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Current Trends

-Collection Systems -Building and Decorating

-Quest and Missions

-Leveling Up

-Storylines and Narratives

-Building and Decorating

-Skill Trees

-Achievement System

-Social Leaderboards
-Team Progression



Strong Elements in a Leveling System

- High customization 
showing growth

- Compliments 
player play style - Unlocks new content

- Growth is tied into 
gameplay & story



Weak Leveling Systems

> Tedious- Basic stat changes

- Not enough player customization > Unsatisfying

- Uneven balance of grind and reward

Happens when there is: Makes the game feel:



Weak Leveling Systems - Examples

- 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

How do we fix them?



Market Value for Mobile Gaming





Competitor Case Studies and Trends

-User Research -Prioritization Matrix

-Affinity Diagram -User Flows

-Style Guide -Experience Map



Competitor Case Studies and Trends

-Research Matrix



Competitor Case Studies and Trends

-Affinity Diagram



Competitor Case Studies and Trends

-Prioritization Matrix



Competitor Case Studies and Trends

-Task\User\Work\Flow Chart



Competitor Case Studies and Trends

-Experience Map



- 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  

User Interview Results



Survey Results



Survey Results



Survey Results



● Leveling taking too long

● Time-gated gameplay

● Longer Grinds with little enjoyment

● Unrewarding rewards

● Leveling up only focus

Survey Results  - Causes of Burnout



● Dark Soul - You choose the stats

● Clash Royale’s Old System - Good Leveling MMR system

● Hades - Skill Tree

● Doom - Gear Progression 

● Borderlands 2 - Skill tree with gear progression

Survey Results  - Good examples



● CSGO - Leveling takes too long

● Gacha Games - IRL time progress

● WOW - Slow leveling and repetitive quest

● Fire Emblem Heroes - Rare Summoning Currency 

● Pay 2 Win - Making leveling feel like a waste

Survey Results  - Bad examples



● Creative freedom 

● Customization 

● Skill Trees

● Gear Progression

Survey Results  - Important Notes



- Future UX Database Form and Help 
Desk

- Archero leveling up system design

Additional Information:





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

My personal favorite leveling up system - 
Archero

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. 

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. 



 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. 

Archero continued - upgrading gear

 I 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.
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