The First Evil: Cataclysm

Crafting an RPG
Inventory Experlence

My Role: UX/Game Concept Designer, Researcher
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“Stories say that long ago, the bringer of darkness came
to our world, laying waste to it. And after many years of
conflict was finally defeated; to be forgotten to time.

But that is not the way of things. Evil always has a way
of being found. And darkness does not exist alone...”

Story-driven Fantasy RPG  3rd person Open world



Design brief

Design an inventory Ul for a fantasy RPG. Play as a
chosen hero on a quest to save your home from an
ancient darkness. Explore, solve puzzles, and
battle a wide variety of enemies along the way.

You’ll collect various items to aid your journey, and
the inventory screen provides quick access to your
weapons, abilities, and materials.

The fate of your home and its people rests in your
hands — can you save them from this ancient evil?
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® health

® void magic
® stamina




Several different gameplay systems,
behaviors, and information implied
by the brief needed consideration

Inventory management

collections (weapons, abilities, materials, etc...)
collection details and actions (focus, scroll, filter, order)
implicit context helpers (collections, curatory tools)
equipment slots

equip/unequip

comparisons (equipped vs focused) related or implied systems
newly acquired items

item summary/details

equipped status

inventory size (and item size)

use materials/consumable

destroy/drop/dismantle item

equipment design

character

combat
mini-games
story/narrative

commerce

templated (semi or fully)
curated

details (types, weight, etc...)
creation/selection

model and view

details (stats/progression)
abilities

buffs and penalties

held currency

crafting (consumables, weapons, armor, efc...)



Weapons that are both semi-templated
and drive combat expression have a few
potential outcomes and challenges:

weapon types need potential volume requires limit inventory storage by number of slots

sufficient variation methods to manage them , , _ ,
items with variable slot-size

item weight
offload equipment via quick return to merchant area (tfown portals)
merchant density (on map)
dismantle item into materials
move to additional stash

provide infinite inventory storage content drill-down needed if volume is high
(filtering, segmentation, ordering, etc...)

limit drop/find rate
limit item variations

preference RNG drops to deliver
weapons based on familiarity.

crafting systems to create sufficient material options
custom variants needed to generate

{more...)



Limiting how often weapons/armor are . Simpler navigation with weapons and armor

acquired (via dl'Op rates and craf'ring) « Complex drlll-dﬂw.n IS less necess.ary (materials only)
* Less frequent equipment offloading

enables a Slmpler experience around * Enables more UX management options
managing a player’s invenfory_ *« Weapons are more valuable/have more character

Option 1 Option 2 Option 3
slots = fixed, item = n-slots slots = fixed, item = 1 slot slots = infinite, item = 1 slot

I

v

(simplest approach across collections)

(list variants also possible)



Selecting an ‘equip item’ flow influenced the way
the overall inventory experience was designed.

Option 1: Equipment-slot centric (goal-based)

4o fosus desired
loadout shot

& activate slot

§ Cpen menu

o Choose geal

in menu (net leadout) oadoun

Option 2: Item centric (object-based)

w2 Choose collection

o Browse collection . Multiple slots
i Open menu

" . "
1 ] ' I / (facus weapon, armer, i) : available?
b : :
I B8 filter collection type I _

yas

® Begin selection

Cpen sollection, ond 4 ta
Skot ocoupied? il i ' y

Focus itern (waopon, atg.)

YES

fittersscroll collection to
current itermn fype

no : ® Equip item

## Focus slot

@ Concel selestian

& Equip item

2 Concel selection

(elose collection window)

Benefits

quick access to related goals
 clearer overall inventory snapsho
« simpler/faster equip item flow
* more list support systems avail

« faster list subset curation
* slightly flatter interactions



® health
® void magic 80
® stamina 60




Keyboard and controller navigation

(swapping does not disturb focus position)



— (data has a direct influence on these goals) \

Data point Loadout Crafting Abilities Inventory Character Info

Inventory screens Cash

The persistence of weigh
character data was
driven by where that
data had a direct
influence. peath

Void magic

Stamina

X = yes, - = strong possibility
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@ health
® void magic 80
@ stamina 60
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5 Loadout | Crafting Abilities Inv@ cash 40/96

Weapon 1
New New  Fauchard
Bronze Polearm( ¢ 36)  Weapon affinity
wpn wpn
¥ 104 Damage (124)
- — * +5% bleed per attack (12%) : :
« +30% to sweep attacks (15%)  Comparison diff
¢ -20% to thrust attacks (l10%) apme
wpn wpn :
* +22% advantage to void magic Equlpped_IteIII In%o
abilitice (comparison: on)
- -4 . -5% vold magic cost
wpn i condition ¢ weight (  cost feet

QD Equip @ Dismantle

Sort: Newest

MAA Focus options @A Hide comparison @ Back
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Open menu

(L1 or R1)

Crafting Abilities Inventory

+ filter/sort list(s) « affix ability (to weapon) » filter/sort list(s)
« craft from blueprint « remove ability from use « equip/unequip item
« assign consumable » dismantle item

Equip/unequip Change weapon

Select item slot » learn ability

item slot view (1 or 2) . . ,
« current materials = ability node = lists, by type (weapon, etc..)
* known blueprints * learned/unlearned * equipped
« missing materials hints « cost to learn * e
« amount of material * in use (and where)
« recently acquired (flag) .

Curate list

Focus item

(filter/sort)

Additional branches would solve a
show item defail specific goal for the player

window

(actions based on type)

Show comparison Equip/unequip

Dismantle item

(if slot occupied) item



Iterations
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Weapon slot options

Inventory collection options

Weapon 1 Weapon 1




UX/game design Nik Jeleniauskas
Tools Figma, FigJam, Obsidian



