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Introduction of the Importance of
Progression Systems

A good progression system involves the following:

Provides Customization Paces the Player
Includes Immersion Rewards the Player

Advancement and Achievement Provides Milestones



Factors that Motivate Player

Engagement
The Feeling of Leveling up

By providing the It brings them a sense
player: of:
- Reward > Satisfaction
- Competition

> Excitement
- Intrinsic Value of Growth

> Thrill
- Escapism



Current Trends

-Collection Systems
-Leveling Up
-Quest and Missions

-Building and Decorating

-Storylines and Narratives

-Building and Decorating
-Skill Trees

-Achievement System

-Social Leaderboards
-Team Progression



Strong Elements in a Leveling System

- High customization - Growth is tied into
showing growth gameplay & story

- Compliments

player play style - Unlocks new content



Weak Leveling Systems

Happens when there is: Makes the game feel:
- Basic stat changes > Tedious
- Not enough player customization > Unsatisfying

- Uneven balance of grind and reward



Weak Leveling Systems - Examples
How do we fix them?

- It's not just about making the game harder as they make

progress, it's about making the game more interesting

- Add friendly competition in the game



Market Value for Mobile Gaming
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Competitor Case Studies and Trends

-User Research -Prioritization Matrix
-Affinity Diagram -User Flows
-Style Guide -Experience Map
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Competitor Case Studies and Trends

-Research Matrix

BEHAVIORAL

ATTITUDINAL

Question types across the research methods landscape

What people do

A

Why & How many &
How to fix ~ ~  How much

Al

What people say

QUALITATIVE (DIRECT) © 2022 Christian Rohrer QUANTITATIVE (INDIRECT)




Competitor Case Studies and Trends
AFFINITY DIAGRAM (KJ METHOD)
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Competitor Case Studies and Trends

-Prioritization Matrix

IMPORTANT

NOT IMPORTANT

URGENT

NOT URGENT

TO DO: Do First - These tasks should be
your first focus because they have clear
deadlines and consequences for not
taking immediate action.

TO DO: Schedule - These tasks are
important, but not-so-urgent so they can
be scheduled.

TO DO: Delegate - These tasks are urgent
but less important, can you share these
responsibilities with others?

TO DO: Don’'t Do - What's neither urgent
nor important, don't do at all.




Competitor Case Studies and Trends

Early Game Flowchart

( Below AR 45 Progression )

Do you have your ]\
r bui

Yes

Do you have N Upgrade heal talent
yourﬂealerbml? - HP / Healing bonus arti
Y-

Do you have N Build them the
your Sub DPS built? < same as main DPS

nec afmbleweaponsmacoodbemnner’ choice
IISomecba.racteronlyneed hl.l/blusttn.len t upgrade
Il Aim for artifact set

# youtube.com/skyverlash HoYoLab @Skyverlash &

-Task\User\Work\Flow Chart




Competitor Case Studies and Trends

After Party Customer Journey Map

After Party Game

The After Party game is an
educational and fun game for
mobile phones. The target
group are casual gamers,
young adults and new drivers.
Because they are pretty
mobile by using public
transport or bikes and cars.
they often use their smart
phones to play.

“l love to play simple games
like Temple Run a lot™ —
potential player

“l rarely read brochures,
ESuides or manuals.” -
potential player

D Touch point

8

Moment of Truth
critical)

This Customer Experience Journey Map
has been created by game studio
Gbanga Millform AG

e

2013-2

Phase

Goal

Website

App Store

Review Site

Social Media

Friends & Family

Tutorial

Level 1

Level 2

Support email

Forum

Satisfaction with
touchpoint

Level of effort

Awareness
(1 week)

The potential player
should learn about the
game and how fun it is.

Research
(1 day)

The player quickly checks
If there are alternative
games. If the game is fun
for her taste. etc.

Normally. players

The very first
contact is through
friends and family
that talk about the
game

We received good
fesaback from friends.
families and active
users. Not too much
social media shares._

Low

“Friends
normally tell me
what's cool.”

Lim

trass

WP first check a
website with info.

Players on the app store
reported that the gams is
easy 10 plsy: good ratings.
The icon has been
updated 10 Increase
acceptance.

MEDIUM

“1 watch several hours
of YouTube videos
before | start playing a
game.”

Playing
(2 weeks duration)

The player is deeply Involved with the basic gamepiay. trying

10 manage to navigate through the levels.

Touchpoint Map

Reviews, App Icon, etc. in
the App Store might
prevent players from
installing it

The tutorial is a crucial
point where the player's
patience is only about a
few seconds!

The course of the game seems to be good. The tutorial has

200d conversation rates. However. The original Level 3

ssemed 10 be 100 hard to get through what triggered some

frustraticns among players with small screen devices
(phones vs. tablets). it is now updated 1o be piayable on
Both, mobée phones and tablets.

MEDIUM

“The game is too hard, the initial levels to tricky
to get. But | like the tutorial. Itis pretty neat with

few text. You start right into the game.”

-Experience Map

Multiplayer Game
(10 weeks)

Mulktiplayer is tricky. It's

y it hast o work
There might
be some questions
through support emails.

The multiplayer module is not yet
svailable. But testers of the
peper-prototype like it aiready.
even thou the setup is stll too
tricky.

HIGH

“Wow, the other players are
quite demanding and it is
hard to be at the top of the
highscore all week long.”




User Interview Results

- Progression is important throughout the whole game

- Repetitive leveling path causes burnout

- Open Ended Leveling is more engaging and keeps attention

- Skill Points and Life Skills helps give progression in different areas of a character
- Grind mechanics with a fulfilling rewards help to keep a player hooked.

- Rewards like - Skill Points, Gear, Cosmetics, etc



Survey Results

Do you play mobile games?
8 responses

@ Yes
@® No

What type of games are they?

8 responses

Action

RPG

Puzzle

Battle Royale

FPS

MMORPG

Fighting

Racing

Rhythm

city building games

N/A

AFK (cookie clicker type of g...
Dont play Mobile games, so...
Action that promotes both N...

-0 (0%)

-0 (0%)
-0 (0%)

—1(12.5%)

—1(12.5%)

—1 (12.5%)
—1(12.5%)
—1 (12.5%)
—1 (12.5%)
—1 (12.5%)
—1(12.5%)
—1 (12.5%)

3 (37.5%)

5 (62.5%)



How important is having a leveling system in a game?

8 responses

Survey Results

4

@ Very Important
@ Important

@ Little Important
@ Not Important

What can you expect to earn as you level up?
8 responses

Increased Stats/Skill Point/New
Abilities

New Areas/Characters
Weapons/Gear/Resources

Refill Energy

New Quest

depends on the system, but if|
there are levels, or some sort o...

7 (87.5%)



Survey Results

What type of leveling system so you prefer?

8 responses

@ Skill Tree

@ Gear Progression
@ Stat Changes

@ No Preference

@ |t depends on the game itself and the
designer's intentions. Having a cool
leveling up system can pique interest to
a game but ultimately not save it if it
they do not match each other.



Survey Results - Causes of Burnout

e Leveling taking too long

e Time-gated gameplay

e Longer Grinds with little enjoyment
e Unrewarding rewards

e Leveling up only focus



Survey Results - Good examples

e Dark Soul - You choose the stats

e (lash Royale’s Old System - Good Leveling MMR system
e Hades - Skill Tree

e Doom - Gear Progression

e Borderlands 2 - Skill tree with gear progression



Survey Results - Bad examples

® (CSGO - Leveling takes too long

e Gacha Games - IRL time progress

e WOW -Slow leveling and repetitive quest

e Fire Emblem Heroes - Rare Summoning Currency

e Pay 2 Win - Making leveling feel like a waste



Survey Results - Important Notes

e Creative freedom
e (Customization
e Skill Trees

e Gear Progression



Additional Information:

Future UX Database Form and Help
Desk
Archero leveling up system design



Future UX Database Form and Help Desk

User Experience Research Form
i acoide s DATE: Auto

Version:

HelpDesk: URL
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My personal favorite leveling up system -

Archero

The mobile gaming app Archero provides an excellent balance of high customization and linear

progression.

Players upgrade their stats
by using ingame currency
that is earned by
completing levels,
defeating enemies,
completing quest, and
leveling up. The player
clicks the button to
upgrade a random stat.

Fwsorzom @ sesoo @, 1033

Talents Rune

Talents can permanently make you stronger!

@ZIF|®)

Strength

alent

A wide variety of gear and
abilities that enables the
player to customize how
they play.

Gear can also be
upgraded in level by
ingame currency.

Additionally,every level the
player gets more coins and
increased chances of

better gear being dropped.

By Quality
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Archero continued - upgrading gear

| think Archero would be a great game to draw
influence from. The game provides a high balance
of customization of the character while providing
linear progression element.

It can also be upgraded in
rarity by having multiple gear
of the same rarity. For
example, if the player has 3
green of the exact same
rings, they can be upgraded
to blue rarity. This increases
the strength and the level
cap of the ring.

Select the equipment to fuse!
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