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11. Design Intent Summary

1. Context

Game Type:
Single-player action-adventure with light RPG elements.

Camera & Perspective:
Third-person.

Development Stage:
Pre-production / vertical slice planning.

Design Objective:
Design a progression system that reinforces player mastery and long-term engagement
without relying on stat inflation, repetitive grinding, or frequent Ul interruption.

This document focuses exclusively on progression as a clarity-driven system,
prioritizing player understanding, pacing, and system readability over numerical
complexity.

2. System Purpose & Design Principles

System Purpose

The progression system exists to:
o Reinforce player growth through capability expansion rather than raw power.
o Support mastery of existing mechanics instead of introducing parallel systems.

e Provide meaningful milestones without requiring manual optimization or
micromanagement.

The system must integrate seamlessly into core gameplay without demanding constant
player attention.

Design Principles

o Clarity over control
Players should understand that progression is occurring without being required
to manage it manually.
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Reinforcement over replacement
New unlocks deepen existing mechanics rather than replace established player
behaviors.

Restraint over frequency
Progression events are deliberately spaced to avoid reward fatigue and
cognitive overload.

Implicit feedback first
In-world cues take priority over explicit Ul messaging whenever possible.

3. Scope Definition

In Scope

Capability-based progression.
Discrete unlock moments tied to meaningful play.
Integration with combat and exploration systems.

UX considerations related to pacing and readability.

Out of Scope

Loot rarity or itemization systems.
Cosmetic progression.
Skill trees or manual point allocation.

Monetization-driven progression mechanics.

Explicit scope definition is required to prevent feature creep during later production

stages.

4. High-Level Progression Loop

l.
2.

Player engages with core activities such as combat, traversal, and objectives.
The system tracks progression implicitly based on meaningful actions.
Progression thresholds unlock new capabilities or interaction affordances.

Unlocked capabilities reinforce existing gameplay patterns.
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5. The player integrates new options organically through play.

The progression loop is designed to be felt rather than constantly surfaced.

5. Progression Rules

Earning Progression

Progression is accumulated through:
e Completion of primary objectives.
e Optional exploration that demonstrates system engagement.
o Efficient resolution of gameplay encounters.

Progression is not awarded for repetitive low-skill actions, preventing grinding
behavior and preserving the value of each unlock.

Unlock Conditions
e Unlocks occur at predefined progression thresholds.

e Unlock moments are aligned with narrative beats, spatial transitions, or safe
gameplay states.

Unlocks must never trigger:
e Mid-combat
e During traversal challenges
e While the player is processing critical information

This ensures pacing consistency and avoids cognitive disruption.

6. Player Inputs & System Outputs
Player Inputs

e Combat execution.

e Environmental interaction.

o Exploration decisions.

e Tactical efficiency.
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Players do not interact directly with progression menus or allocation screens.

System Outputs
e New interaction affordances.
o Expanded tactical options.
e Subtle changes in player capability.

Numerical feedback is intentionally minimized to preserve clarity.

7. System States & Transitions
System States

o Baseline State
Player operates within the initial capability set.

¢ Growth State
A new capability becomes available.

o Integration State
Player adapts existing play patterns to incorporate the new capability.

State Transitions
Transitions are:
o Explicitly timed.
e Contextually framed.
e Non-interruptive.

The system avoids rapid or overlapping state changes to maintain readability and
pacing.

8. UX & Readability Considerations
Feedback Strategy

Primary feedback is communicated through:
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e Animation.
e Sound design.
e Environmental response.
UI feedback is limited to:
e A minimal progression indicator.
e Optional recap messaging during safe downtime moments.

Negative space is deliberately used to allow players to notice change rather than be
instructed.

Cognitive Load Management
The system avoids:
e Simultaneous unlocks.
e Overlapping feedback signals.
e Forced decision points during active play.

This preserves player focus and reduces cognitive fatigue.

9. Risks & Mitigations
Identified Risks
o Subtle feedback may go unnoticed by less experienced players.

e Lack of explicit control may reduce perceived agency for some players.
Mitigation Strategies
e Early-game unlocks include stronger audiovisual reinforcement.

o Playtesting validates clarity thresholds.

o Adjustments prioritize presentation changes before system restructuring.

10. Open Design Questions
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e At what point does implicit progression become unclear for less experienced
players?

e How many unlocks can remain implicit before explicit communication
becomes necessary?

e Does the system scale effectively into late-game content without increasing Ul
complexity?

These questions are intentionally left open pending playtesting and iteration.

11. Design Intent Summary

This progression system prioritizes player understanding over numerical escalation
and pacing consistency over frequent rewards.

By reinforcing mastery rather than incentivizing optimization behavior, the system
aims to support long-term engagement without increasing cognitive load or UI
dependency.

Design decisions within this system favor clarity, restraint, and readability as core
production values.

End of Document

Sample Documentation | Page 7



