Skilled GDD

Overview

Purpose of the Document

This document’s purpose it to introduce the concept of the game Skilled, as well as it’s many progression
systems and the business plan behind it. Furthermore, you will find included in this document in-depth
charts exemplifying the different progression and economy pacing and plan, including earn/spending
rates of resources as well as Engagement to time mapping.

Please Note that for every table you find, you can find all the math breakdown and supporting tables on
the last section of this document.

Elevator Pitch

Skilled is a 2.5D orthographic, Idle/Battle Arena RPG game built for PC. Skilled strives to combine the
active play or “Grinding RPGs” such as diablo with mechanics of common Idle RPG games such as
Legends of Idleon, while introducing a new style of character progression and a battle arena similar to
Magicka 2. Explore a new world! Discover and level up new skills by grinding actively or passively!
Compete against other Guilds through Farming Competitions and earn glory by rising through the PVP
ranks in this new Play to Win experience!

Core Concepts
Gameplay Loop

Just like regular Idle games, the core gameplay loop consists of killing monsters, getting rewards and
then upgrading your character, your weapons and your base with said rewards, eventually leading you to
test out your new build in PvP matches or farming Competitions.

Character Progression

Differently from other RPGs, Skilled flips the tables on character development. Rather than choosing a
class and training your character with said class’s and it’s skills; in skilled you discover skills through
exploring the game, and level them up rather than your character. Different skill combinations will then
determine your class, leading the game to have as many different “meta builds” as there are skill
combinations and allowing players to experiment different playstyles with ease. Would you like to be a
melee summoner or maybe a bruiser archer? All of those are possible in Skilled but they will only be as
strong the time you spent levelling those individual skills!



ific Target Audience (B n ntic Foundry player T
® Primary: Gladiator

The End-game is very interesting to gladiators. This is because it has a wide variation of possibilities and
experimentation that requires a lot of effort if you intend to be able to play all of them at their optmal
power output. Not only that, but due to the arena and farming aspect of the game, there will always be
more than one meta build by the nature of the game, but the arena build meta would also be constantly
rotating due to counterbalancing popular builds. In summary, to truly play the fast-paced action packed
end game of Skilled, one must put in effort levelling up individual skills, exploring the map to acquire
them and having a lot of strategical thinking when selecting their skills, making the Gladiator our target
demographic.

e Secondary: Acrobat

Acrobats are perfect as secondary targets because they are the ones that will enjoy the Start and
mid-game the most. This is because they will thrive on selecting the correct skills to maximize farming, as
well as the correct combination to be able to get through hard areas with their varying strategic
compositions. Furthermore, they perfectly illustrate the type of player that would force themselves into
a medium pace just so they can level most skills evenly as to have more strategic options. Lastly, they will
not be hindered by the lack of focus on polished visuals this project offers.

e Tertiary: Skirmisher

Skirmisher is the third target because the fast-paced arena, and the social aspect of rotating Farming
competitions are things that would highly appeal to them. However, they are not someone that enjoys a
lot of strategic thinking or grinding, which makes them the perfect illustration for the type of players that
would just try to grind a single set of skills to their highest potential to engage in mid to end-game
content as fast as possible, differently from acrobats and gladiators who would enjoy putting some time
into grinding some extra content/opportunities. This is not behavior that we want to incentivize, but it is
definitely a type of behavior we have to account and support on the game. Please note that Skirmishers
are the most likely to purchase “Skill XP transfer Potions”.

Class Progression:

e Talents

Upon completing certain achievements with certain skills, they player will unlock a Talent. Talents also
have a level, which is increased every time the player kills a monster with said talent equipped. Talents
will also grant a unique passive related to it’s skills when equipped. Note that for a talent to be
equipped, all its skills must be equipped as well.

e C(Class

Upon equipping a certain combination of talents, the player will automatically equip a class, granting
another set of passives to the player. If the class skills are max level, the passive doubles. Classes do not
level up and only one class can be equipped at a time.



® Masteries

Masteries are a combination of two classes. When you reach max level on all four talents related to said
classes, you will unlock a mastery. Masteries come with their own passive and ultimate skill. When you
equip a masteries, respective class and talent passives are immediately equipped, breaking the limit of
classes and talents. Also, the player may then equip any combination of skills that are related to said
mastery and its talents.

Differences of AFK and Active Play:

e Active Play

In active play, player will get the most amount of resources and is able to get Skill X. Not only that, but
there are Special monsters that have a chance to spawn every hour, if the player is playing actively, that
drops unique and rare loot. Lastly, any monster kill while active will count towards unlocking the next
area

e Semi-active Play

While active, the player may choose to enter Auto (or semi-active) mode. This will start an Al in their
character, making it run to the closes monster within that area and using their skills in the order selected
one by one. This mode has all the perks from active play but is also unoptimized as the Al will not have
any other logic of skill/monster prioritization.

e AFK

While AFK, the player will receive reduced resources and none of the Frictioned resource. The player will
also not gain any Skill XP and monster kills will not count towards the next area.



Progression Systems

Progression Features
e Map Discovery

Base
e FEquipment
® Class Progression
e Skills Trees

100 hours of engagement

The first 145 hours of engagement exist in the progression of the map and development of your first
class in and of itself. Aside from that, assuming the player plays 2 matches of PvP per 24 hours of active
play after it’s unlocked, there is an additional 33 hours of engagement until they finish the first two
worlds. However, once they do finish, they unlock a new tier and map of the arena, leading to even more
engagement time.

Aside from that, there is also the guild and the farming competitions, which might lead the player into
making non-optimal progression decisions, adding even more hours of engagement.

Game Loops
e Core Loop

Rewards

——Core Loop —»{ Explore |—————{ Fight




e Skill Progression Loop

Skill Progression
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Rate of progression

Area Time
Progression.xisx

Assumptions:

Each Area Spawn their monsters 12 times an hour.
Each Spawn Clear takes on average 5 minutes
To the first boss, the player MUST have all of their Beginner Equipment set crafted. The same
applies for boss_2 and the Intermediate Equipment. This means they must go back and farm the
remaining materials on other levels.
AFK kills do NOT count towards monsters kills to unlock areas.
The time required to gather resources is additional to the time required to pass the area and the
drop rate should reflect that.

e Monsters won't stack on each spawn, meaning the numbers discussed here are how fast a player
can realistically clear each area while playing actively.



"Dead" stages = stages focused on naraflve or 2 a hub space
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Skill Progression Rate

Skills
Progression.xisx

Assumptions:

There are 20 Skills

Each skills has an average cooldown of 3 seconds
For skills to reach level 50 (max), | want it to take them 145 hours. (Time to finish first run though

of the map)

Player will be using all of skills as soon as their cooldown is done

Player will be using the same 6 skills all the time.



Active Skill Progression
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Shills Dscriptian
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Evade Evade all physical atks for # seconds

Thiaw Thiows the claset enemy or plant.

Attt
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Economy Systems

Currencies

Coins Used to purchase upgrade/build Base
Used to craft Equipment
Used to purchase consumables / materials
Used to combine MC into higher tier

Magic Crystal (MC) Used to upgrade/build Base
Used to combine into higher rank M.C.
Used to Craft/Enhance equipment

Stardust Used to Enhance equipment
Used to combine into higher rank MC or Stardust
Used to increase stat points

Gems Used to purchase cosmetics, boosts

Currencies Entry and Exit

All resources enter the system by killing monsters actively. Some enter through playing AFK, usually at a
lower rate then it would in active play.

Resource Type Earn Rate When Farming Mobs In Qut
Coins Unfrictioned high active and afk Base Defenses (afk) Spend to build new Base
Atk Farming Spend to upgrade Base
Selling other resources Spend to repair Base
Spend to purchase consumables (food, buffs)
Spend to buy other materials {High price, daily)
Spend to craft Equipment
Spend to buy Guild XP
Magic Crystal (MC) ~ "Frictioned” Medium active, low afk Ak Farming (reduced) Spend to upgrade Base
Crafting Spend to craft Equipment
Completing Quests Spend to Fuse MC and Stardust te higher |evel
Bought in Stare Spend to Enhance Equipment
Spend to buy Guild XP
Stardust * Frictioned low active, not eamed in afk Completing Challenges (daily, weekly, mission) Spend to Enhance Equipment
Special mobs (% chance to spawn per Hour of active play]  Spend to Fuse Stardust and MC to higher level
Completing achievements Spend to gain stat points
Spend to buy Guild XP
Gems Premium Not earned farming Build/Upgrading Base (initial seed) Buying Time speed {materials only, not xp, AFK rate)
IRL Cash purchase Buying Consumables (Xp transfer, 1H drop boost, etc)
Special mobs (drops 1 Reset stat points
Extra Q0L
(osmetics




Level Earn Rates

Level Earn Rate.xisx

Assumptions:

Clearing an area takes 5 minutes, assuming you are fighting at the furthest area you can go to

| am not taking into account death time, or time to travel to places

Currently Earn Rate does not account for building costs, it only accounts minimum time it takes
to pass through each area, and minimum time it takes to get each equipment tier

Currently Earn Rate does not account for building costs, it only accounts minimum time it takes to pass through each area, and minimum time it takes to get each equipment tier

Active Play Farming Earn Rates P/ Area

Detla
Monster|Gold P/ area |M.Crystals P/ |Stardust P/ |Respawns |Gold per hour|M.C per hour |Stardust per Delta |Detla |Stardus
Area clear area clear areaclear  |perhour |(high) (medium) Hour (low) GH M.CHH (tH
1 1 1|  0.041666667 12| 12.00 12.00 0.5 12| 12 0.5
2 2.5 1.060060667|  0.083333333 12] 30 20.00 1 18] 8.00 0.50
3| 4.1066606067 25|  0.1p6666667 12] 50.00 30.00 2 20] 10.00 1.00
4| 8333333333 4.106606067|  0.416666067 12] 100.00 50.00 3 30 20.00 3.00
5 12.5 6.25| 0.833333333 12] 150.00 73.00 10 30 25.00 5.00
6| 29.16666667 10.41666667|  1.6606666667 12] 330.00 125.00 20 200 30,00 10.00|New equipment set unlocked
7 37.5 12.5 25 12 450.00 150.00 30 100  25.00]  10.00
8| 60.41666667 10.41666667)  3.333333333 12 725.00 125.00 40 275|  -25.00)  10.00|- more coin, less MC
9| 52.08333333 14.58333333|  4.583333333 12 625.00 175.00 55 -100|  50.00]  15.00]- less coin, more MC
10| 83.33333333 20.83333333 6.25 12 1,000.00 250.00 75|375(275¢(  75.00]  20.00

AFK Play Farming Earn Rates P/ Area

Monster|Gold per M.C per hour Detla
Area hour (high) |(low) Delta G/H M.CHH
1 12.00 4.00 12 4
2 30 0.67 18 .67
3 30,00 10.00 20 3.33
4 100.00 16.67 50 .67
5 150.00 25.00 50 8.33
] 350,00 41.67 200 16.67
7 450.00 50.00 100 8.33
8 725.00 41.67 275 -8.33
9 625.00 58.33 -100 16.67
375 (275 if
10 1,000.00 83.33|compared to 8) 25.00




Base Earn Rates
This is around 10% what the corresponding area would give you, that number was arbitrary, but it seems

fine.

Base Earn Rates
This is around 10% what the corresponding area gives you p/haour

- Had to be inverted with the one below because it
would make no sense for you to level up into less
resources

- more coin, less MC

* this is only an unlock upgrade (check Costs Table

Base Level |Gold p/hour M.C p/hour Delta GIH |M.C p/hour
1 1 1 1 1
2 3 2 2 1
3 5 3 2 1
4 10 5 5 2
5 15 7.5 5 2.5
] 35 125 20 5
7 45 14 10 15
B B62.5 16 175 2
9 725 18 10 2
10 100 25 275 7
11 100 25 275 7
Spending Costs

General Assumptions
- 50% of the resources earned, should be spent on building/upgrading the Basse and 30% to making

equipment.

for more information)

- The other 20% of the resources should be allocated for buying consumables, repairing the base and

others

- Total Cost of Beginner equipment and base upgrades up to level 5 should be 30% of the resources
made up to beating the boss 1

Overview

Sinks

There are 5 different resource "sinks’ in the game

The Base
Equipments

Consumables

Enhancing*®

Guild Donations

O

Material

Coin/Magic Crystals (MC)
Coin/MC

Coin/MC

MC/Stardust
Coin/MC/Strdust

* You are able to enhance equipment’s, your stats or your skills, however, each new
enhancement level will cost exponentially more resources.



o It'simportant to remember that you can buy MC with coin making it become an
exponential coin sink, since MCs can be fused for tiers and since for very purchase in a
day, it becomes exponentially more expensive

Equipment Crafting
Equipment’s will also cost a monster specific resource and the amount needed will be later defined by

the drop rate of said resource and how long we desire them to farm said resource. This resource is what
allows us to gate how many hours we want them to have to farm a certain area.

B;eginner Equipments

Build Cost Build Cost
Equipments (Gold) (MC)
Type 1 - shoes 100 100
Type 2 - trousers SO0 200
Type 3 - hat 1428 474
Type 4 -shirt 2500 700
Type 5 - weapon 0000 1000

Intermediate Equipments
Build Cost Build Cost

Equipments {Gold) (MC)

Type 1-shoes 20925 2530
Type 2 - trousers SO0 4000
Type 3 - hat 40000 G000
Type 4 - shirt B0 8700
Type 5 - weapon SO0 10e0h 0




B nstruction r
The player's base can be upgraded, sometimes gaining new tools (enhancement table, etc).

Ideally the base it is upgraded every time they enter a new area (not counting Dead levels or the First
boss).

Level 0 is supposed to be the tutorial at base. There is a vl 11 because there are too many resources left
over after farming for the intermediate equipment before beating the second boss.

Time to Upgrade
Base Tier | (hours) Gold Cost | MC Cost
0]0:01 1 1
1|0:05 13 13
2|0:10 371 121|Forge Unlocked [crafting equipment)
3|0:30 688 223
41 1,485 426
513 4208 1154|Rapir Equipment Unlocked
B(5 7448 287
717 17,803 3227|Enhancement Table Unlocked (Skills only)
g[12 7500 4400
9|18 56,306 5332|Cultivation room (stats upgrade)
1024 58500  B4nd
11]48 227325  30638|Equipment and Stats enhancement)




Player Scenarios

Player Story.xsx
Assumptions:

e Player plays 35h a week or 5h hours a day (I figured a hardcore Idle player would play for 2 hours
a day, but since | incentivize active play heavily, | added 2 hours and then another one to account
for players slightly above the average too).
This means there’s 19 hours of AFK per 24 hours.
Player will always play 5 hours before afking for 19.

e Player will always farm at the highest area possible unless they are gathering resources for
equipment.

e AFK kills don’t count for area progression, only active and semi-active play do. However, afking
will alter the amount of resources gained and the time gathering resources for equipment.

e Player is not engaging in any social system, including PvP.

® Boss Resources are not accounted for, but it will mostly be gems.

e | am not taking into account the time it takes to upgrade the base but rather adding it's AFK

resources as if they were immediately built upon reaching the corresponding level.

With Spending
Summarized Player Story - Worst Case Scenario (With Spending)

Monster |Total Gold Total MC after Gold Pf area |M.Crystals P/ |Stardust P/ area Cost
Area After Spending |spending Total Gold |Total M.C |Total Stard|clear*** area clear clear**=** Gold Cost [M.C Cost |Purpose
Base Ivl
lto5+
Begginer
Entering Equipme
Boss 1 13,131 3,835 28424| 824575 2273.75 14895.5( 4373.916667 1775 15,293 4.411[nt
Base Ivl
Gtoll+
Interme
diate
Entering Equipme
Boss 2 159,632 22,467 79B171.5| 112345.3| 267803.8 219250 30925 2780| 623,247 B5,467[nt




Without

ndin

Summarized Player Story - Worst Case Scenario (No Spending)

Monster Day Player left|Time Spent Afk Total Gold Pf area M.Crystals P/ Stardust P/ area
Area area (hours) Total Gold Total M.C  Stardust  clear=** area clear

1 1 ] 26 26 2 26 26 2

2 2 19 76B.5 2676667 1425 7425 241 6BEEEET 12.25

3 3 19 21435 7126667 BB.25 1375 445 72

4 4 19 51135 1564.333 406.25 2970| B51.6666667 320

5 7 38 13528.5| 3871833 2096.25 B415 2307.5 1690

- 13 114 28424 B24575 227375 1485855 4373916667 1775

B 17 76 64229 1469992 B053.75 35805 6454166667 5780

7 21 76 1153729| 2349992 25333.75 48500 BEBDOD 17280

B 27 114 2263415 3416292 5B9Y73.75 1126125 10663 33640

9 34 133 3435215 51070.25| 1265488 117180 16907.33333 67375

10 43 171 5789215 81420.25| 265023.8B 235400 30350 138675

- 57 247 7981715 11234535| 267803.B 219250 30925 278D

* - time to gather resources for beginner equipment

** _ time to gather resources for Intermediate equipment

*** _ (Gold P/h active * active time) + (gold p/h afk * afk time) + (Gold p/h base * afk+afk time)

Inflation risks and mitigation strategies
The thing that worries me the most is that | left out 20% of the total earned resource untracked, due to

time. This was not a mistake, but rather the amount of resources | wanted to leave for “day to day”
expenses such as buying consumables and materials from the store as well as merging materials to

higher tiers.

However, | do not feel this is an absolute risk because of the following:

Players can buy tier 1 Magic crystals and Stardust form the store with an exponential price that

increases on each purchase and resets daily. This should take care of the excess Gold when

combined with the following points.
Players can spend Gold and (lower tier) Magic Crystals merge magic crystals into a new tier. The

same can be done for Stardust by spending Magic Crystals and (lower tier) Stardust.

Players can enhance their equipment, skill and purchase extra stat points infinitely at the end of
the game (where inflation is usually more impactful. However, the price is also exponential and

increases on each purchase.
Enhancements will also start requiring higher tier Magic Cristal and stardust, making the player
spend even more of them and gold as well.
Stardust is a VERY gated resource so purchasing from the store every day will eventually become
a must for highly committed players.
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