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Arcana Match
Match the suits, walk the Fool's journey, and collect all 78 cards.

The Fool's Journey Pip tells the story Special combos A card for every win Collect all 78

The pitch

A calm, card-collecting match-3
along the Fool's Journey. Every win
adds a tarot card to your deck; every
chapter ends at a gate that awards
one of the 22 major arcana, in order.
Pip, the Fool's dog, tells the story.

Design pillars

Readable: colour, shape and
glyph on every tile.
Every win gives you something
to keep.
Gentle: free mistakes, free
reshuffles, no energy.
Satisfying: light, particles and
chimes on every action.

Systems

85 levels on a map; 11 board
shapes; veils, chains and seals.
5 specials and 6 combos from
swapping two.
3 boosters, a once-per-attempt
rescue.
78-card collection, foil, daily
draw.

85
levels in 22 chapters

78
original cards

153
automated rule tests

85/85
levels balanced by simulation

0
third-party packages

My role

Game design, systems and balancing,
UX, and art and audio direction.
Built in Unity (C#) with an AI
coding assistant (Claude): I set the
rules and tuning and play-tested
every phase.

Design process

Seven playable checkpoints. Data
changed the game: a balance bot
showed late levels stalling (goal tiles
made 1.4x likelier: 33% to 85%) and
shaped gates as walls (retuned to
68%+); my card spreadsheet exposed
a Pentacles flaw, fixed by the journey
map.

In this portfolio

Game Design Document (22
pages)
System flowcharts (10)

Balance and economy workbook
Card catalogue (78 cards)

Playable web build and source
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