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Part 1: Overview 

 

Theme 
“Are you ready for the New World Order? 

Welcome to the world’s largest and most influential secret society, the Illuminati. If you’re 

a dedicated cultist, your goal is to successfully complete enough influence operations to 

establish a New World Order once and for all. But there are spies amongst us! Their 

goal is to infiltrate our society and covertly sabotage our operations from the inside to 

shut us down (or just kill us). Will you work towards global domination, or will you work 

together to take us down?” 

 

As you can probably guess, the theme of my game is the Illuminati. This has long been a 

conspiracy theory I really enjoy, and one of the most popular conspiracy theories in 

existence. My game, “New World Order”, centres around hidden information and 

deception, emulating what I imagine it would actually be like to be part of the Illuminati 

secret society – whether that be as a spy or a legitimate member.  

 

Genre & Audience 
This game belongs to the hidden/incomplete information genre, with some conspiracy 

elements. In incomplete information games, “players may not know some information 

about the other players” (Garratt n.d.). In the case of New World Order, cultists do not 

know the identities of any other players, and player’s card choices are hidden. This 

genres typically involves lying, bluffing, and social deduction. Given these more mature 

tactics, the target audience for New World Order is people of ages 16 and above. 

Additionally, the late teenage years are generally when most teenagers will begin 

reading about conspiracy theories online. A post on BoardGame Geek theorised that 

most individuals have a preference for one of the following gameplay categories: social, 

strategic, wargame, or luck. New World Order will appeal to those who enjoy strategy. 
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Comparable Products 
This game was not only inspired by my love for conspiracy theories, but also two other 

hidden information games I had played previously. The Resistance and Secret Hitler 

have different themes, but quite similar hidden information mechanics. The Resistance is 

described as “a good party game which involves you ruthlessly lying and backstabbing 

your friends” (Un 2018). Secret Hitler focuses a little more on the social deduction and 

political aspects, which is what I was aiming for. While New World Order appropriates 

mechanics from these existing games, it has a completely different theme and alters the 

mechanics enough to be unique. 

 

Marketing 
In terms of marketing, social media will be the primary strategy. Social media marketing 

has increased exponentially in recent years, with an expected 71% increase in social 

media marketing spending in the next five years (Fox 2019). Visual content works best, 

so posts would primarily aim to show the unique aesthetics of New World Order, plus the 

main elements of gameplay. The main sites for marketing would be Facebook, 

Instagram, YouTube, and Kickstarter. Advertisements can be targeted to the desired age 

group, especially those who frequently read or watch conspiracy theory content.  

 

Production & Publishing 
Based on my final prototype, I used this website to get a rough estimate of how much it 

would cost to print 1000 copies of New World Order. The figure was $9.20 per game, 

which is $9209.16 for 1000 games. If those 1000 games sell, the net profit will be 

$20,790.84. Ideally the game would be published by Indie Boards & Cards, which I 

chose because they also published the Resistance (with great success). If going through 

a publisher was not possible, I would attempt to get crowdfunded through Kickstarter. 
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Part 2: Rules 

 

Key Mechanics 
New World Order has a board and cards and can have from 5-10 players. The key 

mechanics are as follows: 

- Secret partnerships 

- Withholding information 

- Mission cards (drawing & playing) 

- Player elimination 

- Simultaneous voting 

 
Game Rules & Instructions 
Please follow this link to a Google doc of New World Order rules and instructions. The 

core gameplay loops can be seen through the actions taken in each player’s turn. 

 

Three Act Structure 

1. Players begin the game by considering their identities and what plays would 

benefit their team. In this initial phase, players are likely a little confused on how 

to use strategy to win. 

2. After multiple turns, players are thinking strategically and begin to lie, bluff, and 

deceive. This phase may include deducing the identities of other players. 

3. By the final stage, multiple players have been assassinated and their identities 

revealed. It’s likely that the spies are known and now it’s a race to complete the 

most missions/kill the most opponents. 
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Part 3: Development Process 

 

Ideation 
The idea for New World Order came to me quite early on, although it was not without its 

faults. It initially started as a board game that involved dice rolling and grid movement, 

plus mission cards. I wanted to have both individual and group points. This quickly 

became overly complicated and confusing, so I went back to basics and thought of the 

games that I enjoyed, like the Resistance and Secret Hitler. With a rough idea of the 

mechanics and gameplay I wanted, I got to work on an initial prototype. In total, I have 

created three prototypes. The first two were very basic as I wanted the focus to be on 

the actual rules and gameplay - the third and final focuses more on aesthetics. Below 

you will see the final prototype for New World Order.  
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This final prototype includes the following materials: 

- One green triangular cardboard paper board 

- Twenty-one black triangular mission cards (13 spy, 8 cultist) 

- Ten green card stock ‘yes’ cards 

- Ten green card stock ‘no’ cards 

- Two green cardboard paper placards 

 

Playtesting 

 

Date Players Quotes Suggestions 

10/5/2019 5 “Very fun” 
“Concept is really strong” 
“Interesting mechanics and rules” 
“Needs bigger and better cards” 
“Rules need clarity” 
“Triangles small and cumbersome” 
 

- Improve prototype, bigger cards 
and board 

- Create a story brief and refine 
rules 

- Don’t bother with individual 
playing phase 

 
24/5/2019 5 “Actually enjoyable” 

“What if you don’t want to kill someone?” 
“Takes a few rounds to get it” 
“Love the team aspect” 
“Once a few people die you get stuck in 
a loop of voting no” 
 

- Remove or have less 
assassination cards, maybe add 
a resurrect card 

- Fix gameplay loop when too 
many players die 

- Consider introducing ‘double 
agents’ 

- Finalise prototype/aesthetics 
 

31/5/2019 5 “I really like the bluffing and strategic 
aspect” 
“I was confused in the first round but it 
got fun once I could understand it” 
“Wouldn’t be good for people who aren’t 
interested in bluffing” 
“Board looks great” 
 

- Laminate prototype elements 
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Iteration 
 
First Playtest 

I purposely had a very basic prototype for the first round of playtesting, as I wanted the 

focus to be purely on mechanics and rules. People enjoyed the game once they could 

understand it - this took a while, as I was still working on written rules. At this time the 

narrative and theme had been decided but were not well-represented. For the second 

prototype I focused on creating an Illuminati-themed board and utilising bigger cards with 

actual descriptions on them. 

 

Second Playtest 

With an improved prototype and written rules, this playtest was easier for all involved. 

The feedback from this playtest was even more valuable, as players identified some 

mechanical errors within New World Order. People were dying (and thus getting 

removed from the game) too much, and there was an issue with voting once you got 

down to 3 players. At this point players have usually figured out each other’s identities, 

so a successful mission for the minority becomes impossible - they would always get 

voted out. This caused an unwanted loop. I took this feedback and removed half of the 

assassination cards, so that players would be eliminated far slower. To address the 

voting issue, I added into the rules the option for eliminated players to ‘vote from the 

grave’. Players can choose this option at the beginning of the game. 

 

Third Playtest  

At this point I had completely finalised the prototype and aesthetic of New World Order, 

which people really liked. There was almost zero negative feedback. Players noted that 

it takes one or two rounds to understand the game and its strategies, and that it would 

not be enjoyable for people who don’t like strategy and deception. I took this as a 

positive - marketing is easier when you know your target segments! 
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Final Thoughts 
Overall, I am quite satisfied with the development of New World Order, especially given 

the time constraints. If I had more time, I would work on perfecting the aesthetic and 

materiality of my prototype. The triangles need to be measured more precisely (probably 

by a machine), with printed writing to fit onto the board properly. Ideally, I’d like to have 

the placards made from wood or metal, with all of the other components laminated to 

prevent damage. In terms of actual gameplay, I’d like to develop one or two more difficult 

levels of the game. 
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