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Gestalt

We see objects
in their entirety
before perceiving
their individual
parts.
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NO WALL IS SAFE!
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> Gestalt
» Cognitive Load

» Flow / Rhythm
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Have
Empathy
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X UX of System Design

[Rarchest |
[weapons [ et |

Legendary | Schematic

F Copper | Ranged | Pistol

5 20 * OLV 1/10
<% DPS 517.1

g7 T2 $1%™s

2. 10

Damage 1,034.2 |
Critical Hit Chance 5%
Critical Hit Damage 50%
Fire Rate 0.5
Magazine Size 18
Range 256
Durability 375
Reload Time 3.3
Ammo Cost 6

Impact 375.0

@ LV 5 | +30% Crit Damage

@ LV 10 | +15% Damage
@ LV 15 | +15% Damage
£ LV 20 | +28% Crit Chance

@ LV 25 | +20% Damage
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Current Main Quest
‘?__“\i Durr

Gather 8 containers of food in successful 0/8
A missions in a 34+ zone
Plankerton Storm 1

shieldiDerensey! SheltersSkelers

DUre REWARDS

g Training Manual

9| Trap Designs

X 7| Weapon Designs

View Event

Play Now!
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» Growth

' .
Provide > Mastery

Meaning

» Retention
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