
A card symbol has a small job with a big consequence: help a player understand a card quickly without competing
with the character, illustration, or name. Get it right and the icon feels like a natural part of the card. Get it wrong
and the player’s eye keeps snapping to a bright badge, an oversized number, or a cluster of tiny marks that all
seem equally urgent.

The challenge is not simply making symbols visible. It is giving them the right visual priority. In a collection
screen, a card has to work at several sizes, often while surrounded by other cards, filters, buttons, and effects. A
symbol that reads beautifully in a full-screen illustration may blur into a dot in a deck list. A symbol that pops on
its own may overpower the art when repeated across a hand.

After years of reviewing card battlers and collection interfaces, I’ve learned to pause on screens that make this
balance feel effortless—and screenshot the ones that don’t. The most reliable designs are not the ones with the
most detail. They are the ones that make the important details easy to find, in the right order.

Start by Deciding What the Symbol Needs to Say
Before adjusting color or shape, write down what each symbol communicates. Is it a cost, an element, a rarity
marker, a faction, a status effect, or a reminder that the card belongs to a particular collection? If a mark does not
help the player identify, compare, or use a card, it may not need to be on the front of the card at all.

This is especially useful when a game has several symbol systems. A player should not have to stop and wonder
whether a tiny emblem means “fire,” “premium,” or “limited edition.” Give different categories distinct jobs and
consistent locations. Cost symbols can live in one area; faction and rarity can have their own quieter zones. The
interface then teaches the pattern through repetition.

Build a clear order of attention

For many cards, a sensible viewing order is: character or subject, card name, cost or core gameplay value, then
secondary details such as rarity. That order can change with the game, but it should be intentional. A symbol’s
size, contrast, placement, and surrounding space all tell the eye how important it is.



Think of visual priority as a limited budget. If every number has a bright outline, every emblem glows, and every
badge sits in a high-contrast circle, nothing feels truly important. Keep the strongest treatment for the information
players need most often. Secondary symbols can still be clear without being the first thing anyone sees.

Place Symbols Without Fighting the Character
Composition is more than arranging a character in the middle of a frame. Characters have silhouettes, gestures,
weapons, and faces that guide the eye. Symbols should work with those cues, not cover them. A badge over a
character’s face is an obvious mistake, but more subtle collisions matter too: a cost icon can sit on top of a raised
hand, interrupt a weapon’s line, or obscure the focal point of a dramatic pose.

Ask the artist and UI designer to review the card together. The art can reserve a calmer corner for interface
elements, or guide attention toward a spot where a symbol can sit comfortably. This does not mean every
illustration needs an empty patch. It means the composition should account for the card frame and its information
from the start.

Use the frame as a partner

Card borders and panels can create reliable homes for symbols. A cost medallion tucked into a frame corner is
easier to learn than one that shifts around based on the illustration. A fixed placement also helps players compare
cards quickly: their eyes know where to look before they have finished reading the name.

Still, consistency does not require rigidly stamping every icon into the same square. Leave breathing room around
the symbol and keep it clear of important art. If the card frame is crowded, reduce decorative flourishes or simplify
the panel before shrinking the icon until it becomes hard to read.

Let Backgrounds Build the World, Not the Noise
Backgrounds do important storytelling work. A ruined observatory, a flooded market, or a bright training hall can
tell players where a character belongs before they read a word. That world-building gives a collection its
personality. But detail is only useful if it supports the subject and keeps the interface legible.

When a symbol sits over art, check what is directly behind it—not just the overall brightness of the illustration. A
pale icon over a pale cloud can disappear even if most of the card is dark. A dark icon over a cluster of tree
branches may lose its edges. Local contrast matters more than a broad statement like “this card is mostly blue.”

Reserve calm areas, or add a quiet backing

There are two dependable approaches. First, compose the illustration with an area of lower visual activity where UI
can sit. Second, place the symbol on a restrained backing shape, such as a solid disc, a translucent plate, or a
narrow panel. The backing should provide separation without looking like a second piece of illustration.

Test the symbol against several different kinds of art: light, dark, colorful, and visually busy. If it only works on one
card, the solution is probably too dependent on that particular background. A consistent backing or border can
help the symbol survive the variety players expect in a collection.

Design for the Phone First
A card is rarely viewed at its ideal artboard size on a phone. It may appear as a small tile in a deck list, a cropped
preview in a reward screen, or a card held behind another card in a hand. Designing a detailed icon at full



resolution is not enough. It needs to hold its shape when reduced.

This is where icon sizing becomes more than a question of width and height. The usable size depends on the
icon’s silhouette, stroke weight, internal detail, and contrast with its background. A simple flame can remain
recognizable when small. A flame with three tiny cutouts and a thin outline may collapse into an orange smudge.

Use a reduction test

Export cards at the actual sizes players will encounter. Do not judge phone readability by zooming in on a desktop
monitor. At each size, check whether the symbol is identifiable, whether its number or marker can be read, and
whether nearby text still has enough room.

Useful checks include:

Thumbnail recognition: Can a player distinguish the symbol’s category without opening the card?

Small text: Are numbers and letters readable at the smallest common display size?

Tap comfort: If the symbol opens a tooltip or detail panel, is the interactive area large enough to tap without
hitting a neighboring control?

Reduced clutter: Do fine lines and decorative cuts survive, or do they merge into visual noise?

When a symbol fails, simplify it before enlarging everything around it. Remove tiny internal details, thicken
important strokes, or make the outer silhouette more distinctive. Enlarging the icon can help, but it may also steal
attention or squeeze the name and art. The goal is the smallest size that remains comfortably legible—not the
largest size the layout can tolerate.

Make Symbol Contrast Work Across Art and UI
Symbol contrast is a system, not a single color choice. Shape, value, edge treatment, and background all
contribute. A bright yellow icon can have strong contrast on navy and poor contrast on a sunlit landscape. A white
icon may read well on dark art but disappear against a pale panel.

Do not rely on color alone to distinguish categories. Different silhouettes, internal marks, or labels help players
identify a symbol when colors are similar, when the motion restraint in animation card is viewed in grayscale, or
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when a player has color-vision differences. If two symbols must be told apart quickly, give them more than one
visual difference.

Use outlines with restraint

A thin outline can separate an icon from the illustration behind it. A heavy black stroke around every symbol,
however, can make the entire card feel sticker-covered. Test outlines at display size. If the stroke vanishes when
reduced, it may be decorative rather than useful. If it dominates the icon, lighten it or use a softer backing shape.

Also check contrast between the symbol and its own container. A well-separated badge can still be confusing if the
icon inside it blends into the badge. Players need to read both the overall marker and its internal content.

Keep Information Hierarchy Consistent Across the Collection
Players learn interfaces through repetition. When costs sit in a familiar place and use a familiar visual treatment,
they can scan a collection instead of interpreting each card from scratch. That consistency matters in deck
construction, where a player may compare dozens of cards in quick succession.

Products and communities such as DotGG and QuestDuo can give players places to discuss builds and browse
card information, but the card itself still has to communicate clearly. Shared vocabulary helps players talk about a
game; a readable interface helps them make decisions inside it. Neither should depend on a player remembering
where a designer hid a key value on each card.

For example, a deck builder should make comparison straightforward. Players often want to check costs, roles, or
faction symbols while moving between card tiles. A consistently placed icon can make that scan faster. In a preview
or expanded card view, the same icon can gain a label or a short explanation without changing what it means.

Card context What the symbol should do Common risk Small collection tile Identify a category or value at a glance
Fine details disappear at thumbnail size Full card view Support the art and make key information easy to find
Bright badges pull focus from the character Deck-building screen Enable fast comparison across multiple cards
Inconsistent locations slow down scanning Tooltip or detail panel Explain unfamiliar symbols and edge cases
Important meaning exists only in a hidden explanation

Give Secondary Symbols a Quiet Way to Explain Themselves
Not every symbol needs a permanent text label. Labels can crowd a card and compete with the name. But
unfamiliar or situational symbols need an accessible explanation. A tap, hold, or focus action can open a concise
tooltip, while a card detail screen can provide a fuller explanation for players who want it.

Count the interaction steps. If a player has to leave a deck screen, open a help menu, search a glossary, and return
just to identify one emblem, the symbol is not doing enough on its own. A useful pattern is to make common
symbols recognizable without extra input and provide a one-step explanation for anything less familiar.

For community discussion, Discord can be a useful place for players to ask questions or share builds. Link to the
relevant server or channel from the game’s official support resources rather than assuming that players know
where to find it. A community conversation can reveal confusing icon language, but it should not be the only place
where essential card information is explained.

Do Not Let Store Details Become Guesswork



Card interfaces often connect to collection features, memberships, or optional services. If a page mentions DotGG
Premium, show the relevant terms clearly and avoid asking players to infer missing information. A common
mistake in scraped or republished content is that no explicit price is shown for DotGG Premium in the
scraped content. That absence should not be filled with a guessed price or vague wording that sounds like a
promise.

If the price is unavailable in the source being reviewed, say so plainly, then direct readers to the official DotGG
Premium page for current pricing and terms. If the price is known, display it with the billing period and any
conditions that matter. Clear commercial information supports the same design principle as a clear symbol: players
should not have to hunt for the meaning of something important.

A Practical Review Pass Before Shipping
Run a focused review rather than relying on a single polished mockup. Use real card art, the smallest supported
screen, and the actual collection and deck-building layouts. Include cards with busy backgrounds, low-light scenes,
and characters whose poses extend toward the UI.

1. Identify the viewing order. Ask reviewers what they noticed first. If the symbol consistently beats the
intended focal point, adjust its size, color, placement, or backing.

2. Compare symbol families. Check that categories differ clearly in silhouette or other non-color cues.

3. Test at real scale. Review collection tiles and card previews on a phone, not only full-size assets.

4. Check interactions. Tap or hold every symbol that promises an explanation. Confirm that the response is
quick and does not cover essential information.

5. Review the busiest cards. The cleanest card is not a sufficient test. Check the ones with the most visual
texture and the most UI markers.

Let Symbols Be Clear, Then Get Out of the Way
The best card symbols are not invisible, and they are not stars of the show. They are easy to spot when a player
needs them, easy to distinguish from one another, and quiet enough to leave room for the character and world.
That balance comes from deliberate composition, reliable contrast, thoughtful icon sizing, and a consistent
information hierarchy.

When reviewing a card, ask one simple question: can I find the symbol quickly, understand it without effort, and
return my attention to the art? If the answer is yes at both full size and phone size, the symbol is doing its job. If it
keeps demanding attention after the player has understood it, it may be time to simplify.

For additional card and deck information, see the QuestDuo Deck builder and the official Discord website. Check
DotGG Premium’s official page for current pricing and terms; no explicit price is available in the scraped content
referenced here.


