
here together

gina kim | senior thesis | spring 2020

rubric review 2

creating conversations around loss



Grief is normal but it’s rarely talked about. 

Grief and loss can happen to anyone. Processing emotions around loss 
can be really difficult to articulate and often times it is a topic people 
don’t enjoy talking about. Conversations around heavier topics can feel 
uncomfortable but may lead to personal growth.  

How might we encourage conversations around grief, loss, and 
emotions?

Problem Statement
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Iterations
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Previous Prototype
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User Testing



• People might not want to talk about grief since it’s such a 
personalized topic. Consider approaching it in a way that is more 
broad and generalized so everyone would be able to relate. 

• He personally would not want to play this game with his friends 
because it’s a sensitive topic.

Dan Brown // UX Designer & Game-Lover // Initial Concerns

“Games don’t always need to be fun, they are meant to be engaging.” 
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• Some games touch on more sensitive topics with a fantasy/adventure 
type approach. This way people think back on their experiences to 
make decisions in the game.  

• Consider looking into storytelling card games. It’s an engaging way to 
gather people together to talk about a topic.  

• He sent me a list of grief-related games from an online game forum.

Dan Brown // UX Designer & Game-Lover // Feedback & Advice
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Games About Grief 

• Four Ways to Die in the Future, by P. H. Lee 

• Heroic Measures, by Daniel Eison and Sam Zeitlin 

• The Watch, by Andrew Medeiros 

• Posthuman Pathways, by Jason Pitre 

• A Penny for My Thoughts, by Paul Tevis 

• A Hand Full of Ashes, from Codex: Flame, by David Rothfeder 

• James Brown’s game Death’s Door 

• Wraith the Oblivion 

• Noone lives here anymore 

• Island in a Sea of Solitude  

• Seven Wonders game “When the Dark is Gone” 

• Heaven’s Collapse 

• A Cool and Lonely Courage 

• 90 Minutes by Matteo Turini

New Research // Existing Games
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Storytelling Games 

• For the Queen 

• Once upon a Time 

• Rory’s Story Cubes 

• Above and Below 

• Dixit 

• Betrayal at the House on the Hill 

• Consequences

https://docs.google.com/document/d/16hYWDoIyvqCM0EToR2MEaA49m2MbblDzEHGBSdZqukA/edit?usp=sharing 

https://docs.google.com/document/d/16hYWDoIyvqCM0EToR2MEaA49m2MbblDzEHGBSdZqukA/edit?usp=sharing


• Color Usage: It’s important, but if consider accessibility if color is 
meant to convey meaning. Use iconography and graphics to also 
show meaning.  

• Craft: There are online sites where you upload designs and they’ll 
ship a crafted deck. May take up a month to get shipped.  

• Rule Design: There are no strict guidelines for rules, but Pandemic is 
a good example of clear rules for a complicated game. 

Dan Brown // UX Designer & Game-Lover // Questions I Asked
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New Research // Rules
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https://docs.google.com/document/d/16hYWDoIyvqCM0EToR2MEaA49m2MbblDzEHGBSdZqukA/edit?usp=sharing


Branding // Moodboards
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Branding // Explorations
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Branding // Explorations
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Branding // Final Logo
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Branding // Card + Rule Design
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Current Prototype
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User Testing
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Post-Prototype Reflection
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The card game is currently working very smoothly, especially with the 
new implementations after user testing. The rules could probably be 
continued to refined to be extremely clear. I’m happy with the visual 
design, with a few exceptions to some designs on cards. 



Research // Website + Experience
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• Thin lines & Minimalistic style 

• Abstract shapes in illustrations and icons 

• Overall “modernized” style 

• Straight forward menu at the top 

• Hero images with large text as the front page

https://docs.google.com/document/d/16hYWDoIyvqCM0EToR2MEaA49m2MbblDzEHGBSdZqukA/edit?usp=sharing 

https://docs.google.com/document/d/16hYWDoIyvqCM0EToR2MEaA49m2MbblDzEHGBSdZqukA/edit?usp=sharing


Ideation // Website + Experience
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• 1 scroll website to avoid distracting my audience away from the card 
game concept 

• Different screens for: intro/hero image, video, how to play, about me, 
why I created this game 

• Use colors and style similar to logo and moodboard

https://docs.google.com/document/d/16hYWDoIyvqCM0EToR2MEaA49m2MbblDzEHGBSdZqukA/edit?usp=sharing 

https://docs.google.com/document/d/16hYWDoIyvqCM0EToR2MEaA49m2MbblDzEHGBSdZqukA/edit?usp=sharing


Next Steps
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• Finish decks by mid-March and have them ready to be shipped 

• Design website & video experience 

• Begin exhibition design

https://docs.google.com/document/d/16hYWDoIyvqCM0EToR2MEaA49m2MbblDzEHGBSdZqukA/edit?usp=sharing 

https://docs.google.com/document/d/16hYWDoIyvqCM0EToR2MEaA49m2MbblDzEHGBSdZqukA/edit?usp=sharing


thank you.
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