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Overview: Theme, World & Genre 

 

At its core, Why Won’t You Love Me? is a satirical card game that parodies the interpersonal 

disconnect of the contemporary era to demonstrate the folly of modern romance. Each player 

is placed into the role of pursuer and pursued; a character obsessed with an object of their 

affection while romantically blind to the rest of the world. In their pursuit, the characters 

exchange inappropriate, desperate and often disturbing acts of courtship with little regard for 

social literacy or basic empathy, ranging from spamming text messages to spelling their name 

in a gasoline fire across the target’s lawn. While at many times extreme, it is this narrative of 

declining skills in social connectivity that grounds Why Won’t You Love Me?’s thematic 

elements as mimetic. That the theme of the game is, itself, a present-day reality. 

In terms of worldbuilding, the normalisation and frequency of these easily criminal attempts at 

affection may also push the genre of the game beyond the scope of the everyday. That is, while 

the realist aesthetic may not call to mind its typical imagery, Why Won’t You Love Me? can in 

fact be considered apocalyptic. This argument comes from Florian Cramer’s inquiry into the 

post-digital age, a disenchantment with contemporary technology resulting in a neo-analogue 

resurgence of the obsolete (Cramer 2015 p. 15; see Appendix A). In this hypothetical age, the 

communicative failures of social media, as portrayed in Why Won’t You Love Me?, alongside 

other forces of surveillance and control by ‘big data’ provoke resistance to digital devices 

(Cramer 2015 p. 15; see Appendix A). Regarding post-digital as post-apocalyptic as Cramer 

does, Why Won’t You Love Me? can thereby be regarded as a world in the build-up towards 

post-digital fallout by its implosive acts of failed socialisation. In kind, with the additional 

irony of being a game in analogue format. 

 

 

 

 

 

 



P a g e  | 4 

 

The Rules: Key Mechanics & Comparable Titles 

 

The rules of Why Won’t You Love Me? seek to adopt a gameplay mechanic drawn from Citadels 

and Love Letter; the former for its recommended implementation of character cards (see 

Appendix B), and the latter for its realisation of a similar narrative concept (Appendix C). 

Players choose their character card and their object of affection card from two shuffled decks. 

There can only be as many cards in each deck as there are players, as everybody must be 

matched to another person in the game. The affection cards, once read, are placed face-down 

and remain hidden while a designated moderator draws a set of action cards for each player 

that are, too, hidden in hand. This marks the transition from Citadels to Love Letter regarding 

the game’s operation of secrecy as a core mechanic, starting the player turns with known 

characters, publicly unknown targets and unknown sets of romantic advances. 

This begins a gameplay loop inspired by Love Letter’s goal to obtain the highest-ranking 

character to pass on their message of courtship just as Citadel players aim to accumulate the 

highest points from their constructed districts. However, rather than this traditional self-centred 

practice, the goal of Why Won’t You Love Me? is to have another player, the object of their 

affection, accumulate the highest amount of points by the end of the round, signalling the 

pursuer’s win and the pursued’s loss. These points, or ‘hearts’, are present on action cards 

representing the browbeating imposed on another player that leads to their misguided 

acceptance of the pursuer as a romantic partner. 

In this regard, a player’s turn is, in actuality, completely ironic as every other player must put 

forward a card towards them, tilting towards a more tangible representation of poor social 

mannerisms. The pursuer will aim to put forward an action card with a high amount of hearts 

while pursuers of other players will want to place low-ranking or neutral cards with specified 

effects. These cards remain hidden until the end of the round when all action cards have been 

played. They are shuffled by the individual players and counted, allowing the losing player 

with the highest amount of unrequited hearts to take a guess at their pursuer and potentially 

reverse the winner-loser outcome. These two players are knocked out of the round and the 

game continues. 
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The Development Process: Ideation, Playtesting & Iteration 

 

This gameplay loop, however, calls into question the development process of ideation in order 

to understand the significant points of issue that remain regarding the key mechanics and, above 

all, the end phase of this prototype. The creation process was narrative driven, aspiring to create 

a scenario where players would be immersed in their role as an obsessive and spurned stalker 

to the extent of literally demanding ‘why won’t you love me?’ upon rejection. This is in 

reference to the original prototype with a mechanic derived from the point-based system of 

Gloom (2005) that aimed to take a critically not-so-great game and improve it, which ultimately 

proved self-defeating. After consultation with tutors, the structure of Citadels was 

recommended and the mechanic of secrecy was adopted to revamp the banality of the game, 

despite having to sacrifice the desired system of constant rejection between players which 

required the aspect of being known to each other. 

The playtesting phase was a supporting reflection of this necessity to shift priority from having 

a good concept of a mechanic to having one that practically worked. The Allsorts Collective at 

the University of Wollongong during their biweekly game night were the guinea pigs of Why 

Won’t You Love Me? through both of these prototypes. Beginning with the Gloom (2005) 

mechanic where action cards were simply played against one another and discarded in a 

constant loop, four collective members played the game using an unlimited stack of blank paper 

cards to be filled in with their own imagined obscenities – not as a mechanic but as a method 

of testing the number of materials that would be used up. Regardless, there was unanimous 

feedback that ‘the idea is good and sounds really fun… but it just needs something else’ as 

recorded in Appendix D. Similarly, that ‘I want this game to be good but it’s not providing a 

reason to play it other than the humour.’ It was thereby determined that the comedic narrative 

of the cards was more significant than the supposed humour of the rejection system which, in 

reality, did not work due to its lack of challenge and engagement but, in doing so, it allowed 

the cards to be transplanted to another mechanic. 

This marked the first stage of ideation towards the development and playtest of the second 

prototype, identifying the necessity for a different gameplay loop while maintaining the 

implementation of the narrative. In response, the character cards were introduced to allow a 

more defined element of roleplaying, the aspect of secrecy to provide a second motivation to 

not get caught, and the knockout system to allow two different ways of winning with the ability 
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for the game to continue. Two weeks after the first playtest, as recorded in Appendix E, a 

further six players from the Allsorts Collective attempted this second prototype with six action 

cards that were refilled each round, prompting the first observation that ‘the rounds should be 

longer… but people should still view their cards at the end of each turn because the reveal is 

the most fun part.’ The players then agreed that a round would be determined after four turns 

with refills, resulting in a noticeably more positive engagement from the gradually losing 

player asking for help at the sight of their accumulative heart build-up. This demonstrated a far 

different implementation of the narrative that had not been considered and reinforced the idea 

that placing precedence on a strong mechanic would enable greater involvement in the story, 

even opening aspects of personal interpretation. 

Despite this, the end phase of Why Won’t You Love Me? was subject to the largest degree of 

feedback and iteration regarding the knockout system and its feature of guesswork. That is, the 

most easily discernible fault with the game was the apt question ‘how are we supposed to know 

who our stalker is?’ Throughout playtesting, there was no distinguishable action or omission 

of action that would allow the pursued to set their pursuer apart from the other players, leaving 

participants to guess at random during their knockouts. To compound this, winners stated they 

‘wanted to be able to stalk someone else’ rather than be rewarded with leaving the game, 

particularly since if a pursuer leaves then, as someone else’s object of affection, a chain reaction 

begins with players unable to play. 

In any case, a reshuffle of targets was determined necessary, forcing one player in an odd-

numbered group to have a greater chance of losing at the behest of two pursuers, but also a 

greater chance at guessing one of their multiple matches out of the group. This established 

gameplay intervals of an even phase and an odd phase, ending with a trio that determined if the 

next loser failed to guess their pursuer from the two other remaining players then the unguessed 

stalker would be victorious. If successful, then the remaining two entered a battle to place the 

highest amount of hearts on the other, demonstrating the shear unpredictability of playtesting 

as in no way thematically or mechanically was a Yu-Gi-Oh (1999) and Magic the Gathering 

(1993) reminiscent battle intended or remotely considered in the development process. 
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Final Thoughts: Material Components & Gameplay Goals 

 

In its final form, the materiality of Why Won’t You Love Me? remains in question regarding its 

changing commitment to gameplay structure. That is, there was originally a simple concept of 

there being as many character cards and object of affection cards as players, and as many action 

cards as there were turns in a round times the number of characters. However, the necessity for 

object of affection cards to be reshuffled and to be shared within of an odd number of players 

threw this out of balance. If given more time, being able to remedy this would be the central 

focus and, with an established number, the cards themselves as the core appeal of the game 

could be reworked with greater detail. The narrative humour, the supporting artworks and, as 

most absent from this report, the special abilities of action cards, beyond having a number of 

hearts, could be established and refined into creating a more tumultuous gameplay. 
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Appendices: 

 

Appendix A: Academic Journal Article on the Post-Digital Age 

 

Cramer, F 2015, ‘What is post-digital?’, D Berry & M Dieter (eds), Postdigital aesthetics: art, 

computation and design, Palgrave Macmillan, London, pp. 15. 

 

Appendix B: Citadels’ Layout of Character Cards, District Cards and Tokens 

 

 

 

Appendix C: Descriptive Summary of Love Letter from BoardGameGeek.com 

 

“All of the eligible young men (and many of the not-so-young) seek to woo the princess of 

Tempest. Unfortunately, she has locked herself in the palace, and you must rely on others to 

take your romantic letters to her. Will yours reach her first? 

Love Letter is a game of risk, deduction, and luck for 2–4 players. Your goal is to get your love 

letter into Princess Annette's hands while deflecting the letters from competing suitors. From a 

deck with only sixteen cards, each player starts with only one card in hand; one card is removed 

from play. On a turn, you draw one card, and play one card, trying to expose others and knock 

them from the game. Powerful cards lead to early gains but make you a target. Rely on weaker 

cards for too long, however, and your letter may be tossed in the fire!” 



P a g e  | 9 

 

Appendix D: Results of Initial Playtesting 

 First Prototype 

Date of Playtest 7/05/19 

Number of 

Players 

4 

Key Quotes i. ‘How do I know who I should be stalking? Does it matter if I 

change halfway?’ 

 

ii. ‘Do we just keep going ‘round and ‘round?’ 

 

iii. ‘I think we should have more players.’ 

 

iv. ‘The idea is good and sounds really fun… but it just needs 

something else.’ 

 

v. ‘I want this game to be good but it’s not providing a reason to 

play it other than the humour.’ 

 

 

Appendix E: Results of Successive Playtesting 

 Second Prototype 

Date of Playtest 24/05/19 

Number of 

Players 

6 

Key Quotes i. ‘How are we supposed to know who our stalker is?’ 

 

ii. ‘The rounds should stay long… but people should view their 

cards at the end of each turn because the reveal is the most fun 

part.’ 

 

iii. ‘I want to be able to stalk someone else after I win.’ 

 

iv. ‘If my object of affection wins and leaves then what do I do?’ 

 

v. ‘What happens when there are only two people left?’ 

 




