
GAME LOOP & PROGRESSION SYSTEM — DESIGN DOCUMENT 

 

1. Overview 

This document defines the core gameplay loops, progression layers, and system interactions 
that drive player engagement, retention, and long-term scalability. 

The design is structured across three main layers: 

• Core Loop (micro gameplay)  

• Session Loop (complete dungeon run)  

• Meta Loop (long-term progression)  

Each layer reinforces the others, creating a cohesive and sustainable player experience.  

 

2. Core Loop (Micro Loop) 

Duration: 20–60 seconds (repeated continuously) 

The Core Loop represents the fundamental gameplay cycle. 

Sequence 

• Enemy detection (vision cone and perception system)  

• Positioning  

• Auto-attack activation  

• Ability usage (Form + Element combination)  

• State application  

• Resource management (Essence / Focus)  

• Reaction to environmental effects  

• Enemy defeat  

• Micro-reward (Mastery XP + potential loot)  

This loop defines the moment-to-moment experience. 

If this loop is not satisfying, the entire game fails. 

 



This diagram illustrates the real-time gameplay loop, highlighting how player actions, system 
interactions, and rewards are connected in a continuous cycle. 

 

3. Session Loop (Dungeon Run) 

Duration: 15–40 minutes 

A complete gameplay session is structured into distinct phases. 

 

Phase 1 — Lobby Preparation 

Players: 

• visualize and adjust their character  

• modify equipment  

• assign physical abilities  

• configure element and form combinations  

• accept guild missions  

Active systems: 

• build crafting  



• resource planning  

• party composition  

 

Phase 2 — Dungeon Entry 

• safe initial area  

• low-intensity interactions  

• setup phase (glyphs, imbue)  

Active systems: 

• Essence management  

• Form Mastery  

• Perception (trap detection)  

 

Phase 3 — Exploration 

• dynamic encounters  

• environmental events (fire, water, gas)  

• possible hidden areas  

Active systems: 

• elemental interactions  

• physical mobility  

• Focus generation  

 

Phase 4 — Risk Spike 

• mini-boss or rare event  

• increased pressure on Essence  

• relevant friendly fire  

• multiple active states  

Active systems: 

• full system interaction  

• overload management  



• party coordination  

 

Phase 5 — Boss Encounter 

• readable patterns  

• environmental interaction  

• multi-phase states  

This phase tests: 

• build stability  

• party synergy  

• resource management  

 

Phase 6 — Reward & Return 

• loot acquisition  

• multi-system mastery XP  

• Codex unlock (new combinations discovered)  

• return to lobby  

 

This diagram shows the structure of a full gameplay session, from preparation to completion. 

 

 



4. Meta Loop (Long-Term Progression) 

Duration: 10–200+ hours 

The Meta Loop drives long-term retention. 

 

Layer 1 — Mastery Growth 

Each session improves: 

• Weapon Mastery  

• Element Mastery  

• Form Mastery  

• Physical Mastery  

Builds become progressively more efficient. 

 

Layer 2 — Synergy Discovery 

Through experimentation: 

• new interactions emerge  

• costs are optimized  

• advanced combinations are unlocked  

Progression is exploratory rather than linear. 

 

Layer 3 — Equipment & Crafting 

Loot is used for: 

• parameter adjustments (not game-breaking effects)  

• build optimization  

• fine-tuning system interactions  

 

Layer 4 — Dungeon Progression 

As players progress: 

• environments become more complex  

• system interactions intensify  



• builds are tested under new conditions  

 

Layer 5 — Rare Events & World Bosses 

Triggered by: 

• environmental conditions  

• system interactions  

• player activity  

Rewards: 

• prestige  

• rare progression opportunities  

 

5. System Interdependency 

All systems are designed to feed into each other. 

Weapon System Drives 

• Focus generation  

• State application  

• mastery progression  

 

Element System Drives 

• state application  

• environmental interactions  

• group synergy  

 

Form System Drives 

• strategic execution  

• efficiency  

• energy stability  

 

Physical System Drives 



• positioning  

• survivability  

• precision  

 

Resource System Drives 

• risk vs power balance  

• build decisions  

• gameplay pacing  

 

No system dominates. Each system creates pressure on the others. 

 

6. Economy & Loot System 

Loot is designed to support systems, not break them. 

Types of Modifiers 

Parametric Mods 

• range  

• stability  

• efficiency  

 



Conditional Mods 

• bonus vs specific states  

• resistance to specific interactions  

 

Utility Mods 

• perception improvements  

• overload reduction  

 

Design Constraint 

No item should alter core system rules. 

 

7. Seasonal Progression (Optional Layer) 

Each season can introduce: 

• new elements  

• new dungeon layers  

• new environmental states  

This avoids meta stagnation without resetting player progress. 

 

8. Endgame Structure 

Endgame is not defined by higher numbers. 

It is defined by: 

• complex environmental interactions  

• multi-element bosses  

• controlled PvPvE events  

• high-risk, high-reward runs  

 

9. Psychological Loop 

The system is designed to reinforce key player motivations: 

• discovery  



• optimization  

• identity expression  

• increasing mastery  

• calculated risk  

Losing any of these weakens retention. 

 

 

 

10. Critical Risks to Monitor 

Key areas requiring continuous evaluation: 

• cognitive overload  

• single-build dominance  

• griefing in shared environments  

• loot inflation  

• seasonal power creep 

 


