Guild of BladesRetall Group
Print-on-Demand Playing Card Design Guidelines

First, it should be understood that we hereat GOB Retail are not going to attempit to set standardsfor card design or even
hint at thethought that there should be any sort of standard. That said, however, having pioneered and operated aprint on
demand servicefor playing cardsfor over ayear, we have garnered some experiencewith regardsto the affects of certain
designsonthevisua outcomeafter the printing and die cutting of said cards. Thisdocument will attempt toillustratethe
visual differencefor different card designsfrom borderless cardsto colored and white bordered cardswith varying border
thicknesses.

A key aspect of card designisdesigning for the production process. The POD card production processissimilar tothat of
traditiond offset printed playing cards, though tendsto haveadightly larger rangeof print and die cut registration variance.
How well your POD cardswill look will inlarge part depend on how well your card designis prepared to copewith the
variancesthat can happenin production. Onthefollowing pageswewill show off anumber of card designsandillustrate
the potential post-printed and die cut resultsfor each design by showing cardsthat are perfectly cut, cardsthat experience
the“average” amount of registration drift and cardsthat experience the maximum registration (rare, but doeshappentoa
small percentage of cards). For these purposes, asthe print bleed (we'll definethat abit below) issetto.1”, the maximum
alowableregigtrationdriftisalso.1”. Any cardsthat experienceagreater degreeof registration dift, either inprintingorin
diecutting, aretossed out and reprinted.

The Basics:

A standard sized poker/playing cardis2.5” wideby 3.5” tall with four rounded cornerswith the cornershaving a1/8”
radiusrounding. Thisisthe standard card size that we cut and the size we have an existing cutting die so thereisno
additional diecutting chargesfor usto producethissizefor you. For the purpose of demongtrating card designshere, we
shall assumethe cardsare our standard size.

Bleed Trim:

Whileastandard playingcardis2.5” x 3.5, the card design/artwork that will need to be designed towork with our printing
and diecutting processwill needtobe2.7” x 3.7”. Thisaddsa.1” bleed trimto all four sidesof thecard. If, inaperfect
world, the card prints exactly whereit should on apress sheet and is cut exactly centered, then that extra.1” onall four
sidesof thecard will be cut off and not beapart of thefinal card.

It should hopefully be obviousthat the bleed trim areashoul d not contain any aspectsof acard’sdesign whichismeant to
beapart of thefina card. Asthoseareasare designed to becut off. Sothe.1” bleed trimon all four sidesshould smply be
anon vital extension of your whiteor colored card border, or should beyour card artwork background stretched out so
that it coversthefull 2.7” x 3.7” area. Your fina card design shouldincludethisbleed trim, sowhenit comestimesto place
your card artwork onto press sheetsto make ready for print (see our Card Press Sheet Layout Tutoria) youwill havea
27" x3.7" image.

Interior Trim Safe Area:

Dueto printing and diecutting registration variancesit israrefor acard to end up printed “ exactly” whereit should onthe
presssheet anditisequaly rarefor the card to be cut “ exactly” centered when being die cut. Both processes have small
variancesor print tolerances. Inthe printing world, thisiscaled “registration”. Thecloser to perfect aprint or diecutis, the
tighter or closer itsregistration is. It isthefact that regitration variance occursthat bleed isnecessary to add toimages.



Itiseasy to understand the necessity for the extrableed along the exterior of our image, but onanitemassmal asaplaying
card, it becomesequally important to focusontheareaonthe“indgde’ of youided cuttingline. You canthink of aninterior
trimlineasbeing aninterior bleed. Sincethebleed trimfor your playing cardsisa.1” onal sdes, then you should assume
your interior bleed trimisalso.1” onal four sides. Thisisan areaextending .1” ontheinside of your card. Thisareais
potentialy at risk of being cut on oneside or the other duetoregistration variance. Itisimportant to NOT put anything of
importance, either graphically or text based, withinthe.1” interior bleed area, asthose objects might cut partially or fully
cut. Further, you should consider what your card might look like onany side, should registration shift enough sowhereyou
card getscut shiftsthefull .1” to oneside or the other. Thiswill mean your exterior bleed areaon one sidewould befully
apartof thecardand.1” ontheother sdeof your cut would have been cut away. Visuaize that affect when designing your
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Inthisnext examplewe have aborderless card design courtesy of Driftwood Games. Oneway to avoid potentially ugly
bordersdueto registration variance, of course, isto have no borders. But even borderless cards must pay attentionto the
interior bleed concept. Thiscard isagood example of acard that hasafair bit of text and graphical el ementsnear the
theoretica interior bleedline, but wheremost of those dementsremain safefrom cutting. Inillustrations 1-3 you seethat al
card el ementsremain uncut. Only inthe4th and most extremeregistration drift (afull .1” off) doesthe small black figure
iconintheupper left of thecard get trimmed. Whiletheyelow lineiscovering up partsof the copyright text, itistheexterior
of theyellow linethat representsthe cut, sothat text just barely falsontheinside of that lineand remainsapart of the card.

, ( . Now, if youwanttolive

dangeroudly, put lots of
"# GROUP LEADERS | "4 GROUP LEADERS | cengaousl, put ot
yond theinterior bleed
line (that would be .1”
insidetheideal edge of
the card), but expect
some to get trimmed
into on some of the
cards.

| DRAW .o ‘  DRAW,

8 : 8
X X
{ {

Now, inthiscase, only
theoneeement wasin
An% actio;bmag/ ?ﬁ & ! ( An% actio;bmag/ ?ﬁ . a\»&; th;t ianger Zo?ﬁaatn?hlt
en arnce y Or ‘v o en arnce y Or ‘v o J u appens e
tion is typically more
accuratethantheleftto
right, sowhendoing a
run of those cards, we
saw no instances of that

Card cut perfectly centered. (top) Card cut about .04" off center. (top)
Near perfect happens about 30%. Fairly typica result. About 40%.

little black guy getting

chopped. But if you

want to guarantee such,

_)_us v oy stay within theinterior
2 y A~ : bleedtrimarea.

If you arenot sureif all
of your elements are
withinthat ssfezoneand
free of risk of being
trimmed, then make a
2.3" x 3.3" rectangle
and drop it dead center
onyour card. Anything
you see peeping out be-
yond that rectangle is
COST: Z1/rps beyond the safe area.

DRIFTWOOD GAME:

Any action may be
enhanced by both A
a Group Leader ’ )xb
and a tool. V>

Any action may be
enhanced by both
a Group Leader
and a tool.

[\,

Card cut about .07” off center. Card cut about .09 to >1" off center.
Happens some. About 23%. Not often. About 7%.




File Prep:

All cards should be designed at 300 DPI. Only very rarely doesany image or artwork have the potential to print out
sharper a ahigher resolution on oursor most any digital machine. Thosetend to be black and white photographsonly. If
your cardsdon’t contain any black and white photos, DO NOT make the cards above 300 DPI. If you fedl your cards
may have agood reason to be over 300 DPI, contact usabout it first and send usasample. Card press sheets submitted
at over 300 DPI without prior approva fromuswill likely bergected. Suchfilesgreatly extend to prepress set up process
and dow downtheactua printing.

ToRGB or CYMK. Our printer an handleeither. That said, we amost alwaysrecommend that art and filesbe savedin
RPG format. Because unlessyou have designed your cardswhileusingaCY MK art monitor, your monitor isamost
certainly showing you your imagesin RGB. So savingsyour artwork in RGB will most likely get you thecolor result closest
to that which you have seen onyour screen.

Your cardswill need to be placed onto press sheets of 18 cardsbeforewe can print them. We have a press sheet layout
guideand templateto assist you with that process. Pleaserefer to http://www.gobretail.com/podcards.php for said guide
andtemplate. If you lack the necessary software, skill or perhapstimeto do said layouts, GOB Retail can dothemfor you
for asmall additional charge of $15 per presssheet face. That rateincludesonefree card “backs’ sheet, soif your card set
containsall the same card backsor the same set of card backsthat areto be printed onto all presssheet “fronts’, thenyou
would only need to pay for your card fronts press sheets.

Pleaserefer to the press sheet layout guidefor instructions on best waysto send usfiles.
Color Variance:

All printers, bethey small offset presses, massvely largeweb (newsprint) pressesor digital printersdo not manageto print
each copy exactly indentical to thelast. Sometimes colorsfade, inksrunthin, the machine printsaparticular color abit
darker than its supposeto. Offset presses can “ control” this somewhat throughout a print run and keep varianceto a
minimal by way of an attentiveand skilled press operator. Thisdoesn’t mean you will get no variance, smply they should
beableto limit theinstances of suchto asmall fraction of therun. Get abad press operator, however, and you could get
colorsthat areall over theplace.

Withdigitd printing presses, that which weand any other POD operation would be using, weexperience color varianceas
well. Thedigital pressesaremore* stable’ and consistent on average while requiring no constant tweaking by askilled
operator, but they also lack the ability for askilled operator to, well, St there and tweak the output asaprint runisrunning.
Assuch, abit of color variancewill occur. Itsnearly aguarantee. Thismeansabit of shading differentia wherecertain
colorsmay comeout atad lighter or atad darker from print to print. Thisistypically only an amount of varianceyou can
detect when comparing multiple copiestogether for acomparison and even then isonly noticable by someonereally
“looking” forit.

Whiledigital pressed have made extraordinary leapsin print quality inrecent yearsand can now equd or even surpassthe
sharpnessof color quality from many offset presses, thereareafew “quirks’ tied to specific colors. It seemsjust about all
color digital machinesexperienceagreater degreeof variancewith red and green colors, but most specifically red. Addi-
tionally, large areas of the same mid darkness colorsor grey shading can “confuse’ the poor printersand those areacan
experience some col or shading variance making it lookslike even than onemight desire. Thisaffect dmost never happens
with dark, dark colorssuch asblacks, dark blues, browns, etc, and dso amost never with very light colorsliketan, yellow,
very light blues, etc. Regardlessof your chosen colors, thelikelinessof color variance duethisreason dropssignificantly by
simpleavoidance of designswith large areas of the same color and shading.



