or other items are needed to play. Infection is also a party game as it requires groups 

of 8 or more people to be used as intended. It is also social-deduction and hidden roles, and 

with the introduction of the simple monetary system it also fits the economic genre. I used 

many games, their mechanics and stories to inform and influence the creation of my game, 

such as: 

• Ultimate Werewolf (2008)/Mafia: 

o One of the most well-known social deduction games, which formed the basis for 

Infection. I have used the day/night cycle, voting, and role playing mechanics 

(amongst others) in my game. 

• Love Letter (2012): 

o In Infection, rather than dying, players are “infected”, and therefore change 

character cards when this occurs. I took this hand-changing mechanic from Love 

Letter, where character cards are drawn and discarded each turn. Rather than 

being killed, players are “infected” and discard their original card, similar to Love 

Letter. This feature works well, as one of the major issues with werewolf is that 

players killed are no longer able to play (Kotaku, 2017) . 

• Catan (1996): 

o Collecting resources which can then be traded to create player alliances 

appealed to me and works well in Infection, with money and item cards instead 

of materials. 

• Monopoly (1933): 

o The Jail: Rather than have players “lynched”, they are instead sent to the hospital 

for 1-3 rounds, depending on the game size, and exit healthy.  

o Money: Each player is given $10, which can be used to purchase item cards or to 

create alliances with other people. 

o Chance Cards: Players can purchase item cards with special effects, similar to 

chance cards. 

https://boardgamegeek.com/boardgame/38159/ultimate-werewolf-ultimate-edition
https://boardgamegeek.com/boardgamefamily/2989/werewolf-mafia
https://boardgamegeek.com/boardgame/129622/love-letter/credits
https://www.kotaku.com.au/2017/10/why-ill-never-play-werewolf-again/
https://boardgamegeek.com/boardgame/13/catan
https://boardgamegeek.com/boardgame/1406/monopoly
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• The Resistance: Avalon (2012): 

o Special Characters: Certain teams/people being able to communicate and see 

who is who.  

 

Audience  

The game intends to make light of the outbreaks we have passed through, by making it into 

a humorous simulation. When designing the cards and theme, I hoped to appeal to anyone 

who has a knowledge or interest in the health industry, whilst also appealing to others. The 

design of the cards is meant to be fun, cartoony and stylised, to appeal to people of all ages, 

and by not having the cards resemble real-world individuals, the player is able to self-insert 

and fully immerse into the game. This immersion makes the player feel more engaged and 

at stake and therefore enhances the playing for each participants. Playing requires at least a 

basic reading comprehension, and some cards may be hard to understand for children and 

people not familiar with social-deduction games.  

 

Production Costs 

When creating the cards, I designed them in a Bridge deck style, as this style of card is 

designed to be held for longer, hence the skinnier, longer style of card. For one deck of the 

final edition of Infection, I believe a minimum of 76 cards would be needed: 

• 8 Special Characters 

• 8 Healthy cards 

• 8 Infected cards 

• 32 Money cards 

• 16 Item cards 

• 4 Hospital cards 

This is the minimum amount of cards needed for 8 players, however, for larger numbers of 

players the deck may need upgrading.  

 

When researching production costs, I used The Game Crafter to get an estimate as to how 

much producing Infection would cost. From my research I found that to produce 1 sheet of 

https://boardgamegeek.com/boardgame/128882/resistance-avalon
https://www.thegamecrafter.com/publish/product/BridgeDeck
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18 cards it costs $1.66, therefore, producing 72 cards would cost $6.64. As well as cards, 

Bridge Tuck Box are necessary to hold the cards, 1 of these is $2.79, meaning producing one 

game would cost $9.43 total. 

 

Once the game has started to receive an audience and interest, looking into mass 

production of the game is the next potential step. When mass producing, the Game Crafter 

has 10, 100, 500 and 1000 sheet options. Therefore, producing 1000 copies of the game 

would require 4000 sheets, at $0.83 a sheet. Bridge Tuck Boxes are priced at $1.69 each for 

1000 boxes, adding $1,690 in production costs, resulting in a total of $5,010 in expenses* 

when mass producing.  

 

On Amazon, Bézier Games’ Ultimate Werewolf: Deluxe Edition (2012) is available for 

purchase at multiple prices, ranging from $19.70 - $24.99. Similarly, Love Letter (2012), by 

Alderac Entertainment, is listed between $28.88 and $39.99. Finally, Indie Boards and Cards’ 

The Resistance: Avalon (2012) is also listed for $13.93 and $19.99. From these prices, an 

average of $24.58 could be used as a good starting price for the game, and if all 1000 units 

are sold, this would result in a net profit of $19,570 ($24,580 gross profit minus $5,010 

production cost). 

 

*This is only for card and box production prices and excludes shipping, taxes etc. 

 

Potential Marketing & Publishing 

As the game is currently in its prototype stage and has no current publishers interested due 

to not being marketed yet, some good places to start could be Kickstarter, social media, and 

YouTube. Both YouTube and social media are free, therefore, expenses will be lowered. This 

also allows Infection to be seen by a mass market, as there are 3.81 billion active social 

media users worldwide (smperth.com, 2020). If marketing is done correctly, this could 

create a big interest in Infection. Potential Publishers could include Bézier Games, as they 

are known for their social deduction games, Hasbro, as they have strong brand reputation, 

or Indie Boards and Cards, as they have a successful line of The Resistance games, which are 

similar to Infection. 

https://www.amazon.com/gp/offer-listing/B00MHWUJA0/ref=dp_olp_new_mbc?ie=UTF8&condition=new
https://www.amazon.com/gp/offer-listing/B00AGJ4HC2/ref=dp_olp_new_mbc?ie=UTF8&condition=new
https://www.amazon.com/gp/offer-listing/B009SAAV0C/ref=dp_olp_collectible_mbc?ie=UTF8&condition=collectible
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III. Rules & Gameplay 

Key Mechanics 

• Play cycles between Day and Night rounds: 

o Day: All Players debate and vote to send one player to the Hospital 

o Night: Everyone closes their eyes except Infected players, the Infected teams 

then selects one player to infect, who now joins the infected team. 

• Players may purchase and use item cards at any time. 

• Players may us money to purchase cards or trade with other players, each player starts 

with $10 

• The Moderator narrates the game and shifts play between rounds. 

• Item Cards are split into 3 categories: 

o Common – weaker cards, some have negative effects, cost $1 each. 

o Uncommon – stronger cards, less have negative effects, cost $2 each. 

o Rare – powerful cards, very little negative effects, cost $5 each. 

 

Core Gameplay Loop 

The Core Gameplay Loop for Infection consists of 4 steps, not including the opening 

narrative and dealing of cards: 

1. The Infected team picks a person to infect, whilst all other players close their eyes 

2. All players debate and vote to send someone to Hospital, to ‘cure’ them. 

3. Item cards and money may be played/used at any time.  

4. This is repeated until all Infected people are cured and healthy, or all Healthy people 

have been infected. 
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Three Act Structure 

Infection is less structured than most board and card games, in that a large portion of 

gameplay is discussion and debate, and there is no board or specific set moves each player 

must do, however, the game can still be split into three acts: 

 

I. Cards are dealt, players discover their character and item cards and may play 

cards/use money. 

II. Play shifts between night and day rounds, all vote to send people to the hospital, 

then infected people select someone to infect. 

III. The game reaches its final stages when all players are aware of the imbalance of 

players – e.g. everyone infected except for one, or everyone healthy except for 

one. 

For the full rulebook and screenshot, see page 11.  
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IV. Development Process 

Ideation 

Going into BCM300, I had multiple ideas I wanted to use, however they didn’t all fit 

together. In the 2nd week, our group played social deduction games Love Letter (2012), The 

Resistance: Avalon (2012) and Ultimate Werewolf (2008), this style of gameplay appealed to 

me, as I enjoyed looking around at classmates and friends and having to figure out their 

motives and identities. When devising a theme, my brother suggested COVID-19 as it was 

currently being reported about worldwide, and so I decided my theme would be 

pandemic/disease-based. As such, all the cards are based upon real-world events, people 

typically related to pandemics, such as the “Doctor” and “Hand Sanitiser” cards.  

 

The Prototype I originally used had: 

- 10 Character Cards 

- 16 Item cards (8 cards x2) 

- 16 $5 Money cards 

Since my playtesting, I have made numerous changes to both rules and cards, which are 

discussed below. 

 

Playtesting & Iteration 

Due to time constraints and health restrictions due to COVID-19, I was unable to test my 

game in a large party setting. However, I was able to test my game in a group of 6, with 

myself acting as the Moderator, I then played the game with myself acting as both 

Moderator and Player. 

 

When first playtesting, there were 4 people playing with me as I acted as the Moderator and 

did not play. All players enjoyed the game and said they would play it again. As the game 

requires a minimum of 8 to play, we weren’t able to use all of the special cards and instead 

used one special character, e.g. the Doctor in one round, the Police Officer in the second, 

then used 1 Infected and 4 Healthy characters. This worked well, and resulted in all players 

laughing during night rounds as they tried to figure out what was happening. After playing 

https://boardgamegeek.com/boardgame/128882/resistance-avalon
https://boardgamegeek.com/boardgame/128882/resistance-avalon
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this, it was suggested that I change the money system to include different amounts of 

money, so I have changed the game to include $1, $2 and $5 notes, and players are given 3 x 

$1 and 1 $2 and $5. It was also suggested that I have certain cards worth different amounts, 

and I have found this works better as players can now use their money more, rather than 

only be able to purchase two cards per game. 

 

Upon further playtesting, I was given multiple different points of 

feedback and I have implemented most of these. These 

suggestions and changes were: 

- Include more item cards and sort by price/how powerful 

they are. 

- Change certain descriptions on cards to make it easier to 

understand, e.g. the Healthy card – the original description 

made it seem like it had special powers when it’s actually 

powerless. 

- Change item cards such as Long-Life Milk and Toilet Paper 

so that players don’t lose or gain as much money when 

they receive these card. 

- Switch Long-Life Milk and Toilet Paper’s abilities with each 

other to better suit the theme. 

- Introduce a “Seer”-type character to make it easier for 

Healthy people to find the Infected, which also makes the 

dynamic and ways to play change. I have introduced the 

Nurse to fill this role.  

- Introduce a discard pile so that cards aren’t used more 

than once (this only works if you have enough cards for the 

whole game). 

- Introduce characters that change teams/characters if something happens, similar to 

the Ultimate Werewolf “Cursed” character. 

- Insert a Hospital token/card and give it to players in the Hospital so all players know 

who is in there at any given time.  

- Have a ‘Pathogens’ character card who can only infect people next to them. 

Before 

After 
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When I inserted myself into the game, I moderated without knowing the identities of the 

other players and though it still worked it was far better with a moderator as they can run 

the game and make sure everything works how it should. 

 

Future Direction & Final Thoughts 

I am quite satisfied with my results, and how Infection developed and turned out. In the 

future, I would like to implement multiple changes to Infection to improve it. First of all, I’d 

like to introduce at least 8 more special characters and item cards, to make the game larger 

and allow for more scenarios and increase replay value.  I would also like to properly design 

and produce an actual deck using photoshop/illustrator and professionally print them. I’d 

also like to secure proper funding and sponsorship from a professional board game 

publishing company, as I feel Infection could be successful.  
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V. Rulebook and Cards 
For the full rulebook and cards click here.  

https://drive.google.com/drive/folders/1SUYcsh_pjioLNhSc4STdPqz1kBtenjkO?usp=sharing
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