
Mixed Reality Game Cards 
Overview 
The cards are made for ideation sessions to 
support the design of mixed reality games, 
pervasive games, augmented reality games, and 
location-based games. The cards talk about 
different design opportunities and challenges that 
are typical for this type of game. They are 
typically used in small groups of 2 to 5 people. It 
is not necessary to have any previous expertise in 
mixed reality or game design as the cards should 
provide you with enough information to come up 
with some great designs. Multidisciplinary teams 
also work really well due to the different 
perspectives that everybody brings along. There 
are two main purposes for using the cards: 
generating many ideas in a short amount of time, 
and in-depth development of an idea from 
concept to fully-fleshed design. 

Ideation Cards 
Physical playing cards are a great tool for 
collaborative design. You can move the cards 
around to show connections and contradictions – 
they give you a nice visual representation of your 
idea. Ideation cards are also a form of design game. 
Playing a game to create a game is a great way of 
getting everybody into a relaxed and playful 
mood which is great for feeling inspired and 
creative. Cards also allow you to focus on the 
specifics of an idea, as each cards highlights a 
different element of it. Ideation cards are a great 
way to explore a specific design space such as 
mixed reality games, as they give you a quick but 
intensive overview of existing design knowledge. 

Card Types 
The cards consist of three main types: Opportunity 
Cards, Question Cards, and Challenge Cards. Each of 
these cards also belongs to a category that is 
illustrated by the border color. Categories are: 
audio, gameplay, locations, management, physical, players, 
sensors, technology, time. 

Opportunity Cards talk about typical (and untypical) 
design elements of mixed reality games. They are 
the building blocks of any game idea. 

Question Cards provide prompts about the crucial 
elements of a mixed reality games which will 
make the game more defined. 

Challenge Cards describes typical issues and 
problems that your games might encounter in 
order to ground them in reality. 

Blank Cards are not their own type. Instead each 
card type comes with a couple of empty cards. 
You should use these to create your own cards 
whenever you think a concept has not been 
covered on one of the other cards but is relevant 
for the game you are developing. 

Using the Cards 
It is important to remember that you can 
interpret the cards however you like! Just because 
something is written on them, does not mean you 
need to take it as face value. The cards are meant 
to inspire you – and if they inspire you beyond 
their original intent? That is great! Feel free to 
focus on single words or details of an image. The 
same goes for the proposed rules. Adapt them to 
whatever works best for your group! 

 

While you can run a session just with the Mixed 
Reality Game Cards, I recommend you also have 
the following at hand: post-its, pens, paper for 
taking notes, a camera, a timer, and of course a 
nice table. Some people also like to create a 
poster of their final idea by stick the cards onto a 
large sheet of paper or use a whiteboard with 
magnets. 

Especially for idea generation it is also useful to 
have additional inspirational cards (Theme Cards). 
The cards that come with the board game Dixit 
(or any of its expansions) work really well as they 
are rather surreal and detailed. You can also find 
some inspirational images in these Flickr groups: 
shadesofinspiration, ass795, artshow. 
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Activity 1: Idea generation 
You can use the cards for rapidly generating a 
bunch of ideas. Some of these ideas will be 
amazing, others weird, and some others not really 
that exciting. The point of this activity is to create 
many ideas in the hope that some (or maybe just 
one) will be useful for later. Therefore, you 
should not be afraid of proposing something that 
sounds stupid at first! At this stage, anything goes! 
There are no “wrong” ideas. 

Easy Mode 
Shuffle the Opportunity Cards and hand out three 
to everyone. One person goes first by playing a 
card from their hand and explaining how this 
creates a rudimentary game. Don’t worry too 
much about implementation or cost at this point, 
but limit yourself to only a few sentences! Then, 
someone else plays card and explains how it 
expands on the previous idea. Continue doing so 
until everyone has played exactly one card. This is 
your idea! Note down your game design and 
which cards you used. Remember, at this point 
the game description should be really short! 

If you have Theme Cards, use one of them as an 
initial seed before playing any Opportunity Cards. 

Hard Mode 
Again, start by shuffling the Opportunity Cards. 
Instead of handing everyone a card, just randomly 
reveal three of them in the middle of the table! If 
you have any Theme Cards, add one as well. The 
group now has three minutes to come up with an 
idea that incorporates all three (four) cards. 

This mode can create quite unique ideas as some 
of the card combinations will be rather unusual. 

Activity 2: Idea development 
In this activity we will use all the cards to really 
explore one idea in more detail. This could be the 
idea you like best from the previous phase, or 
maybe you already have something more or less 
concrete in mind. If that is the case, use post-its 
to quickly note down all the different elements of 
your idea. In general, the whole session will 
probably last two hours, but that really depends 
on the group. 

Phase 1: Opportunity Cards 
In this phase you want to expand your idea. 
Everybody should draw three Opportunity Cards 
and hold them in their hands. Anybody who has a 
card that they think could enhance the current 
design can play it onto the table and explain how 
it changes the game idea. You should also discard 
cards that you do not like, and in general 
everybody should always draw back up to three. 

Feel free to also remove cards from the center of 
the table if they do not fit anymore. 

Variant: Instead of a free-for-all play cards by 
going around the table to give everyone a chance 
to participate. You might want to start in this 
mode and then switch to the other one 
eventually. 

Troubleshooting: It is a good idea to use a timer 
and have a quick check every seven minutes if 
ideas are still flowing. If that is not the case, try to 
play some random Opportunity Cards or throw in 
another Theme Card. 

Sometimes you will notice a lack of concreteness 
and maybe too many cards are “active”. Trim 
regularly and remove cards that are not essential 
to the game idea! 

Phase 2: Question Cards 
Put the Opportunity Cards aside and hand 
everyone three Question Cards. If you think a card 
you are holding is relevant for the game and 
should be discussed, play it on the table. The 
same should be done for cards that seem 
irrelevant. Some people might disagree! Use the 
cards to further define your idea and talk about 
the important aspects. The goal is to go through 
all of the cards eventually. It works best if you 
keep the “important” cards on the table as a 
reminder, and to use post-its to quickly note 
down interesting answers to them. 

Variant: Instead of going through all Question 
Cards one by one, take all and sort them in order 
of importance for your game design. 

Troubleshooting: If you feel that your idea is 
still a bit vague after phase 1, start with the red 
Question Cards. 

Phase 3: Challenge Cards 
This phase is identical to the previous one, but 
this time you should use the Challenge Cards. They 
will help you identify potential problems in your 
design. 

Variant: As above. 

Troubleshooting: Sometimes it is tempting to 
instantly disregard a card. Instead try to find other 
interpretations that might be affecting your game. 

Phase 4: Finalization 
In this phase you should try to summarize the 
whole game idea. This usually works best by 
arranging the cards according to themes or by 
importance for the overall design. Sticking the 
cards onto a poster enables you to draw lines and 
add annotations, as does using a whiteboard. 


