Thief

A modern retelling
(redesign) of a stealth
classic

My Role: UX/UI and Game Designer, Researcher
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“Thief is a retelling of the original trilogy as a series of modern
immersive stealth games set in a rich, and persistent world.

You play as Garrett, a talented thief earning a living by taking on
jobs to acquire rare and precious items. And you must use every

tool at your disposal to remain invisible — from your observation
and listening skills, to the environment and the tools you employ.

But above all is the knowledge you uncover which opens up new
possibilities for your creativity.

The City is itself a vibrant and living world, blending elements of
medieval and gothic fantasy, steampunk, and the supernatural. It
is an enigmatic place, with a long history and many secrets to tell
— and one that’s uninterested in Garrett’s existence...”



Historical and market research
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“Few games engage
my edars nearly as
much as my eyes. This
Is one of the hallmarks
of a Thief game.”

?

| “The freedom to

| achallenge is

l\

' choose how 1 can solve

something I love about

the original games.”

Insights from player research

“The city and it’s
people exist
independently from
Garrett. And that
makes for such a cool
narrative result.”

«I love that so much of
the game is about
learning secret things
that aren’t related to

thieving.”

‘The limited info you
get in T1-2 is part of
why the atmosphere is
so cool. You are forced
to use your other
senses, or fill in the
blanks with your
Imagination.”

“Using gates to layer

world feel more
interesting.”

“Combat is the worst
part of the game. Not
just because its clunky,
but because it’s way
more satisfying to just
sneak past people.”

access really helps the

—

“Thief 4 constantly ,
breaks my immersion

by taking away my '
conftrol (of Garrett, of '
| the story, of..).” |

(more later...)



Core design tenets

1. Keep the player in the world as much as possible

2. Force the player to work off imperfect information

3. Sound drives the storytelling

4. Either i¥’s valuable, or it doesn’t exist

5. Every screen is an opportunity for enriching the
player experience
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Opening Sequence (player onboarding)

Scene 1. Garrett’s home Scene 2. The City

It's evening. Garrett has to pay Outside, Garrett uses his map The South Quarter square is

rent soon and has a potential and environment to navigate obstructed with a theatrical

job. He needs to meet Cutty at to his destination. He suggests event. Garrett needs to get

the Old Quarter Tavern. that running could get there around the obstacles to
faster. continue.

Time of day
Move ) .
In'gﬂmﬂ' navigation
Interact
Interaction signifiers Character actions Jump
Travel to place to get info Map Scale
Running Climb

Garrett passes a pack of City
Watchmen at the bridge.
Garret explains threat, and
time-of-day mechanics.

Identify threats
Notoriety
Danger areas

Frisking

(Garrett’s natural proclivity to provide commentary allows him to help tutorialize /onboard players in a natural way.)

Scene 3. Old Quarter Tavern

Cutty tells Garrett that Reynard
(an art collector) has a new
statue. Reynard is also at the
tavern, and Garrett must follow
him to find his home.

Info via objects, conversation

Contextual look

Scene 4. Following Reynard

It's now night. Garrett follows
Reynard back to his home,
using stealth mechanics to
avoid being detected.

Disguise
Visibility/light

Crouch/noise

Hug surface

Bow/water arrows

Time of day (night)

Scene 5. The Jackbern

Garrett breaks into Re
home to steal The Jacl
statue, and needs to u
his thieving and stealt!
succeed,

Lockpicking

Object states

Granular door actions

Combat (if caught)
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Using the map (flow)

Quick swap
(local/city map)

Choose found map

Choose map
Add note
Delete note (if noted focused)

Look around map (cursor)

Use character actions menu, View map
and choose map option

Look view Choose map

Put away map




Player insight

“I often find things that I want to explore later,
but I end up forgetting about them because I
get distracted by what I'm currently focused on.”
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Player insight
“Sometimes translating where I want to go is difficult
because It’s hard to match where I am in the world

with what the map is telling me.”
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Picking a lock (flow)

Disengage with object
Choose lock to pick (if multiple)
Choose lockpicking tool

Perform lockpick

Interact with locked object Choose lockpicking tool (auto-

enabled) Free look Stop free look (return to last lock)



(non-wrapping)
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Player insight

“I like the idea of lockpicking as a fun mini-game experience, but It
always bothers me how little skill is actually involved in the end.”

(second hand automatically
deployed when tension is set)

(pause lockpicking to allow free-
look without exiting this flow)

Free look
@ Pick tool

@ Back/Close



Engage with container

Lockpicking behavior

Start lockpick

-

Selact from available tools

Tutorial: expldin
+ |lock type
+ lock material
= current hurdle + action
1o satisfy

Player has
matching tocl?

yes

Lock previously
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Player reaches
hurdle?

Give HID/audio feedback
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Enable tutorial mode
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(based on lock knowledge)
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Communicate failure

See lockpick flow
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no

Is last hurdle?

yes

Lnlocked
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Tools Dagger
Hide Escape combat

BLgCh Bypass a ‘gate’

Blackjack
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User Story 3

Supply\ station Prevent death by avoiding
suspicion via planning a safe
route with the tactical mirror.
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Player insight
“I always found it a little weird to look around corners and not be

‘seen’ by guards when I'm directly in their view — even when I'm
totally hidden.”

inverse look axis

snap vision/control
back to mirror when
releasing free look

(A
P

Look around with the @ stick. But note that enemies may become suspicious
if the mirror catches enough light.

(contextualf also
leans around cprners Free look Chﬂld)

each Qutton prompt triggers a tutorial the 1st time used if close ehough)

@ Use/hide mirror

@ Stop hugging




Tutorial behavior

(in this case, for mirror use)

Encounter mechanic
(direct/indirect)

no -
Has player
encounterad
this at least
once?
yes -

Is action
performed
elsewhera?

yes

Is relocation
point visible in
urz

Is action
performed
elsewhera?

© Mo

yes -

Ao

|'}|‘E5.

Relocate player

Highlight path, and require
relocation (manual)

Relocate player

Start tutarial

Ferform action



Weapon menu

Equipment

Merchant
stupply stataon

ange equipment A

Gailn an

User Story 4

Improve immersion by performing
Interactions easily via changing
player equipment with quick

Perform IX easily menus.

Enrich my experience

Character actions Reminder

Interact with ‘thang’
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In—-game menus

A nobelman s trinket
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Information Architecture
Menus, screens, and structural elements
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Game
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Using the notebook
(flow, manual use)

go back Add/delete notes

O ik vt D Dbt ki W T D il

Use character actions menu, Choose category View item
and choose notebook

Change page

Goto linked job

Exit notebook







Notebook

» Places
City districts
Items/loot
Factions

People

Creatures




Notes

« Places
One of Bafford’s servants was overheard praising

the new master of guards and how lax he is
| compared with the last one. Something about
City Watch Station e | constantly badgering everyone about drainage?

Castle Van Vernon

Cragscleft Prison Bafford’s cook has been spotted leaving the estate

Fort Ironwood - e at strange hours lately; and looking nervous. I
e should follow him to see what he’s up to.

Keeper Library g
» Bafford's Manor '_ ; There-are-about—i15-guards—at-the-maner—And

me*s{—ef—them—p&%ral—eh& mainfloet?

Pagan Sanctuary L F There are zo.

Rumford Manor - : SN ,. iy oonastaett
TR : : e *." ngty; L Ao
St. Edgar's Church = Lollow the river on the north end. ik ’? e

ol & rI‘-F'I'l.J r'._:.' ,--‘4"'
T R N iy : e e T
The Cathedral SN : afnf»f”’f:” 2t
0 ':f: '_ J'. A :' :EL : T L .. -J-..-. g

1 ||I'..-'
W, -, HrhI J i
) _“:uﬂ"wﬂ = F.'.-"T-r,.-'-'. .t"'l_..-
The Ramirez Estate

_'-'"f_."l‘ A
I n?" ' fgf\-

Ff‘n“nf

Player insight
“I don’t like that I can only read notes by
going into the menu (Thief 4). And on top

of that, they have no personality.”
Y : 4 € Add note @ Delete note @ W Page @ Back




« Places

Castle Van Vernon
City Watch Station
Cragscleft Prison
Fort Ironwood
Keeper Library

» Bafford's Manor ————
Pagan Sanctuary
Rumford Manor
St. Edgar's Church
The Cathedral
The Ramirez Estate

W W Page @ Back




Primitives
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Broadsheet, huge (57)

Broadsheet, large (40)
Broadsheet, default (28)

Broadsheet, small (z0)

Broadsheet, tiny (14)



HUD size
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Look for a way into Lord :
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Bow
Water arrow (16)
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¢ Show » A Branch Current branch @
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Put out a torch by pressing
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UX/Ul/game design Nik Jeleniauskas

Tools Figma, Obsidian, Whimsical, Affinity
Suite, Blender, HTML/CSS/JS (motion),
Davinci Resolve

Additioanl art Logo (Looking Glass), game environment
(A Plague Tale: Innocence)



