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Player Tuned Experience
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What do we need?
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Track 1 - Where and Why

Not just about 

● Optional Content

● Sidequests

● Collectables
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Includes

● Immersive Sims

● Puzzles 

● Jrpg Leveling
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Even without challenging mechanics

We can give the player tools to shape their experience
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Why this Level?







Track 1 - Where and Why

No combat

Mostly dialogue

Counters previous tone
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The Goal 
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Reward the people who want to linger

Enable the people that want to rush
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Let them both have a compelling time
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Track 2 - Focal Points

Important and Unmissable
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Should be a complete experience

Without anything else
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But how does the player seek out more?
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Track 3 - Prospects

Give the player a bite

let them decide how many to take
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Track 3 - Prospects

How do you keep it from being repetitive?
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Yes Anding
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Yes And-ing



Track 4 - Threads

React

Expand

Throw back
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Threads Yes-and Prospects
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Moments and Connections

Big and Small
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Track 4 - Threads

Brings the sequence to life
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Track 4 - Threads

But can we take it further?
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Track 5 - Secrets

The Mold Breakers



Track 5 - Secrets

Memorable Departures

Not hidden collectables



OK Maybe 1



Track 5 - Secrets

Make the player feel that anything is possible

If they lean in



Track 5 - Secrets

Don't be afraid to let them miss out

If they care, they'll hear about it
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If they lean in



Track List
1. Where and Why

2. Focal Points

3. Prospects

4. Threads

5. Secrets

6. How To



Track 6 - How to

How Do you find these 
moments?



Track 6 - Pacing & Process

Improv



Track 4 - Threads

Yes Anding
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Inspiration



Track 6 - Pacing & Process

Iteration















Track 6 - How Do

Find the tools that work for you

Then Give them to the player



Introduce flashback level
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Twitter: 
@ehillgamedesign

Website: 
ehilldesign.com
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Watch Liz and the Blue Bird



TIME LEFT FOR QUESTIONS?



Resources
● Book List:

● Manga in Theory and Practice by Hiro Hiko Araki

● Story by Robert Mckee

● The Art of Dramatic Writing by Largos Engri

● Writing Character Arcs by K. M. Weiland

● Form Space and Order by Francis DK Ching

● The Visual Story by Bruce Block

● Framed Ink by Marcos Mateu-Mestre

● Directing Actors by Judith Weston

● An Architectural Approach to Level Design by Christopher W. Totten

● Understanding Comics by Scott Mccloud

Twitter: 

@ehillGameDesign


